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(CJ e live in a world of fire and sand. The crimson 
WS scorches the life from anything that crawls 
or flies, begs, fights or flees, and storms of sand 

scour the foliage from the barren ground. Lightning 
strikes from the cloudless sky, and peals of thunder roll 
unexplained across the vast Tablelands. Even the wind, 


dry and searing as a kiln, can kill à man with thirst. 

This is a land of blood and dust, where tribes of 
feral elves sweep out of the salt plains to plunder lonely 
caravans, mysterious singing winds call men to slow 
suffocation in a Sea of Silt, and legions of slaves clash 
over a few bushels of mouldering grain. The Dragon 
despoils entire cities, while selfish kings squander their 
armies raising gaudy palaces and garish tombs. 

This is our home, this Athas. It is an arid and 
bleak place, a wasteland with a handful of austere cities 
clinging precariously to a few scattered oases. It is a 
brutal and savage land, beset by political strife and 
monstrous abominations, where life is grim and short. 


Athas’ savage, primal landscape is the result of long 
centuries of ecological and magical abuses. The world 
is dying. It breathes its last gasps as water turns to silt, 
grasslands become sandy wastes, and jungles decay into 
stony barrens. Still, life finds ways to endure even in 
these hellish conditions. In fact, it thrives. 

Athas is a place of contrasts. Bleak deserts exist 
beside verdant belts, rocky badlands give way to thick 
forests, and scrub plains surround opulent oases. These 
contrasts go beyond environmental conditions. Magic, 
for example, is scarce and universally feared, while 
psionic powers are a common and accepted part of life. 

Athas is filled with majestic and stark wonder. When 
first light casts its emerald hues over the Sea of Silt, or 
when sunset spreads its bloody stain over the Ringing 
Mountains, there is a certain feral beauty that stirs the 
untamed heart in all of us. It is a call to take up spear 
and net, stone and steel, to flee the city, to go and see 
what lurks out in the barrenness. 
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Ten Things You Need to Know 


Every Dark Sun player needs to know and remember 


these facts about the world of Athas. 

I. Dark Sun is Different to Traditional AD&D. 
Many monsters, classes, spells, or magic items from the 
core rulebooks simply are not available in Athas. Many 
races common elsewhere do not exist on the parched 
world. This is because Athas has a very different 
background to most AD&D settings. 

2. Tone and Attitude. Athas takes the survival of the 
fittest concept to the extreme. Those who cannot adapt 
to endure the tyrannical sorcerer-kings, the unrelenting 
sun, or the many dangers of the wastes will certainly 
perish. Illiteracy and slavery are commonplace, while 
magic is feared and hated. The term “hero” has a very 
different meaning on Athas. 

3. A Burnt World. Thousands of years of reckless 
spellcasting and epic wars have turned Athas into a 
barren world on the verge of ecological collapse. From 
the first moments of dawn until the last twinkling of 
dusk, the crimson sun shimmers in the olive-tinged 
sky like a fiery puddle of blood, creating temperatures 
up to 65 C by late afternoon. Water is scarce; most 
Athasians need to come up with alternative solutions 
for dealing with the heat or perish. 

4. A World Without Metal. Metal is very rare 
on Athas. Its scarcity has forced Athasians to rely 
on barter and different materials, such as ceramic, to 
use as currency. It hampers industrial and economic 
development as well; mills and workshops rarely have 
quality tools to produce everyday products. Most 
Athasians have developed ways of creating weapons and 
armour made of non-metallic components. 

5. The Will and The Way. From the lowliest slave 
to the most powerful sorcerer-king, psionics pervade all 
levels of Athasian society. Virtually every individual 
has some mental ability, and every city-state has some 
sort of psionic academy. Athasians use the term Will 
to refer to someone's innate ability for psionics and the 
Way for the study of psionics. 

6. A World Without Gods. Athas is a world without 
true deities. Powerful sorcerer-kings often claim divinity 
but, though their powers are great and their worshippers 
many, some doubt they are true gods. Wizardly magic 
requires life force, either from plants or animals. All 
priestly power comes from the elemental planes and the 
spirits of the land that inhabit geographic features. 


7. Planar Insulation. Barriers exist between Athas 
and other planes. In the case of other planes of 
existence, the Gray impedes planar travel, except to the 
elemental planes. Consequently, planar travel is much 
more difficult. The same holds true for those trying to 
contact or reach Athas - the barrier formed by the 
Gray impedes travel in both directions. It also affects 
certain spells that attempt to reach other planes. 

8. The Struggle for Survival. The basic necessities of 
life are scarce on Athas. This means that every society 
must devote itself to attaining food and safeguarding its 
water supply, while protecting itself from raiding tribes, 
a murderous climate, and other city-states. This means 
that most Athasians must devote a large deal of their 
lives to just surviving. 

9. The Seven City-States. The Tablelands region is 
the centre of the world of Athas, at least as far as the 
people of the seven city-states are concerned. It’s here, 
along the shores of the Silt Sea and in the shadows 
of the Ringing Mountains, that civilisation clings to a 
few scattered areas of fertile land and fresh water. The 
majority of the population live in the city-states of Tyr, 
Urik, Raam, Draj, Nibenay, Gulg, and Balic, known 
colloquially as the Seven Cities. The remainder live in 
remote villages built around oases and wells, or wander 
about in nomadic tribes searching for what they need to 
survive. Ruined cities dot the Tablelands, reminder that 
Athas is a dying world. 

10. New Races. In addition to the common AD&D 
player character races, players can choose to play 
aarakocra, half-giants, muls, pterrans, and thri-kreen in 
Dark Sun. Aarakocra are avian freedom-loving creatures, 
but can be extremely zealous and xenophobic. Half- 
giants are creatures with great strength but dull wits. 
Muls are a hybrid race that combines natural dwarven 
resilience and stubbornness with human adaptability. 
Pterrans are a reptilian nature-worshipping species that 
are always in the pursuit of their “life paths". Thri- 
kreen are insectoid creatures that roam the Athasian 
wastes in search of prey. Certain player character races 
do not exist on Athas, however. There are no gnomes 
and no orcs, and hence no half-orcs either. These races 
are not available to play in Dark Sun games. And 
the other common player character races - humans, 
halflings, dwarves, elves and half-elves - are all different 
on Athas, changed by the harsh environment under the 
crimson sun. 
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Overview of the World 


Athas is a hot, arid planet covered with endless seas 
of dunes, lifeless salt flats, stony wastes, rocky badlands, 
thorny scrublands, and worse. From the first moments of 
dawn. The wind is like the blast of a furnace, offering 
no relief from the oppressive heat. Dust and sand borne 
on the breeze coat everything with yellow-orange silt. In 
this forbidding world, cities and villages exist only in 
a few oases or verdant plains. The world beyond these 
islands of civilisation is a barren wasteland roamed by 
nomads, raiders, and hungry monsters. 

Life on Athas is brutal and short. Bloodthirsty raiders, 
greedy slavers, and hordes of inhuman savages overrun 
the deserts and wastelands. The cities are little better; 
each chokes in the grip of an immortal tyrant. The 
vile institution of slavery is widespread on Athas, and 
many unfortunates spend their lives in chains, toiling 
for brutal taskmasters. Every year hundreds of slaves, 
perhaps thousands, are sent to their deaths in bloody 
arena spectacles. Charity, compassion, kindness - these 
qualities exist, but they are rare and precious blooms. 
Only a fool hopes for such riches3 

These hazards are merely an inconvenience when 
compared to the greatest danger of Athas - the lack 
of water. In most places, it rains no more than once 
a year. In some places it only rains once in ten years, 
and the only available water lies in brackish, mineral- 
crusted oasis ponds. Aside from a handful of streams 
that trickle less than fifty miles before drying up, there is 
not a single river on the planet - though I have crossed 
plenty of ancient bridges and know that rivers were once 
common on Athas. What the world was like in those 
days, few Athasians can imagine. 

All Athasians know what the lack of water can mean 
to a thirsty man, but the dry climate affects Athas in 
other ways. It allows the sun to shine down unreflected 
on the barren ground, which is why it grows so hot 
during the day. At night, the low humidity has the 
opposite effect. The day's heat escapes into the sky, 
plunging the temperature to 5 or less - and in the 
mountains, even below freezing. 

As far as the people of Athas can tell, all parts 
of their world suffer beneath the dark sun. Nothing 
they have seen in their own explorations or heard from 
the tales of travellers points to any other conclusion. 
Athas is, for all intents and purposes, a land of mortal 
desolation. 


Athas, or at least the explored portion, consists of 
about one million square miles of desert. In its centre, 
covering about 120,000 square miles, is a vast, dust-filled 
basin - the Sea of Silt. Because of travel difficulties, the 
Sea of Silt remains almost entirely unexplored. 

Surrounding this dry sea is a band of Tablelands, 
ranging from as much as 400 miles wide to as little as 
50. The Tablelands consist of many types of terrain: 
golden dunes, stony barrens, dust sinks, white salt flats, 
rocky badlands, and plains of yellow-green scrub-brush. 

This is where civilisation, if you can call it that, still 
lingers. Scattered across these flatlands are tiny oases 
of life where a few acres of fertile land supports a grain 
field, sometimes even a forest. Clinging to these oases 
are the disorderly jumbles of buildings and people that 
we know as cities. All are precariously balanced at the 
edge of starvation, barely scratching enough food from 
their small plots of land to support their populations. 

The Tablelands are encircled by the various ranges 
of the Ringing Mountains. These ranges all run north 
and south. To the east and west of the Sea of Silt, the 
mountains form solid walls separating the Tablelands 
from the unknown regions beyond. To the north and 
south of the dusty sea, they form a series of parallel ribs. 
The deep valleys between the ridges lead away from 
central Athas like a series of long, hazardous, corridors. 

In every direction, beyond the mountains lie the 
Hinterlands. We have little knowledge of what abides 
there. Many men have set out to explore the depths 
of this unknown region, but few have met one who 
returned. These trackless wastes are home to desert 
horrors such as the braxat carried off my companions, 
tribes of carnivorous kreen, and supernatural hunters 
such as the silk wyrm. Only the mad dare venture into 


such forbidding lands. 


rom the sly bard to the autocratic templar, 
@) wealthy trader, or skilled gladiator, there are 
many types of character in a Dark Sun campaign. 


When generating a character, start with your character's 
concept. Do you want a character who goes toe-to-toe 
with terrible monsters, matching obsidian blade and 
chitin shield against the claws and fangs of the terrors of 
the deep desert? Or do you want a mystical cleric who 
draws his powers from the elements to further his own 
ends, a defiler who saps the life energy of the land to 
fuel her spells, or a cunning thri-kreen hunter, roaming 
the wastes for prey? Nearly anything is possible. 


Discuss your concept with the DM and the other 
players in the game. Your kind and generous DM may 
wish to limit your concept based on his desires for the 
campaign, and you should also make sure that your 
character concept matches the other players’ ideas. 

Once you have a concept worked out, use the steps 
outlined overleaf to bring your idea to life, recording 
the resulting information and statistics on your character 
sheet, which can be found at the back of this book. 

If the optional character tree system is in use, repeat 
the process to create all four characters on the character 
tree. Otherwise, just create a single character. 


To create a character to play in a Dark Sun campaign, 
follow the steps below. These steps will tell you how to 
generate your character's ability scores, race, and class, 
pick weapon and non-weapon proficiencies, and buy 
equipment. You may also need to consult the AD&D 
2nd Edition Player's Handbook. Once you've worked 
through this list, your character is ready to be murdered 
by a swarm of braxats. Congratulations. 


Start by generating your characters ability scores, 
detailed in Chapter Two. These six scores determine 
your characters most basic attributes and are used to 
decide a wide variety of details and statistics. Some class 
selections require you to have better than average scores 
for some of your abilities. 

The six ability scores are determined randomly by 
rolling dice to obtain a score from 5 to 20. These 
numbers are, on the average, higher than those for 
characters in other campaign worlds. There is a very 
good reason for this: the world of Athas is brutal and 
unforgiving. It is a savage world with frightful challenges 
beyond every dune. Athas is not a world for the weak 
or the simple-minded - those who cannot adapt, who 
cannot meet every challenge with confidence in their 
skills and abilities, simply won't survive. The world of 
Athas has produced races of beings that are generally 
superior — of greater strength and endurance, capable of 
greater intellect and vision - to those who inhabit other 
campaign worlds. 

The creatures and challenges that Dark Sun characters 
encounter are, of course, commensurately more powerful 


as well. 

Roll 6d4, discarding the lowest die, six times. Assign 
the six totals to the ability scores as desired. You will 
modify these totals in subsequent steps. 


Pick your characters race from the races in Chapter 
Three. The standard races available for play in a Dark 
Sun campaign are aarakocra, dwarf, elf, halfelf, half- 
giant, halfling, human, mul, pterran, and thri-kreen. 

There are no gnomes, half-orcs, tieflings, or dragonborn 
on Athas. 

Note any racial modifiers to your ability scores, 
consult the ability score tables in Chapter Two, and 
record the various bonuses and penalties the character 
receives for having particularly high or low scores. 

Consult the racial descriptions for your character's 
race and record their special racial abilities. 

Check the height, weight, and age tables at the end 
of Chapter Three to determine these characteristics. 


Character classes are detailed in Chapter Four. Dark 
Sun characters start at 3rd level if single classed. If the 
character is multi-classed, start with enough experience 
points (XP) to be 2nd level in the characters most 
expensive class. Alternatively, divide 5,000 XP between 
your available classes As your character gains XP for 
defeating monsters and achieving goals set by the DM, 
he goes up in level, gaining new powers and abilities. 

The standard classes available for play in a Dark 
Sun campaign are bard, cleric, druid, fighter, gladiator, 
psionicist, ranger, templar, thief, trader, and wizard. 

Make sure your character has the ability scores 
required to qualify for your chosen class. Read the class 
description and record class abilities and restrictions. 

If your character is a wizard, consult the Intelligence 
table and record bonus spells, maximum spell level, 
chance to learn spells, and maximum number of spells 
per evel. 


If your character is a priest, consult the Wisdom table 


and record bonus spells, maximum spell level, and spell 
failure chance. 

For all spellcasters, ask your DM what spells your 
character knows. 

If your character is a psionicist, select their starting 
discipline and powers. Note their power check, Psionic 
Strength Points, and Mental Armour Class. 

If your character is a rogue, record base rogue skill 
scores. Modify these scores according to race, Dexterity, 
and any armour you later purchase. You will also 
receive points to apportion between your rogue skills, 
depending on your class. 


Consult the tables at the end of Chapter Four to 
determine your characters base saving throws. Consult 
your characters class table to determine attack bonus. 
Pick an alignment for your character. 


Select weapon and non-weapon proficiencies as per the 
rules in Chapter Six. Each class starts with several 
weapon and non-weapon proficiencies - this chapter 
details how many. Select proficiencies and note the 
relevant ability score for each non-weapon proficiency. 

Characters with high Intelligence receive bonus non- 
weapon proficiency slots. Each class gains additional 
proficiencies as they advance in levels, so single-classed 
Dark Sun characters may have additional weapon and 
non-weapon proficiencies because they start at 3rd level. 

All characters can become proficient with any weapon 
listed under their class for one weapon proficiency slot. 
If the weapon is not listed, they pay two slots. 


All characters can also take expertise in weapons and 
weapon groups, and specialise in armour, shields, and 
fighting styles. 

If your character is a fighter or a gladiator, you may 
also select a weapon specialisation. All warriors can 
use their bonus non-weapon proficiency slots from high 
Intelligence to buy extra weapon proficiencies. 


Equipment is covered in Chapter Seven. Each new 
character begins the game with an amount of ceramic 
pieces, based on his class, that can be spent on a wide 
range of gear, from hide armour to obsidian swords to 
leather backpacks. You cannot use this starting money 
to buy magic items without the consent of your DM. 


Your character starts with maximum hit points for their 
class(es) at first level - roll for levels beyond first. See 
their class table for the appropriate Hit Die. If the 
character is multi-classed, average the final total. 

Record the characters base movement rate, given 
under the description for their race. If the optional 
encumbrance rules are in effect in your game, also 
record the encumbrance categories from Table 47 in 
the Players Handbook and note modified movement 
rates and combat abilities. 

For non-psionicists, roll on the tables in Chapter 
Eleven to determine the character's psionic wild talent(s). 

Decide on your characters name and_ physical 
appearance. Discuss your background with the other 
players and the DM and come up with a personality 
and background that will fit the setting of the game 
and allow you to cooperate effectively with the other 
characters in the party. 
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‘ach character in the AD&D game has six 

abilities: Strength, Dexterity, Constitution, 

Intelligence, Wisdom, and Charisma. The 
first three abilities represent the physical nature of the 
character, while the second three quantify his mental 
and personality traits. 


Strength 


Strength (Str) measures a character's muscle, endurance, 
and brute force. It is important for warriors because they 
must be physically powerful in order to wear armour 
and wield heavy weapons. 
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To Hit adjustments are added to or subtracted from 
melee attack rolls. A bonus (positive number) makes 
the opponent easier to hit; a penalty (negative number) 
makes him harder to hit. This adjustment also modifies 
a characters combat manoeuvre bonus and combat 
manoeuvre defence. 

Damage adjustment applies to melee attacks and 
attacks with thrown missile weapons. Characters with 
high Str simply hit harder. The number listed is added 
to or subtracted from the dice rolled to determine the 
damage caused by an attack (a successful attack roll 
can never cause less than I point of damage). 
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Strength Table 


Ability Score To Hit Damage Weight Allowance 
I -5 -5 I 
2 -4 -4 I 
3 -3 -3 5 
4 -2 -2 10 
5 -2 -2 10 
6 -I -I 20 
7 -I -I 20 
8 -I -I 35 
9 = = 35 
10 = = 40 
II = = 40 
12 = = 45 
13 HI HI 45 
I4 +I +I 55 
I5 +I +I 55 
I6 +2 +2 70 
I7 +2 +2 85 
18 +3 +3 IIO 
I9 +4 +4 200 
20 +4 +5 400 
21 +5 +6 600 
22 +5 +8 800 
23 +6 +10 1,000 
24 +6 +12 1,200 
25 +7 +14 1,500 


This adjustment also applies to most missile weapons, 
although bows must be specially made to gain the 
bonus; crossbows never benefit from the user's Strength. 

Weight Allowance is the weight a character can carry 
without being encumbered. These weights are expressed 
in pounds. A character carrying up to the listed weight 
can move his full movement rate. 

Maximum Press is the heaviest weight a character 
can pick up and lift over his head. A character cannot 
walk more than a few steps this way. 

Open Doors indicates the chance to force open a 


heavy or stuck door. Roll Id20 and add this modifier. 


Maximum Press Open Doors Bend Bars/Lift Gates 
3 +0 0% 
5 +0 0% 
10 +I 0% 
25 +2 0% 
25 +2 0% 
55 +3 0% 
55 +3 0% 
90 +4 1% 
90 +4 1% 
115 +5 2% 
115 +5 2% 
140 +6 4% 
140 +6 4% 
170 +7 7% 
170 +7 7% 
195 +8 10% 
220 +9 13% 
255 +10 16% 
450 HI (+3) 20% 
650 +13 (+8) 35% 
850 +15 (+12) 50% 

1,050 +17 (+14) 65% 
1,250 +18 (+16) 80% 
1,450 +19 (+17) 95% 
1,750 +19 (+18) 99% 


On a result of 20 or higher, the door opens. A character 
can keep trying to open a door until it finally opens, 
but each attempt takes time (exactly how much is up to 
the DM) and makes a lot of noise. 

Numbers in parentheses are the modifier (on Id20) 
to open a locked, barred, or magically held door, but 
only one attempt per door can ever be made. If it fails, 
no further attempts by that character can succeed. 

Bend Bars/ Lift Gates states the character's percentage 
chance (rolled on percentile dice) to bend normal, soft 
iron bars, lift a vertical gate (portcullis), or perform a 
similar feat of enormous strength. 


When the character makes the attempt, roll percentile 


dice. If the number rolled is equal to or less than the 
number listed on the table, the character bends the bar 
or lifts the gate. A character who fails can never succeed 
at that task. A character can, however, try to bend the 
bars on a gate that he couldn't lift, and vice versa. 


Dexterity 


Dexterity (Dex) encompasses several physical attributes 
including hand-eye coordination, agility, reaction speed, 
reflexes, and balance. Dexterity affects a character's 
reaction to a threat or surprise, his accuracy with missile 
weapons, and his ability to dodge enemy blows. 

Reaction Adjustment modifies the die roll to see if a 
character is surprised when he unexpectedly encounters 
non-player characters (NPCs). It also modifies a 
characters combat manoeuvre defence. 

Missile Attack modifies a characters to hit roll 
whenever he uses a missile weapon. À positive number 
makes it easier for the character to hit with a missile, 
while a negative number makes it harder. 

Defensive Adjustment applies to a character's 
saving throws against attacks that can be dodged. lt 
also modifies the characters Armour Class, representing 
his ability to dodge normal missiles and parry weapon 
thrusts. In some situations, beneficial Dexterity modifiers 
to Armour Class do not apply. Usually this occurs 
when a character is attacked from behind or when his 
movement is restricted - attacked while prone, tied up, 
on a ledge, climbing a rope, etc. 


Constitution 


A characters Constitution (Con) score encompasses 
his physique, fitness, health, and physical resistance to 
hardship, injury, and disease. Since this ability affects 
the character's hit points and chances of surviving such 
tremendous shocks as being physically reshaped by 
magic or resurrected, it is important to all classes. Some 
classes have minimum allowable Constitution scores. 

A character's initial Constitution score is the absolute 
limit to the number of times the character can be raised 
or resurrected from death. Each such revival reduces 
the characters Constitution score by one. Magic can 
restore a reduced Constitution score to its original value 
or even higher, but this has no effect on the number of 
times a character can be revived from death. 


Dexterity Table 


Ability Reaction Defensive 
Score Adjustment Missile Attacks Adjustment 
I -6 -6 -5 
2 -4 -4 -4 
9 =3 =3 =3 
4 =2 -2 -2 
5 -2 -2 -2 
6 =I -I -I 
7 -I -I -I 
8 -I -I -I 
9 = = zz 
IO = =a =a 
it = = = 
I2 = = = 
13 +I TI +I 
14 TI TI +I 
I5 +I +I +I 
I6 arg T2 F2 
I7 3H 3H sev 
18 73} 73} a3} 
19 +3 +3 +4 
20 +3 +3 +4 
21 +4 +4 +5 
29 +4 +4 +5 
23 +4 +4 +5 
24 +5 +5 +6 
25 +5 +5 +6 


Once the character has exhausted his original 
Constitution, nothing can bring him back from the 
dead. That character’s journey has come to its final end 
- no force Athas is able to reverse such a fate. 

Stamina Bonus is added to or subtracted from each 
Hit Die rolled for the character. However, no Hit 
Die ever yields less than I hit point. If an adjustment 
would lower the number rolled to 0 or less, consider 
the final result to be I. Always use the character's 
current Constitution to determine hit point bonuses 
and penalties. 
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Constitution Table 


Ability System Shock 

Score Stamina Bonus Survival Resurrection Survival Poison Save Regeneration Rate 
I -5 25% 30% = — 
2 -4 30% 35% = — 
3 -3 35% 40% — - 


I9 +4 (+2) 100% 100% +I — 
20 +5 (+2)* 100% 100% +I I hp/6 turns 
9I +6 (+2)** 100% 100% +2 I hp/5 turns 


25 +7 (+2)*** 100% 100% +4 I hp/turn 


* All Is rolled for Hit Dice are automatically considered 2s. 
** All Is and 2s rolled for Hit Dice are automatically considered 3s. 


*** All Is, 2s, and 3s rolled for Hit Dice are automatically considered 4s. 


Only warriors receive a Stamina Bonus of higher If a characters Constitution changes during the course 
than +2. Non-warriors are capped at +2, except for of adventuring, his total hit points may be adjusted up 
determining psionic Wild Talents (see page 396). or down to reflect the change. The difference between 

The Stamina Bonus ends when a character reaches the character’s current Stamina Bonus Gf any) and the 
IOth level (9th for warriors and priests); neither the new Stamina Bonus is multiplied by the character's 
bonus nor Hit Dice are added to a characters hit level (up to I0) and added to or subtracted from the 
points after he has passed this level. character's total. 
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Intelligence Table 

Ability Insight Mex Spell Learn Mex Spells Bonus eae 

Bene. Bem — Le] «Chance qe Level Profs Spell Inunusides I2 3.45 6 7 
I -5 e — € 0 -: icd 
2 -4 e - es I - Wie e dee cies ibo e die 
3 -3 — a » I " SES see nde ey dedo cei ee 
4 -2 = = = I = = e M l l l l 
5 -2 = = = I = = = = = M LS 
6 -I = = = I = = = = = = [l [l 
7 -I E = - I n: Sent oe iu e cup Dd pue 
8 -I = = = I = EE M Se ee 
9 - 4 35% 6 2 = so) o H ee ee 
10 = 5 40% 7 5 = = = = = á [l [l 
II = 5 45% 7 2 = = = l [l eee 
12 = 6 50% 7 3 = ci d MR ME 
I3 +1 6 55% 9 3 = D o= SS 
14 +I 7 60% 9 4 = 2 = = e l = 
15 +1 7 65% II 4 = $i. = == = 
16 +2 8 70% II 5 = M = = = = [= 
17 +2 8 75% 14 6 = 2 Be up. Se ee 
18 +3 9 85% 18 7 = 2 9 I I= = = 
19 +4 9 95% 22 8 Ist-level illusion/phantasm spells 3 2 2 I — — — 
20 +4 10 96% 26 9  9ndlevel illusion/phantasm spells 3 3 2 2 — — — 
2I +4 10 97% 30 10 3rd-level illusion/phantasm spells 3 3 3 2 | es 
29 +4 10 98% 34 II  4th-level illusion/phantasm spells 3 3 3 3 2 — — 
23 +4 10 99% 38 n2 5th-level illusion/phantasm spells 4 3 3 Bye [- f= 
24 +4 10 100% All I5 6th-level illusion/phantasm spells 4 3 3 3 3 2 — 
25 +4 10 100% All 20  7th-level illusion/phantasm spells 4 3 3 3 3 3 I 


System Shock Survival states the percentage chance 
a character has to survive magical effects that reshape or 
age his body: petrification (and reversing petrification), 
polymorph, magical aging, etc. It can also be used to 
see if the character retains consciousness in particularly 
difficult situations. 

For example, a wizard polymorphs his hireling into 
a kank. The hireling, whose Constitution is 13, has 
an 85% chance to survive the change. Assuming he 
survives, he must roll for system shock again when he 
is changed back to his original form or else he will die. 


Resurrection Survival lists a character's percentage 
chance to be successfully resurrected or raised from 
death by magic. The player must roll the listed number 
or less for the character to be revived. If the dice roll 
fails, the character is permanently dead. 

Poison Save gives a saving throw bonus against 
poison. Dwarves and halflings do not receive this bonus. 

Regeneration heals the character of I point of damage 
after the listed number of turns. Fire and acid damage 
cannot be regenerated and must heal normally or be 
dealt with by magical means. 
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Wisdom Table 
Ability Will Max. Spell — Spell Peau siete 
Score Bonus Level Failure Spell Immunities i- 2 3 4 5 6 7 
I -5 = 80% = muc pu e e n Gent deed 
2 -4 = 60% — ee Mem necne at een cet 
3 -3 = 50% ee dE ML NL 
4 -2 = 45% z ID E cM EL 
5 -2 = 40% x mx UA EIS MU UI 
6 =I = 35% a mE de ea oe ee E 
7 -I = 30% Ed dic M c M 
8 -I — 25% ES LL" ÉL y 
9 = 5 20% = = SS deve dme a Ve 
10 x 5 15% = d ME E Sloe 
{ii zu 5 10% = EIS Po a a a Gare 
12 = 5 5% = Sere ae ee a tu 
13 TI 5 0% = [Le LE a, 
14 +I 5 0% = gi. Se aer SS. Se Se jemm 
I5 TI 5 0% = 2. J. = = = ec = 
16 3 5 0% = QUU dm SS eS 
I7 E2 6 0% = OE MEM eS A ah 
18 +3 7 0% zx QNID NEIN E cs 
I9 +4 8 0% cause fear, charm person, command friends, hypnotism 3 2 2 I — -— = 
20 +4 9 0% forget, hold person, ray of enfeeblement, scare D 39... Qo E ee ee 
21 m I0 0% beguiling, domination, fear 3 33 32 I- — 
22 +4 10 o dam aaae eneon enion e a daaa M CN oe Gomer s 
23 +4 10 0% chaos, feeblemind, hold monst, magic jar, mass dom, quest 4 3 3 3 2 I — 
24 +4 10 0% gag nes anaia be A 3 3 3598c 
25 +4 10 0% anti/sympathy, finger of death, mass charm, Otto’s ires dance 4 3 3 3 3 3 I 
Intelligence Wizards gain bonus spells for high Intelligence, as 


Intelligence (Int) represents a character's memory, 
reasoning, and learning ability, including areas outside 
those measured by the written word. Intelligence dictates 
the number of proficiencies a character can learn. 

Intelligence is the prime requisite of wizards, who must 
have keen minds to understand and prepare magical 
spells. The wizard’s Intelligence dictates which spells he 
can learn and the number of spells he can prepare at 
one time. 


shown in the table above. 

This ability gives only a general indication of a 
characters mental acuity. A semi-intelligent character 
(Int 3 or 4) can speak (with difficulty) and is apt to 
react instinctively and impulsively. He is not hopeless 
as a player character (PC), but playing such a character 
correctly is not easy. A character with low Intelligence 
(Int 5-7) could also be called dull-witted or slow. A 
very intelligent person (Int II or I2) picks up new ideas 
quickly and learns easily. A highly intelligent character 
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(Int I3 or I4) is one who can solve most problems 
without even trying very hard. One with exceptional 
Intelligence (Int I5 or IG) is noticeably above the 
norm. A genius character is brilliant (Int I7 or 18). A 
character beyond genius is potentially more clever and 
more brilliant than can possibly be imagined. 

However, the true capabilities of a mind lie not in 
numbers xd IQ, Intelligence Score, or whatever. Many 
intelligent, even brilliant, people in the real world fail to 
apply their minds creatively and usefully, thus falling far 
below their own potential. 

Dont rely too heavily on your character's Intelligence 
score; you must provide your character with the creativity 
and energy he supposedly possesses! 

Insight Bonus is a bonus on saving throws against 
illusions. Characters with high Intelligence are able to 
pierce illusions by noting inconsistencies and errors that 
less insightful characters would miss. 

Maximum Spell Level lists the highest level of spells 
that can be cast by a wizard with this Intelligence. 
Only those of the highest Intelligence can comprehend 
the mighty magic of I0th-level spells - and these spells 
require considerable degrees of psionic ability as well. 

Learn Chance is the percentage probability that a 
wizard can learn a particular spell. A check is made as 
the wizard comes across new spells, not as he advances 
in level. To make the check, the wizard character must 
have access to a spell book or scroll containing the 
spell. If the player rolls the listed percentage or less, his 
character can learn the spell and copy it into his own 
spell book. If the wizard fails the roll, he cannot check 
that spell again until he advances to the next level 
(provided he still has access to the spell). 

Maximum Number of Spells per Level indicates 
the maximum number of spells a wizard can know from 
any particular spell level. Once a wizard has learned 
the maximum number of spells he is allowed in a given 
spell level, he cannot add any more spells of that level 
to his spell book (unless the optional spell research 
system is used). Once a spell is learned, it cannot be 
unlearned and replaced by a new spell. 

Bonus Proficiencies is the number of extra proficiency 
slots the character gains due to his Intelligence. These 
extra proficiency slots can be used to buy extra non- 
weapon proficiencies. Warriors can use these bonus slots 
to buy extra weapon proficiencies as well - other classes 
can only spend them on non-weapon proficiencies. 


Charisma Table 


Ability Score Max. Hench. Loyalty Base Reaction Adj. 
I 0 -8 -5 
2 0 -7 -4 
3 I -6 -3 
4 I -5 -2 
5 2 -4 =2 
6 2 -3 -I 
7 3 -2 -I 
8 3 -I -I 
9 4 = = 
10 4 = = 
II 4 = = 
12 5 = = 
13 5 = +I 
14 6 HI HI 
I5 7 +3 HI 
I6 8 T4 3E 
I7 IO +6 +2 
18 I5 +8 +3 
19 20 +10 +3 
20 25 +12 +4 
21 30 +14 +4 
22 35 +16 +5 
23 40 +18 +6 
24 45 +20 37 
25 50 +20 +8 


The character never needs to spend any slots to speak 
his native language. All characters except for halflings 
and thri-kreen also start play knowing how to speak the 
common tongue as well. Halflings and thri-kreen begin 
play only knowing their native languages. 

Spell Immunity is gained by those with exceptionally 
high Intelligence. Those with the immunity notice some 
inconsistency or inexactness in the illusion or phantasm, 
automatically allowing them a saving throw. All benefits 
are cumulative, thus a character with 20 Intelligence is 


not fooled by Ist- or 2nd-level illusion spells. 
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Wisdom 


Wisdom (Wis) describes a composite of the character's 
enlightenment, judgment, guile, willpower, common 
sense, and intuition. It can affect the character's 
resistance to magical attack. It is the prime requisite 
of priests. Clerics, druids, and templars receive bonus 
spells for high Wisdom. 

Will Bonus applies to saving throws against magical 
spells that attack the mind: beguiling, charm, fear, 
hypnosis, illusions, possession, suggestion, etc. These 
bonuses and penalties are applied automatically. 

Maximum Spell Level lists the highest level of spells 
that can be cast by a priest with this Wisdom. Only 
those of the highest Wisdom can comprehend the mighty 
magic of 8th-, 9th-, and I0th-level spells; these spells 
also require considerable degrees of psionic ability. 

Spell Failure states the percentage chance that any 
particular spell fails when cast. Priests with low Wisdom 
scores run the risk of having their spells fizzle. Roll 
percentile dice every time the priest casts a spell; if the 
number rolled is less than or equal to the listed chance 
for spell failure, the spell is expended with absolutely 
no effect whatsoever. Priests with Wisdom scores of I3 
or higher don’t need to worry about their spells failing. 

Spell Immunity gives extremely wise characters 
protection from certain spells, spell-like abilities, and 
magical items. These immunities are cumulative; a 
character with Wisdom 23 is immune to all spells up 
to and including those listed on the Wisdom 23 row. 


Charisma 


The Charisma (Cha) score measures a character's 
persuasiveness, personal magnetism, and ability to lead. 
It is not a reflection of physical attractiveness, although 
attractiveness certainly plays a role. It is important to all 
characters, but especially to those who must deal with 
NPCs, mercenary hirelings, retainers, and intelligent 
monsters. 

Charisma also dictates the total number of henchmen 
a character can retain and affects the loyalty of 
henchmen, hirelings, and retainers. 

Maximum Henchmen states the number of non- 
player characters who will serve as permanent retainers 
of the player character. It does not affect the number 
of mercenary soldiers, men-at-arms, servitors, or other 
persons in the pay of the character. 


Loyalty Base shows the subtraction from or addition 
to the henchmen’s and other servitors’ loyalty scores (in 
the Dungeon Master’s Guide). This is crucial during 
battles, when morale becomes important. 

Reaction Adjustment indicates the penalty or bonus 
due to the character because of Charisma when dealing 


with non-player characters and intelligent creatures. 


What the Numbers Mean 


Now that you have finished creating the ability scores 
for your character, stop and take a look at them. What 
does all this mean? 

Suppose you decide to name your character “Zang” 
and you rolled the following ability scores for him: 


Strength 8 
Dexterity 14 
Constitution 13 
Intelligence 13 
Wisdom 7 
Charisma 6 


Zang has strengths and weaknesses, but it is up to 
you to interpret what the numbers mean in actual play. 
Here are just two different ways these numbers could 
be interpreted. 

Although Zang is in good health (Con 13), he’s not 
very strong (Str 8). This could be because he’s just 
plain lazy - maybe he never wanted to exercise when 
he was a youth and now it's too late. His low Wisdom 


and Charisma Scores (7, 6) show that he lacks the 


common sense to apply himself properly and projects a 
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slothful, “Tm not going, to bother” attitude (which tends oR ou 
to irritate others). Fortunately, Zang’s natural wit (Int 
13) and physical agility (Dex 14) keep him from being 
a total loss. ] T. lii 

Thus, you might play Zang as an irritating, smart- E M 
alecky twerp forever ducking just out of range of those 
who want to squash him. 

Zang has several good points - he has studied hard 
(Int I3) and practiced his manual skills (Dex I4). 
Unfortunately, his Strength. is low (8) from a lack of 
exercise (all those hours spent reading books). Despite 


that, Zangs health is still good (Con I3) His low af 
Wisdom and Charisma (7, 6) are a result of his lack i 


of contact with people outside the realm of academics. 

Looking at the scores this way, you could play Zang as 
a kindly, naive, and shy professorial type who's a good 
tinkerer, always fiddling with new ideas and inventions. 

Obviously, Zang’s ability scores (often called “stats”) 
are not the greatest in the world. Yet it is possible to 
turn these “disappointing” stats into a character who 
is both interesting and fun to play. Too often players 
become obsessed with “good” stats. These players 
immediately give up on a character if he doesn’t have 
a majority of above-average scores. There are even those 
who feel a character is hopeless if he does not have at 
least one ability of I7 or higher! Needless to say, these 
players would never consider playing a character with an 
ability score of 6 or 7. 

In truth, Zang’s survivability has a lot less to do with 
his ability scores than with your desire to role-play him. 
If you give up on him, of course he won't survive! But 
if you take an interest in the character and role-play 
him well, then even a character with the lowest possible 
scores can present a fun, challenging, and all-around 
exciting time. Does he have a Charisma of 5? Why? 
Maybe he’s got an ugly scar. His table manners could 
be atrocious. He might mean well but always manage 
to say the wrong thing at the wrong time. He could be 
bluntly honest to the point of rudeness, something not 
likely to endear him to most people. His Dexterity is 
a 3? Why? Is he naturally clumsy or blind as a bat? 

Dont give up on a character just because he has a 
low score. Instead, view it as an opportunity to role- 
play, to create a unique and entertaining personality 
in the game. Not only will you have fun creating that 
personality, but other players and the DM will have fun 


reacting to him. 
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thas is a world of many races, from the gith who 
wander the deserts, to the tareks, too stupid to 
know when they have died. Giants terrorise the 
Silt Sea, while belgoi steal grown men in the night. The 


desert belches out the New Races; most never see a 


A 


second generation. Despite the variety of intelligent life, 
only a few races have the numbers to significantly affect 
the politics of the Tablelands. 

Though the races of the Dark Sun campaign setting 
resemble those of other campaign worlds, it is frequently 
in name only. The insular elves roam the Tablelands, 
trusted by no one but their own tribe-mates. Halflings 
are feral creatures, possessed of a taste for human flesh. 
Hairless dwarves work endlessly, their entire perception 
of the world filtered through the lens of a single, all- 
consuming task. Unsleeping thri-kreen, the alien mantis- 
warriors, roam the wastes, always hunting their next 
meal. 
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After you've generated your characters basic ability 
Scores, the next step is to select your character's race; in 
addition to humans, this chapter presents nine different 
options from which to choose. These comprise the most 
commonly encountered civilised races on Athas. 

The races presented in this chapter have different 
abilities, personalities, and societies, but all are similar. 
None deviate too far from humanoid, and their abilities 
are roughly equal and balanced. Other races exist as 
well, but these are not available to starting characters. 

Each race has ability score modifiers that are applied 
after you've generated your ability scores, as described 
in Chapter One. These modifiers can raise an ability 
score above 20 or reduce a score below 5. 

Languages: All races start play knowing how to speak 
the common language and any native tongue, except for 
halflings and thri-kreen, who start with only their native 
tongue. 
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Aarakocra 


Aarakocra are the most commonly encountered bird- 
people of the Tablelands. Some aarakocra are from 
Winter Nest in the White Mountains of the far 
north, while others are from smaller tribes scattered 
all throughout the Ringing Mountains and elsewhere. 
Seldom seen in the cities, these freedom-loving creatures 
rarely leave their homes high in the mountains, but 
sometimes, either as young wanderers or cautious 
adventurers, they venture into the inhabited regions of 
the Tablelands. 

Personality: These bird-people can spend hours riding 
the wind currents of the mountains, soaring in the olive- 
tinged Athasian sky. While travelling, aarakocra prefer 
to fly high above to get a good view all around of their 
location and detect any threats well in advance. When 
they stop to rest, they tend to perch on high peaks or 
tall buildings. 

Enclosed spaces threaten. the aarakocra, who have 
a racial fear of being anywhere they cannot stretch 
their wings. This claustrophobia affects their behaviour. 
Unless it is absolutely necessary, no aarakocra will enter 
a cave or enclosed building, or even a narrow canyon. 

As beings intimately connected to high mountain 
peaks and the open sky, aarakocra have a great love of 
freedom. In some ways, this love is even more intense 
than a similar emotion experienced by elves. 

Physical: Aarakocra stand 6 I/2 to 8 feet tall, with 
a wingspan of about 20 feet. They have black eyes, gray 
beaks and, from a distance, resemble lanky dishevelled 
vultures. Aarakocran plumage ranges from silver-white 
to brown and even pale blue. Male aarakocra weigh 
around I00 pounds, while females average 85 pounds. 

An aarakocra’s beak comprises much of its head and 
can be used in combat. At the centre of their wings, 
aarakocra have three-fingered hands with an opposable 
thumb, and the talons of their feet are just as dexterous. 
While flying, aarakocra can use their feet as hands, 
but while walking, they use their wing-hands to carry 
weapons or equipment. 

Aarakocra have a solid breastbone which provides 
protection from blows, however, most of their bones 
are hollow and brittle and break more easily than 
most humanoids. The aarakocra’s unusual build means 
they have difficulty finding armour, unless it has been 
specifically made for aarakocra. Aarakocra usually live 
between 30 and 40 years. 


Aarakocra defend their 


zealously 
homelands from all intruders. They are distrustful of 
strangers that venture onto their lands, although few 
are those who are able to scale the lofty heights that 
the aarakocra call home. Many of the southern tribes 
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exact tolls on all caravans passing through their lands, 
sometimes kidnapping scouts or lone riders until tribute 
is paid. Tribute can take the form of livestock or shiny 
objects, which aarakocra covet. Some evil tribes may 
attack caravans without provocation. Aarakocra have 
great confidence and pride in their ability to fly, but 
have little empathy for land-bound races. 
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Lands: Most aarakocran communities are nomadic. 
Some prey on caravans, while others build isolated aeries 
high in the mountains. The least xenophobic come from 
Winter Nest, in the White Mountains. Most land- 
bound creatures are suspicious of strange creatures that 
fly over their herds or lands unannounced, and templars 
often have standing orders to attack creatures that fly 
over the city walls without permission. 

Language: Aarakocra speak their own language but 
have no written language, though some of the more 
sophisticated tribes have borrowed alphabets from their 
land-bound neighbours. Regardless of the language 
spoken, aarakocra do not possess lips and therefore 
cannot even approximate the ‘m, ‘b’ or p sounds. They 
have difficulty also with their fs and ‘v's, and tend to 
pronounce these as ‘th’ sounds. 

Aarakocra Society: The civilised tribes of Winter 
Nest form the largest known community of aarakocra in 
the Tablelands. Though their communities are lead by 
a chieftain, the aarakocra have a great love of personal 
freedom. So while the chieftain makes all major decisions 
for the community, unless she consults with the tribal 
elders and builds a strong consensus within the tribe 
first, her decisions may be ignored. 

Air and sun shamans play an important role in 
aarakocra societies. Aarakocra worship the sun because 
it provides them with the thermals they need to soar. 
The air shamans of Winter Nest lead their community 
in daily worship of the air spirits. Aarakocra of Winter 
Nest have a deep respect for nature and little patience 
for those who abuse it. They look after their natural 
resources and punish those who despoil them. 

In more primitive societies, female aarakocra rarely 
travel far from the safety of the nest, and focus solely on 
raising the young, In Winter Nest, both sexes participate 
in all aspects of society, with females more often elected 
by the elders to be chieftains. 

Aarakocra believe that their ability to fly makes 
them superior to all other races. Though they express 
sympathy for people unable to fly, this often comes 
across as condescending. Aarakocra are carnivores, but 
do not eat intelligent prey, considering this type of 
behaviour to be savage. 

Role-playing Suggestions: Loneliness doesn’t bother 
you. You are comfortable riding the thermals high above 
the land. You loathe the heat and stink of the cities, 
and long for cold, clean mountain air. 
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The spectacle and movement of so many beings in 
a city fascinates you, but watching them from above 
satisfies your curiosity. The very thought of being caught 
in a crowd of creatures, pinned so tight that you can’t 
move your own wings, fills you with terror. Your bones 
are fragile and break easily; protect them. 

You are friendly enough with people of other races, 
provided they respect your physical distance and are 
willing to be the ones that approach you. You form 
relationships with individuals but don’t involve yourself 
in the politics of other racial communities - in such 
matters, you prefer to watch from above and to keep 
your opinions to yourself unless asked. 

You prefer to enter buildings through a window rather 
than a door. Your instincts are to keep several hidden 
nests throughout areas you travel regularly: one never 
knows when one might need a high place to rest. Always 
remember your love of heights and claustrophobia. 

In combat, rely on aarakocran skills and tactics 
(particularly the technique of dive-bombing). Take 
advantage of your flying ability to scout out the area 
and keep a bird’s eye view of every situation. View 
the world in three dimensions, not the simple, lateral 
movement of other races. 

The following game statistics apply to the aarakocra 
player character: 

e Ability Adjustments: -I Strength, +2 Dexterity, 

-I Constitution. 

e Movement Rate: 6, Fly 36 (C). 

Size: Medium. 

e Natural Armour: +3 natural Armour Class 
bonus. 

e Claws and Beak: An aarakocra can use his 
talons to attack twice per round for Id3 damage 
and strike with his beak once per round for Id2 
damage. A beak attack suffers a -I penalty to hit. 

e Claustrophobic: When forced to fight in an 


enclosed area (any area where the aarakocra can't 


spread his wings and fly), an aarakocra suffers a 
-2 to all attack rolls. An aarakocra will not enter 
an enclosed building unless absolutely necessary. 

e Dive Attack: If proficient with and using a javelin 
or spear, an aarakocra can make a special dive 
attack that receives a +4 bonus to hit and causes 
double damage. 

e. Fragile Bones: Because aarakocra bones are light 
and fragile, any damage caused by a bludgeoning 
weapon is increased by Id4 points. 
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Dwarf 


Dwarves form a good part of the people encountered in 
the Tablelands. These strong and devoted beings live to 
fulfil their focus, a task they choose to devote their lives 
to. Stubborn and strong-minded, dwarves make good 
companions, even though their usual focused nature can 
be bothersome. 

Personality: Dwarves are not frivolous or carefree 
and are often seen as dour or overly serious. The 
truth is that dwarves prefer to occupy themselves with 
meaningful tasks and often approach these tasks with 
an intensity rarely seen in other races. Às such, dwarves 
make excellent labourers and take great pride in their 
accomplishments. However, their stubbornness can lead 
to difficulties. Dwarves will sometimes fail to listen to 
reason, attempting to accomplish what are impossible 
tasks. 

A dwarf is never happier than when he has a cause to 
work or fight for - a focus. They devote their very beings 
to these tasks, labouring for weeks, years, even decades 
to the exclusion of other endeavours. A dwarf strives 
for the personal fulfilment he achieves upon completing 
a lengthy, difficult task. Dwarves live for their focus. 
Dwarves that die while being unable to complete their 
focus return from the dead as banshees to haunt their 
unfinished work. A dwarf also rarely divulges his focus 
to anyone. 

Physical: The dwarves of the Tablelands stand 4 
I/2 to 5 feet tall, with big muscular limbs and a strong 
build. They weigh on average 200 lbs. Dwarves are 
hairless, and find the very idea of hair repulsive. Lives 
of hard work in the hot sun leave them with a rich tan 
and rugged, calloused hands and feet. Dwarves rarely 
decorate their skin with tattoos. They can live up to 
250 years. 

Relations: A dwarfs relationship with others is often 
a function of his focus. People who help the dwarf 
accomplish his focus or share his goals are treated with 
respect and considered good companions. There is little 
room for compromise, though, with those who disagree 
with the dwarfs focus. If they hinder the dwarf, they are 
considered obstacles that must be removed. 

Community is important to dwarves, and they have a 
very strong racial affinity. They rarely share their history 
with non-dwarves; it can take years for a stranger to 
gain enough trust to be admitted into a dwarven family 


circle. 


Lands: There are three main dwarven settlements in 
the Tablelands: Kled, located near the city-state of Tyr, 
and the twin villages of North and South Ledopolus, 
located in the southwestern edge of the Tablelands. 
Some dwarven communities have developed in the city- 
states and in some small villages, while other dwarves 


have taken up residence with the slave tribes of the 
wastes. 

Language: Athasian dwarves have a long and proud 
oral history. They have an old written language, but this 
is mostly used for writing histories. Dwarves will not 
teach their language to outsiders; they prefer to keep 
that knowledge to themselves. The dwarven language 
is deep and throaty, composed of guttural sounds and 
harsh exclamations. Most non-dwarves get raw throats 
if they try to speak dwarven for more than a few hours. 

Many dwarves claim that they invented writing and 
that the characters of their alphabet were appropriated 
by the templarates of the human cities for their own 
languages. This “theft of sacred script” is a grievance 
that the dwarves have not forgotten and will likely never 
forgive. 
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Dwarf Society: Free dwarves form communities based 
on clans, and are much focused on family. Ties of 
blood are honoured and respected above all others, 
except the focus. Family honour is important to every 
dwarf, because an act that brings praise or shame in one 
generation is passed down to the family members of the 
next generation. There is no concept in the minds of 
dwarves of not following these family ties. 

Dwarven communities are found in many types of 
terrain, from mountains and deserts to near human 
cities. Most communities are small, rarely exceeding 300 
members, and are usually formed of extended families 
linked by a common ancestor. Community leaders are 
called urhnomus (over-leader). Each clan is lead by an 
uhrnius (leader). 

Most free dwarves earn their money through trade. 
Those that stand out in this category are dwarven metal 
smiths and mercenaries. Most Athasians acknowledge 
dwarven-forged metal to be among the best. Some 
dwarves even act as metal scavengers, seeking steel 
scraps wherever they can be found to sell to the smiths. 

Dwarven mercenaries are highly prized because, once 
their loyalty is purchased, it is never changed. Most 
mercenaries choose their employer as a temporary focus, 
fighting for them with unshakeable determination and 
choosing death over defeat. 

Role-playing Suggestions: Remember the intensity of 
your focus. This is the primary, central element of the 
dwarven psyche. A dwarf without a focus is a creature, 
filled with yearning. Breaking or ignoring a focus has 
social, philosophical, and spiritual repercussions. As 
stated before, dwarves who die with an unfulfilled focus 
are said to return as banshees - dwarves live in terror of 
this fate. For someone to stand in the way of your focus 
is an assault on you. There is no greater satisfaction 
than fulfilling a difficult focus. 

Keep a serious, sober attitude nearly always. The 
only time you show your festive side is when you have 
recently fulfilled a focus, during the hours or days until 
you set a new focus. Only during these brief “days of 
fulfilment,” and only to other dwarves and your most 
trusted non-dwarven friends, do you show your full joy 
and sense of humour. But these days are also a time of 
vulnerability, for until you set a new focus you lose all 
of your special focus-related bonuses. For this reason, 
among others, you will likely always be looking for the 
next challenge that you can build your focus around. 
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The following game statistics apply to the dwarf player 

character: 

e Ability Adjustments: +I Strength, -I Dexterity, 
+2 Constitution, -2 Charisma (does not apply to 
other dwarves). 

e Movement Rate: 9 (dwarves are never slowed by 
heavy armour). 

e Size: Small. 

e Infravision: Dwarves can see varying degrees of 
heat in the darkness to a distance of 60’. 

e Dwarven Focus: Dwarves receive a +I on all 
attack rolls and saving throws, +2 on all ability or 
proficiency checks, and +10% on any percentile 
roll relating to the character’s current focus. 

e Dwarven Resilience: Dwarves receive bonuses to 
saving throws against poison, rods, staves, wands, 
and spells, based on their Constitution scores: 


Saving Throw Bonus 


Constitution Score 


4-6 +I 
7-10 are 
II-I4 T3 
15518 +4 
I9-21 +5 
22-24 +6 


The Dwarven Focus 


A dwarfs focus is the central point of his existence. 
Nothing is more rewarding to a dwarf than to 
complete his focus. A focus must take at least a 
week to complete; anything less than that is too 
simple a task to be considered a focus. Dwarves 
receive the bonuses listed above when working to 
complete a focus. The task must be directly related 
to the completion of the focus, however. 

For example, Grelak, protector of his dwarven 
community, makes retrieving a sacred book stolen 
during a raid his focus. After a week of gathering 
clues, he sets out to retrieve the artifact from its 
current possessor, who hides in a trading post two 
weeks away. En route to the outpost, he encounters 
a lirr; while battling this foe, he receives his focus 
bonuses, because he is trying to reach the book. 

Later, Grelak stops in Nibenay for some rest, and 
gets in a brawl. He doesn’t receive any bonuses, 
because he isn’t actively pursuing his focus. 
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Elf 


Athas’ deserts, plains, steppes, and badlands are home 
to the elves, a long-limbed race of trading, raiding, 
thieving sprinters. Running is key to acceptance and 
respect among elves. Elves who are injured and cannot 
run are often left behind to die. 

Personality: Elves are tireless wanderers forged in 
the endless desert, burned dark by the sun, toughened 
by the swirling sand, and given strength and speed 
by the constant wind. There’s no racial unity among 
them. Within a given tribe, all elves are brethren, but 
outsiders - even other elves - are regarded as potential 
enemies. Outsiders can be accepted and perhaps even 
become friends, but trust takes time to develop and is 
often associated with tests and great sacrifice. 

Other races see elves as dishonest and lazy; generally 
a fair assessment. Elves idle around for days until 
compelled to exert themselves, but they can run for days 
without complaint. No self-respecting elf will consent 
to ride an animal. To do so is dishonourable; elven 
custom dictates that individuals keep up or be left 
behind. Elves prefer to lead short, happy lives rather 
than long, boring ones. Seeing the future as a dark, 
deadly place, they prefer to live in “the now,” enjoying 
each fleeting moment. They thrive in open spaces and 
tend to wither in captivity. 

Physical: Elves stand between 6 and 7 feet tall, with 
lean builds, and angular, deeply etched features. Elves 
have no facial hair but the locks atop their heads come 
in shades of lightest blond to darkest black. They dress 
in garb designed to protect them from the elements. 

Relations: Elves tend to keep to their own tribe and 
proven friends unless they have some sort of an angle: 
something to sell or some deception to pass off. Strangers 
are potential enemies waiting to take advantage of them, 
so elves look for every opportunity to win the advantage. 

If an elf believes that a companion might make a 
worthy friend, the elf devises a series of “tests” of trust 
that allow the companion to prove that their friendship 
is “stronger than the bonds of death,” as elves say. Once 
a stranger has gained an elfs trust, he is forever that elf's 
friend. If this trust is ever betrayed, it is gone forever. 

Lands: Elven tribes make a living either through 
herding, raiding, or trading; most tribes have at one 
time or another plied their hand at all three of these 
occupations. A tribes current occupation usually 
determines which lands they currently claim as their own. 
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Elven herders claim grazing lands, where they tend their 
herds of kank, erdlu, and other livestock. Elven raiders 
claim lands crossed by trade routes. Elven traders claim 
no lands, but wander in search of bargains and loose 
purses. Some tribes spend different seasons following 
different pursuits, herding for one season, raiding for 
another, and trading their spoils another. 

Language: Elves of Athas share a common language, 
although each tribe has its own distinct dialect. The 
elven language is filled with short, clipped words, 
runs with a staccato pace, and is difficult to pick up. 
Disdaining the tedious languages of other races, most 
elves condescend to learn the common tongue for trade. 
Elves that learn other tongues often hide their ability. 

Elf Society: Elves have a tribal unity that does not 
extend beyond their own tribe. Elves from other tribes 
are considered potential enemies as much as any other 
creature. Within a tribe all elves are considered equal, 
with one exception - the chief. The chieftain of an 
elf tribe rules for life and makes all major decisions 
concerning the tribe. The method of choosing the chief 
varies from tribe to tribe, with some tribes electing 
the individual who demonstrates the most qualities of 
leadership, while the leadership in other elven tribes is 
a hereditary position. 

When in the company of outsiders, elves create 
tests of trust and friendship for their companions. This 
continues until the companions fail a test, in which case 
they will never earn the elfs trust, or they succeed in 
passing enough tests to convince the elf to accept them. 

Elven culture is rich, with elf song and dance being 
the most captivating in the Tablelands. They have 
turned celebrating into an art form. When a hunt goes 
well, a tribe showers the hunt master with praise. When 
a hunt goes poorly, the hunt master will find himself 
the target of ribald mockery. To elves, this is part of the 
tapestry of tribal expression. To celebrate a marriage, 
elves dance to the tales of long-remembered lovers. The 
depths of expression are so intense that elves believe 
that they are truly reliving the events in question. 

Despite their reputation as lazy, shiftless liars, elves 
do work. Though most elves provide for themselves and 
their tribe through herding, all elves have a propensity 
for raiding. Others become merchants and some become 
thieves. In many cases, others find it difficult to see the 
distinction. Though they detest hard labour, elves will 
spend hours negotiating with potential customers. 
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Role-playing Suggestions: In combat, rely on elven 
combat skills (distance, bows, and fighting by the light 
of the moons and stars). In other situations, trust to your 
non-combat skills and philosophies (running, escape 
from entangling situations). Never cede an advantage to 
your adversary, in combat or otherwise. Keep the ground 
shifting and always be the one to move first. 

Never ride on beasts of burden. Run everywhere you 
travel, even when running might prove slower or others 
in your party take animal or magical transportation. 

When someone professes to be your friend, dismiss 
them at first and then later, offer them a test of trust. 
Don’t tell them that it is a test, of course. Ask them 
to give you one of their prize possessions, for example, 
or leave your own valuables out and see if they take 
advantage of you. Pretend to sleep, and find out 
what they say about you when they think you are not 
listening. Some elves go as far as to allow themselves to 
be captured by enemies to see if the presumed friend 
will rescue them! 

Remember the music that lies within the elven soul. 
Elves love song and dance and you naturally celebrate 
your victories in this fashion. Tragedies and defeats are 
likewise immortalised in song The more painful the 
experience, the more beautiful the song. 

Live in the now. As the elven saying goes, eat now 
and pay later. Do not spend overlong on contemplation. 
Plans that cannot be brought to fruition before the sun 
rises are not worth considering. Life is short and death 
comes without warning, so live each moment as if it 
were your last. It might well be. 


The following game statistics apply to the elf player 
character: 

e Ability Adjustments: +2 Dexterity, -2 
Constitution, +I Intelligence, -I Wisdom. 

e Movement Rate: I2 (elves receive a bonus to 
their movement for high Dexterity - see below). 

e Size: Medium. 

e Infravision: Elves can see varying degrees of heat 
in the darkness to a distance of 60’. 

e Tribal Weapons: Elves receive a +I bonus to 
attack rolls with tribal long swords and long bows. 

e Desert-Born: Elves take 
damage from extreme temperatures. 

e. Elf Run: To engage in the elf run, an elf adds 


his Constitution score to his movement points 


never Constitution 


for overland travel to determine the distance he 
can cover in one day before fatigue sets in. If the 
elf wants to run for more than one day, he must 
concentrate for one turn and make a Constitution 
check. Success means he can run for another day 
until fatigue sets in. For every 3 points below 
his Constitution on the check, he can run for 
an additional day, to à maximum of seven days. 
Once fatigue sets in, he suffers a cumulative -I 
on all attack rolls for each day he still runs. 

e Elven Stealth: In the desert, when elves approach 
non-elves, the opponents suffer a -4 surprise 
penalty. Mixed parties cannot gain this advantage. 

e Elven Swiftness: Elves with high Dexterity receive 
a bonus to their movement rate: 


Dex: I2-I314-I5 I6 I7 I8 I9 20 2I 22 
Move: +I +2 +3 +4 +5 +6 +7 +48 «249 
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Half-Elf 


The elves of Athas may have an instinctive distrust of 
outsiders, but they must still deal with them from time 
to time. As so often happens in the wilds and in the 
cities, sometimes the two find common ground. In the 
case of humans, whether through shared passions or less 
fortunate circumstance, children of mixed heritage are 
born into the world: the half-elves. 

Personality: Halfelves are notorious loners. Many 
Athasians believe that half-elves combine the worst 
traits of both races, but the most difficult aspect of half- 
elves - their lack of self-confidence - comes not from 
their mixed origins but rather from a life of rejection 
from both parent races. Halfelves try in vain to gain 
the respect of humans or elves. This constant quest for 
meaning defines the half-elf. 

Many half-elves learn at an early age to get along 
with everyone, defusing hostility and finding common 
ground. As a race, they have elven grace without the 
elven tribal insularity and human energy without the 
human need to dominate and control. They often make 
excellent ambassadors and go-betweens (except between 
elves and humans, since each side suspects the half-elf 
of favouring the other). 

Half-elves know that character is often less a product 
of race than of life experience. As such, they are often 
open to friendships and alliances with other races, and 
less likely than most to rely on first impressions when 
forming opinions of new acquaintances. 

Physical: To humans, half-elves look like elves, and to 
elves, they look human. Averaging over six feet tall, half- 
elves combine elven dexterity with human resilience. 
Bulkier than elves and not as lean as the desert runners, 
most half-elves find it easier to pass themselves off as full 
humans than as full elves, but all have some features 
that hint at their elven heritage. 

Half-elf men can have facial hair and sometimes 
grow beards to mask their elven ancestry. Half-elven 
colouration and features lie somewhere between their 
human and elf parents, and thus show a variety even 
more pronounced than that found among either race. 

Relations: Elves have no tolerance for mixed children. 
Elven tradition demands that children born from the 
union of elf and human be left for lirrs and other 
predators, and some tribes even drive out mothers of 
such children. A halfelf born in a city has a greater 


chance to survive; still, life is not easy for half-elves. 
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Half-elves sometimes find friendship among muls or 
even thri-kreen and cooperate with companions when 
necessary, but find it difficult to rely on anyone. Many 
turn to the animal world for company, training creatures 
to be servants and friends. The survival skills and animal 
affinity that half-elves developed to cope with isolation 
make them valuable beast handlers in human society. 

Lands: Despite their unique nature, half-elves don’t 
form communities. The few half-elves that settle down 
tend to live among humans who, unlike elves, at least 
find a use for them. Half-elves have no lands of their 
own, though they are welcome in human cities. They 
are less welcome in elven tribes, where they struggle to 
keep up with natural elven speed. 

Some halfelves avoid company altogether, visiting 
civilisation only rarely. Others, in contrast, throw 
themselves into the thick of society, putting their 
charisma and social skills to use in diplomatic roles or 
as swindlers. 

Language: Half-elves learn the languages of whatever 
community they grew up in, which usually includes the 
common tongue. It is not unusual for half-elves to be 
unable to speak elven, especially if they were cast out 
from their parent's tribe. 
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Half-Elf Society: Unlike other races, half-elves do not 


consider themselves a separate race, and, with very few 
exceptions, do not try to form half-elven communities. 
A half-elfs life is typically harder than either a human’s 
or an elfs. It is difficult for half-elves to find acceptance 
within either elven or human society. Many half-elves 
choose the life of a loner or an exile over the inevitable 
rejection that comes with trying to fit in. 

Half-elves are forced to develop a high level of self- 
reliance. Most half-elves take great pride in their self- 
reliance, but this pride often makes halfelves seem 
aloof to others. For many half-elves, the detachment 
is a defensive mechanism to deal with a desire for 
acceptance from either human or elven society that will 
likely never come. 

Role-playing Suggestions: Desperate for the approval 
of either elves or humans, you are even more desperate 
to appear independent, to cover your desire for approval. 
As a result, you tend towards a sullen self-reliance, 
refusing favours. You take every opportunity to show 
off your skills in front of elves and humans, but if an 
elf or a human were to actually praise you, you would 
probably react awkwardly. From your childhood, your 
closest friendships have been with animals. Other half- 
elves do not interest you. 


As time goes by and you learn from experience, you 
will find you can also get along with other races that 
are neither human nor elven. You don't feel the terrible 
need for their approval, and yet they give it more readily. 

The following game statistics apply to the halfelf 
player character: 

e Ability Adjustments: +I 

Constitution. 

e Movement Rate: 12. 

e Size: Medium. 

e = Infravision: Half-elves can see varying degrees of 

heat in the darkness to a distance of 60’. 

e Survival Expert: The half-elf receives the survival 

non-weapon proficiency for free at 3rd level. 

e Animal Companion: At 5th level, a half-elf can 

befriend any one animal native to the half-elf’s 


Dexterity, -I 


survival terrain type, of Medium or smaller size. 
The half-elf must find the creature while it is young 
and spend a week training it. After that time, the 
creature follows the half-elf everywhere and obeys 
simple commands. A half-elf can only befriend 


one creature at a time, and must wait 100 days 
after the death of one befriended creature before 


training another. Choice of a half-elf's befriended 


creature is subject to DM approval. 


Half-Giant 


Legend has it that, in some lost millennium, a sorcerer- 
queen used wizardry to beget a union of giant and 
human in order to create a race of powerful slaves, as 
a bizarre experiment, or perhaps as some sort of curse. 
Whatever the truth of this legend, the half-giant race 
has increased in number and is now fairly common, 
especially in human-controlled lands near the shore of 
the Sea of Silt. Half-giants gain great strength, but dull 
wits, from their giant heritage, and are nearly as agile as 
their human forebears. 

Personality: Because of their artificial origins, there 
is no half-giant culture, tradition, or homeland. Instead, 
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they live in the human cities or in the wilderness tribes, 
absorbing the culture of those around them. Half-giants 
readily imitate the customs of their neighbours. Half- 
giants often display curiosity, a willingness to learn, and 
a tendency towards kindness. 

Physical: Physically, the half-giant is enormous, 
standing about II I/2 feet tall and weighing around 
1,200 pounds. Halfgiants have thick hair, which is 
often kept braided (especially among females) or in a 
single tail that hangs behind the head and down the 
back. They dress in garb suitable to their occupation 
or environment. Half-giants mature at about 24 years of 
age and can live about I70 years. 

Their immense size sets them apart from the other 
races of the Tablelands. For half-giants, questions such 
as “can | fit through the door?” are real concerns. 

Relations: Half-giants tend to be friendly and eager to 
please, adopting the lifestyles, skills, and values of those 
they admire. A half-giant character who encounters a 
new situation looks around him to see what other people 
are doing. He then models his behaviour on those who 
impress him. 

Although famous for their slow wits, half-giants are 
not fools when it comes to understanding how others 
see them. Most half-giants learn from a young age that 
smarter folk will often try to take advantage of them, 
pretending friendship in order to benefit from the half- 
giants great size or strength. Half-giants have learned 
to be wary of those who go to great lengths to win their 
approval, and do not forget those who abuse their trust. 

Lands: Half-giants are most often found in the 
city-states, serving as gladiators, labourers, soldiers, 
and guards. A few halfgiants collect into wilderness 
communities, often adopting the culture and customs 
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of neighbouring beings. The rare half-giant community 
often attaches itself to a charismatic or successful leader 
(not necessarily a half-giant) who demonstrates the 
tendencies they admire. 

Language: All half-giants speak the common speech 
of slaves. Whatever tongue she speaks, the half-giant's 
voice is pitched so low as to occasionally be difficult to 
understand. 

Half-Giant Society: Half-giants seem to be a fairly 
young race, perhaps only a few tens of centuries 
old. There is no common half-giant culture. Having 
insufficient history and overall intelligence to have their 
own culture, halfgiants readily adopt the cultures of 
other creatures they admire or associate with. Half- 
giants are very imitative creatures, eager to fit into new 
situations as they present themselves. 

Half-giants sometimes collect into communities of their 
own, though they most often adopt the customs of others 
nearby. When near an elven nation, for instance, half- 
giants will form their own hunting and raiding parties, 
adopting the ways of the elven marauders. In most 
instances, imitative half-giant communities will compete 
directly with the race that they are likening themselves 
to. It is their great size and combat prowess that keeps 
their competitors at a safe distance. 

Unlike some other bastard races, half-giants can 
reproduce. A single offspring is produced from half-giant 
unions after almost a year of pregnancy. 

Half-giants tend to damage objects and buildings 
around them through accidents of size alone. Some 
considerate half-giants camp outside city walls to avoid 
causing too much damage, but the draw of a city’s 
culture and the below-average intellect of most half- 
giants limits the number of half-giants who do so. 

Role-playing Suggestions: Always remember how 
much bigger you are than everyone else. Take advantage 
of your height in combat but remember the disadvantages. 
Between your size and your lesser wits (even if you are a 
relatively intelligent half-giant, people will assume you to 
be dull), you find yourself an object of comic relief. You 
are used to being teased and endure more witty remarks 
than most people, but when you have been pushed too 
far your personality can suddenly shift, and you can 
unleash astonishing violence on your tormentors and 
any who stand in your way. Less frequently, these shifts 
happen without provocation - you just wake up with a 
different ethos and altered disposition. 
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Remember you are influenced by powerful personalities, 
and can shift your personality. You tend to imitate the 
tactics, clothes and demeanour of your “little master”. 

You can switch your attitudes very quickly, taking 
on new values to fit new situations. A half-giant whose 
peaceful farming life is disrupted by marauders may 
soon adopt the morals of the very renegades who sacked 
his village. A half-giant character who is presented with 
a new situation should examine the roles of the people 
there, determine where he might best fit in, and then 
start performing the tasks necessary. 

This is not to say that you are strictly bound to perform 
as those you see around you, nor are you restricted 
from moving on. If the situation is not beneficial or 
if you would not perform well (living in the trees like 
the halflings, for instance), you won't imitate it. Also, 
you are not bound to a piece of work or a lifestyle 
the way other races are - you seldom have regrets or 
reminiscences about what has gone before. You simply 
arent as emotionally attached to your life or works. 

The following game statistics apply to the half-giant 
player character: 


e Ability Adjustments: +4 Strength, +2 
Constitution, -2 Intelligence, -2 Wisdom, -2 
Charisma. 


e Movement Rate: I5. 

e Size: Large. 

e Brutish Health: Half-giants double their Hit 
Dice rolls no matter what their character class. 
Add any bonus for a high Constitution score 
after doubling the roll of the die. 

e Axis Alignment: One aspect of a half-giant’s 
alignment is fixed and chosen during character 
creation. The other half must be chosen when 
they awaken each morning. They are only bound 
to that alignment until they sleep again. 

e Enormous Pants: All personal items such as 
clothes, armour, weapons, food, etc. cost double for 
half-giant characters. Other considerations, such 
as transportation or lodging, are also considerably 
more expensive when they are available at all. In 
areas not dominated by half-giants, things such 
as buildings, furniture, wagons, boats, etc. aren't 
made to support their weight. Even in cities, they 
tend to camp outside to avoid destroying things. 

e Increased Water: Half-giants require four gallons 
of water per day when active. 
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Halfling 


Beyond the Ringing Mountains are jungles that flourish 
in rains that never reach the Tablelands or the Sea 
of Silt. There, life is abundant, the foliage thick and 
untamed. The undisputed rulers of these jungles are 
the halflings. They are small, quick, and agile creatures 
steeped in an ancient and rich culture that goes back 
far into Athas’ past. Although they are not common in 
the Tablelands, some halflings leave their homes in the 
forests to adventure under the dark sun. As carnivores, 
halflings prefer to eat flesh raw. 

Personality: Halflings are culturally insular and can 
often have difficulty understanding others’ customs or 
points of view. Àn innate curiosity, however, helps some 
halflings overcome their xenophobia. Little concerned 
with material wealth, halflings are more concerned with 
how their actions will affect other halflings and the 
natural world around them. 

Physical: Halflings are very short, standing no more 
than 3 I/2 feet in height. They are muscled and 
proportioned like humans, but they have the faces of 
wise and beautiful children. Halflings live to be as 
much as 120 years old but, once they reach adulthood, 
their features never succumb to their years, so it's very 
difficult for an outsider to determine a given halfling’s 
age. A halfling weighs 50 to 60 pounds and is virtually 
always in peak physical condition. 

Halflings dress in loincloths, sometimes with a shirt or 
vest, and paint their skins with bright reds and greens. 
Forest halflings rarely tend to their hair, and some let it 
grow to great lengths, though it can be unkempt. 

Relations: Halflings’ culture dominates their relations 
with others. They relate very well to each other, since 
they all have the same cultural traits and are able 
to understand each other. Halflings of different tribes 
still share a tradition of song, art, and poetry, which 
serves as a basis of communication. Creatures that 
do not know these cultural expressions are often at a 
loss to understand the halfling’s expressions, analogies, 
and allusions to well-known halfling stories. Halflings 
can easily become frustrated with such “uncultured” 
creatures. They abhor slavery and most halflings will 
starve themselves rather than accept slavery. 

Lands: Halflings villages are rare in the Tablelands. 
Most live in tribes or clans in the Forest Ridge. Many 
dwell in treetop villages. Non-halflings typically only see 
these villages from within a halfling cooking pot. 


Language: Halflings rarely teach others their language, 
but some individuals of the Tablelands have learned 
the wild speech. Halflings found in the Tablelands may 
learn to speak common. 

Halfling Society: Most halflings have a common 
outlook on life that results in considerable unity across 
tribal and regional ties. Rarely will one halfling draw the 
blood of another, even during extreme disagreements. 
Only renegade halflings do not share this racial unity, 
and are cast out of their tribes because of it. 

Halfling society is difficult for other races to understand, 
as concepts such as conquest and plundering have no 
place. The most important value in halfling society is 
the ability of the inner self as it harmonises with the 
environment and the rest of the halfling race. 

Halflings are extremely conscious of their environment. 
They are sickened by the ruined landscape of the Tyr 
region and desperately try to avoid having similar 
devastation occur to their homelands in the Forest 
Ridge. Most halflings believe that care must be taken 
to understand and respect nature and what it means to 
all life on Athas. 

Halfling culture is expressed richly through art and 
song. Storytelling in which oral history is passed on 
to the next generation is an important part of each 
halfling community. Halflings rely on this shared culture 
to express abstract thoughts and complicated concepts. 
This causes frustration when dealing with non-halflings. 

Typically, halflings assume that whomever they are 
talking to has the same cultural background to draw 
upon and find it difficult to compensate for a listener 
who is not intimately familiar with the halfling history 
and “lacks culture”. 

Halfling culture is fabulously diverse, but difficult for 
other races to comprehend. A complete history of their 
culture, if such a thing existed, would speak volume upon 
volume of complex social change, inspirational clerical 
leaders, and in-depth personal studies of the halfling 
and his duty to his jungle home. Conspicuous in their 
absence would be references to great wars of conquest or 
tremendous monetary wealth - the yardsticks by which 
other races measure cultural success. Halfling culture 
cares for the individual’s inward being, his identity, and 
spiritual unity with his race and environment. Their 
culture does not provide for more traditional values, 
and vices such as greed and avarice are particularly 
discouraged 
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Oddly, the richness of the land may be disturbed and 
examined, even used for a halfling’s own gain. However, 
those riches belong to the land and, in the mind of 
the halfling, should never be moved away. For instance, 
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nature intended a spring to bring water only to a certain 
area. To move the water through irrigation to some 
other area is not what nature had in mind. Similarly, 
an archaeological find in the jungle that yields a great 
pile of gold and metals is an event that shouldn’t be 
tampered with - the gold might be used to raise a 
spectacular series of clerical buildings on the spot, but 
it should not be carted off to some other location. 

Role-playing Suggestions: You are comfortable when 
with your own kind. While not afraid to adventure 
among other races, you have a hard time adjusting to 
other points of view. You tend to be curious and, at 
times, utterly confused by the behaviour of others. To 
quell your own confusion, your curiosity demands you 
attempt to learn many of the customs of those you meet. 

While other races may think less of you because of 
your small size, you honestly see great bulk as a drawback 
and are prepared to respond to “short” comments with 
your views on the virtue of stealth, speed, etc. 

You will never cross or lie to your own kind and will 


help other halflings in need, regardless of danger. 
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The following game statistics apply to the halfling 
player character: 
e Ability Adjustments: -2 Strength, +2 Dexterity, 
-I Constitution, +2 Wisdom, -I Charisma. 
e Movement Rate: 6. 
Size: Small. 
e Expert Aim: Halflings receive +I to hit with all 
missile weapons. 
e Reduced Water: Halflings require only 1/2 
gallon of water per day when active. 
e Stealthy: When halflings sneak up on non- 
halflings, their opponents suffer a -4 penalty on 


surprise rolls. 

e Halfling Resilience: Halflings receive bonuses to 
saving throws against poison, rods, staves, wands, 
and spells, based on their Constitution score: 


Saving Throw Bonus 


Constitution Score 


4-6 +I 
7-10 are 
II-I4 T3 
15-18 +4 
19-21 +5 
22-24 +6 
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Human 


While not the strongest race, nor the quickest, humans 
dominate the Tablelands. Humans can be found at all 
levels of Athasian society. From the highest sorcerer- 
king to the lowest slave toiling in the obsidian mines of 
Urik, humans are everywhere. On average, they aren't as 
strong as some of the other prominent races, but what 
they lack in strength, they more than make up for with 
cunning, persistence, and adaptability. 

Personality: More than other races, human personality 
is shaped by their social caste and background. Humans 
tend to be impulsive and driven toward great daring, 
especially when the lure of adventure permeates their 
souls. This reflects itself in different ways, depending 
on the individual’s place in society. Human slaves are 
troublesome and prone to escape, human templars 
ambitious and greedy, human nobles filled with a sense 
of their own importance, and human traders willing to 
take risks that other races would shy away from. 

Physical: Human males average 6 feet tall and 200 
lbs, while smaller females average 5 I/2 feet and I40 
pounds. On Athas, centuries of abusive magic have 
not only scarred the landscape n they've twisted the 
essence of human appearance, as well. Many Athasian 
humans look normal, and could pass unnoticed among 
humans of other worlds. Others, however, have marked 
alterations to their appearance. Their facial features 
might be slightly bizarre: a large chin or nose, pointed 
ears, no facial hair, etc. Their colouration might be 
subtly different, such as coppery, golden brown, hues 
of gray, or patchy skin. The differences may be more 
physical, such as webbed toes or fingers, longer or shorter 
limbs, etc. A player with a human character should be 
given broad latitude in making up these alterations to 
his form, if he so wishes. Ultimately, none of them will 
give him any benefit nor any hindrance to game play - 
his appearance is strictly a role-playing asset. 

Relations: Humans are generally tolerant of other 
races. They can easily adapt to situations involving elves 
or dwarves, and even more exotic races such as half 
giants and thri-kreen. Where other, less tolerant races 
come into contact with one another, humans often serve 
as diplomatic buffers. 

Lands: Humans can be found anywhere, from the 
great city-states to the barren wastes. Those who call the 
wastes home are usually members of nomadic, slave, or 
raiding tribes, or the inhabitants of remote villages. 
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Language: Most humans speak the common tongue 


of slaves. Nobles and artisans within a given city-state 
usually speak the city language, but slaves typically only 
speak common. Within the merchant families - most of 
which are ruled by humans - members also speak the 
dynasty's secret tongue and guard its truths jealously. 
Human Society: More humans live in the city- 
states than they do anywhere else. Although humans 
are resilient and adaptable, the city-states offer shelter, 
water, and food - commodities that are rare outside 
their walls. From Tyr to Draj, humans are the dominant 
people, dwarfing other populations in the city-states. 
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They are the most likely to be free citizens, merchants, 
nobles, slaveholders, and landowners; most templars are 
human as well. Outside the city-states, human numbers 
fall off, eclipsed by the other peoples of the deserts, but 
even in the wastes humans are common. They seem 
able to scratch out a living no matter where they reside. 

Role-playing Suggestions: You are the dominant 
race on Athas and you know it. But, at the same time, 
you are bereft of a past, flooded with propaganda and 
prohibited from keeping written histories by the sorcerer- 
kings. Many humans chafe against tyranny's chains but 
hold their tongues, seeing no reason to jeopardise the 
shelter, water, and food they receive in return for their 
loyalty. Decide how you will respond to this situation. 

The following game statistics apply to the human 
player character: 

e Ability Adjustments: +I to any one ability. 

e Movement Rate: I2. 

e Size: Medium. 

e Background Traits: Humans receive two 

background traits from the following list. These 


traits should reflect the human’s origins or culture. 


Human Background Traits 


Arcane Affinity: Targets of your spells suffer a -I 
penalty to their saving throws. 

Arcane Heritage: Magic is in your blood. Select one 
saving throw category and apply a +I bonus to it 

Alien Mind: Your thoughts are strange and 
unpredictable. You have 10% magic resistance against 
all spells that attempt to read your mind. 

Aptitude: Choose one ability score. Whenever you 
make an ability check with this score, roll two dice and 
pick the best result. 

Artisan: You receive a +2 bonus on all craft non- 
weapon proficiency checks. 

Bareback Rider: You suffer no penalties when riding 
bareback. You can guide your mount with your knees, 
keeping both hands free. You gain a +I bonus to hit 
when using a ranged weapon while riding bareback. 

Bullheaded: You receive a +I bonus on saving 
throws against mind-affecting effects and a +2 bonus 
on intimidation non-weapon proficiency checks. 

Child of the Ringing Mountains: You suffer no 
movement penalty in mountains or forest. 

Cold Resistance: You receive a +I bonus on saving 
throws against cold-based effects. 
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Combat Training: You gain a bonus weapon 
proficiency. 

Commander: Your hirelings and henchmen gain +2 
to morale. 

Cosmopolitan: Select a race other than human. All 
members of that race are automatically Friendly towards 
you when you first encounter them. 

Desert-Born: You are immune to damage from heat 
stroke and exposure to the cold. 

Elfblood: You gain 30’ infravision. 

Expert Rider: Choose a mount type. Gain +2 on 
all non-weapon proficiency checks relating to riding this 
mount type. All such mounts are Friendly towards you. 

Faithful: You may use your Will Bonus instead of 
your Stamina Bonus to determine your bonus hit points. 

Foe Hunter: Select one race and receive a +I bonus 
on damage against them. 

Heat Resistance: You receive a +I bonus on saving 
throws against heat and fire-based effects. 

Lucky: Reroll one failed saving throw per day. 

Mental Fortitude: You may use your Insight Bonus 
instead of your Stamina Bonus to determine bonus hit 
points. 

Mercantile Expertise: Make a successful Charisma 
check to buy equipment at a 10% discount. You can 
help others get this discount. When selling, a successful 
Charisma check grants you 10% more in the sale. 

Pathfinder: You are skilled at navigation and never 
become lost when travelling in the wilderness. 

Raider: You gain a +I bonus on saves vs. fear and 
a +2 on observation non-weapon proficiency checks. 

Reduced Water: You need half as much water each 
day as normal. 

Rustic Charm: All urban folk start out as Friendly, 
You receive a +2 bonus on all reaction checks. 

Self-Sufficient: You gain a +2 bonus to survival non- 
weapon proficiency checks made in one type of terrain. 

Silt Diver: You can hold your breath for half your 
Constitution score in rounds. 

Skilled: You gain a bonus non-weapon proficiency. 

Spirit Sight: You can see incorporeal or ethereal 
creatures on a successful Wisdom check. 

Tough: You gain +I hp per level. 

Well-Trained: You 
initiative checks. 

Worldly Charm: You receive a +2 reaction bonus 
when meeting new people and a +I bonus to etiquette 


receive a -I bonus on all 


non-weapon proficiency checks. 
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Mul 


Born from the unlikely parentage of dwarves and humans, 
muls combine the height and adaptable nature of 
humans with the musculature and resilience of dwarves. 
Muls enjoy traits that are uniquely their own, such 
as their robust metabolism and almost inexhaustible 
capacity for work. 

The hybrid has disadvantages as well: sterility, and the 
social repercussions of being created for a life of slavery. 
Humans and dwarves are not typically attracted to each 
other. The only reason that muls are so common in the 
Tablelands is because of their value as labourers and 
gladiators: slave-sellers force-breed humans and dwarves 
for profit. While mul-breeding practices are exorbitantly 
lucrative, they are often lethal to mother and baby. 
Conception is difficult and impractical, often taking 
months to achieve. Even once conceived, the mul takes 
twelve months to carry to term; fatalities during this 
period are high. As likely as not, anxious overseers cut 
muls from the dying bodies of their mothers. 

Personality: Muls are hard, driven, pragmatic folk 
with little remorse or sympathy in their hearts. Many 
grow up under the lash, having been taken from their 
parents while very young and subjected to brutal training 
for the arena or grinding toil in fields or quarries. 
Consequently, muls have a hard time offering friendship 
and trust to anyone. More than a few muls, scarred 
by the hardships of their upbringing, spend their days 
as bitter, violent misanthropes. Others are suspicious, 
grasping mercenaries who have learned never to lift a 
finger on behalf of another person without establishing 
what they will gain from providing aid. 

Despite their tendency to be sullen or self-centred, 
muls can learn to work alongside others. Growing up in 
the slave pits and the underclass of society taught them 
how to forge alliances and understandings; their survival 
demanded nothing less. 

All gladiators who perform well in the arenas receive 
some degree of pampered treatment, but muls receive 
more pampering than others. Some mul gladiators even 
see slavery as an acceptable part of their lives. However, 
those who acquire a taste of freedom will fight for it. 
Stoic and dull to pain, muls are not easily intimidated 
by the lash. Masters are loath to slay or maim a mul 
who tries repeatedly to escape, although those who help 
the mul’s escape will be tormented in order to punish 
the mul without damaging valuable property. 


Once a mul escapes or earns his freedom, slavery 


remains a dominant part of his life. Most muls are 
heavily marked with tattoos that mark their ownership, 
history, capabilities, and disciplinary measures. Even 
untattooed muls are marked as a potential windfall 
for slavers: it is clearly cheaper to "retrieve" a mul 
who slavers can claim had run away than to start from 
scratch in the breeding pits. 

Physical: Second only to the half-giant, the mul is 
the strongest of the common humanoid races of the 
Tablelands. Muls grow as high as seven feet, weighing 
upwards of 250 pounds. Muscular and fit, muls resemble 
powerfully built humans. Although one might expect 
muls to average somewhere between dwarf and human 
stature, they are taller than most humans. 

Male muls have truly heroic proportions - broad 
shoulders, narrow waists, powerful thighs, and thick 
arms. Females, while not as heavily muscled, are tall, 
strong, and athletic. 

Many muls of both genders are hairless, although 
some grow topknots of dark hair. Their faces hint at 
their dwarven ancestry, with strong, stern features and 
small, swept-back ears that come to subtle points. 
Mul skin and eye colours are as varied as they are 
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in humans, but many muls have a copper or deeply 
bronzed complexion, and a few have eyes of a startling 
honey-gold or green-gold colour. 

Muls have little collective racial identity and adopt 
the dress and fashion of their homes. However, they are 
fond of tattoos and favour simple geometric patterns 
rather than depictions of creatures or objects. In this 
way, they honour their dwarven heritage with designs 
reminiscent of dwarven motifs. 

Relations: Most mul labourers master the conventions 
of slave life, figuring out through painful experience 
who can be trusted and who cannot. Muls learn from 
their mistakes in the slave pits to a greater extent than 
other races not because they are cleverer, but because 
- unlike slaves of other races - they tend to survive 
their mistakes, while other slave races are less expensive 
and therefore disposable. Only the most foolish and 
disobedient mul would be killed. Most masters will sell 
a problem mul slave rather than kill him. Their mastery 
of the rules of slave life and their boundless capacity for 
hard work allows them to gain favour with their masters 
and reputation among their fellow slaves. 

Lands: As a collective group, muls have no lands to call 
their own. Occasionally, escaped muls band together as 
outlaws and fugitives, because of their common ex-slave 
backgrounds, and because their mul metabolism makes 
it easier for them to survive as fugitives while other races 
cannot keep up. Almost without exception, muls are 
born in the slave pits of the merchants and nobles of 
the city-states. Most are set to work as labourers, some 
as gladiators, and fewer yet as soldier-slaves. Very few 
earn their freedom; a greater number escape to freedom 
among the tribes of ex-slaves that inhabit the wastes. 

Language: Muls speak the common tongue of slaves, 
but those favoured muls that stay in one city long 
enough before being sold to the next sometimes pick up 
the city language. Because of their tireless metabolism, 
muls have the capacity to integrate with peoples that 
other races could not dream of living with, such as elves 
and thri-kreen. Despite their dwarven heritage, few muls 
learn that tongue, finding memories of their parentage 
uncomfortable at best. 

Mul Society: Muls have no racial history or a separate 
culture. They are sterile and cannot reproduce, preventing 
them from forming family groups and clans. The vast 
majority of muls are born in slavery, through breeding 
programmes. Often, the parents resent their roles in the 
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breeding programme and shun the child, leaving the 

mul to a lonely, hard existence. The taskmaster's whip 

takes the place of a family. For these reasons, many 
muls never seek friends or companionship, and often 
have rough personalities with violent tendencies. 

The mul slave trade is very profitable, and thus the 
breeding programmes continue. As a slave, a mul has his 
profession selected for him and is given extensive training 
as he grows. Mul gladiators are often very successful and 
win a lot of money for their owners. Highly successful 
gladiators are looked after by their owners, receiving a 
large retinue of other slaves to tend to their whims and 
needs. This has lead to the expression “pampered like a 
mul” being used often by the common folk. 

Role-playing Suggestions: Born to the slave pens, 
you never knew love or affection; the taskmaster's whip 
took the place of loving parents. As far as you have 
seen, all of life’s problems that can be solved are solved 
by sheer brute force. You know to bow to force when 
you see it, especially the veiled force of wealth and 
privilege. The noble and templar may not look strong, 
but they can kill a man with a word. You are capable 
of affection, trust, and friendship, but camaraderie is 
easier for you to understand and express - warriors slap 
each other on the shoulder after a victory, or give their 
lives for each other in battle. You don't think of that 
sort of event as "friendship" - it just happens. 

The following game statistics apply to the mul player 
character: 

e Ability Adjustments: +2 Strength, 

Constitution, -I Intelligence, -2 Charisma. 

e Movement Rate: I2. 

Size: Medium. 

e Mul Exertion: Muls can work for great lengths of 
time, depending on the type of labour. Regardless 
of the type of exertion, eight hours of sleep will 
let a mul become fully rested, ready to begin work 
again. 


+I 


Time Before Rest 
24 + Con hours 


Type of Exertion 

Heavy labour (stone construction, 
quarry work, running) 

Medium labour (light construction, 


Beg I E 36 + Con hours 
muning, jogging) 


Light labour (combat training, eS Con ee 
walking encumbered) 

Normal activity (walking, Con de 
conversation) card 


Pterran 


Pterrans are a reptilian race. Civilised pterrans are 
rarely seen in the Tablelands. They live their lives in 
the Hinterlands that lie beyond the Ringing Mountains, 
seldom leaving the safety of their villages. Other pterrans 
are native to the Tablelands, where they dwell in savage 
tribes. Less civilised than their Hinterland cousins, they 
are known as raiders and hunters and seldom mingle 
with the folk of the Seven Cities. Over time, civilised 
pterrans have made their way from Hinterland to 
Tableland and more now venture outside their homes, 
coming to the Tyr region to seek trade and information. 

Despite their varying levels of civilisation and 
sophistication, all pterrans revere the world of Athas 
as their Earth Mother, believing themselves to be her 
first, best children. They see the damage to Athas as 
the worst crimes imaginable, and many of these beings 
have left their homes to aid Athas in her time of need. 

Personality: Among strangers, pterrans seem like 
subdued, cautious beings but, once others earn a 
pterran’s trust, they will find an individual that is open, 
friendly, inquisitive, and optimistic. Pterrans look to a 
person’s deeds before judging their worth. 

In other respects, a pterran’s personality is largely 
shaped by her chosen Life Path. The three greatest 
Life Paths are those of the Warrior, the Druid, and 
the Mind. 

Pterrans who choose the Path of the Warrior are less 
disturbed by the brutality of the Tablelands than other 
pterrans; they constantly examine their surroundings 
and consider how the terrain could be defended. They 
take greatest satisfaction from a strategy that results in 
victory without friendly casualties. 

Pterrans who choose the Path of the Druid are most 
interested in plants, animals, and the state of the land; 
they take greatest satisfaction when they eliminate a 
threat to nature. 

Pterrans that choose the Path of the Mind are most 
interested in befriending and understanding other 
individuals and societies; these telepaths take greatest 
satisfaction from intellectual accomplishments such as 
solving mysteries, exposing deception, forging alliances, 
resolving quarrels between individuals, and establishing 
trade routes between communities. 

Lesser Life Paths also exist. They allow pterrans to 
become scouts, traders, or even follow more than one 
calling at once. 
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Physical: Pterrans are 5 to 6 I/2 feet tall with light 
brown, scaly skin, sharp teeth, and a tail, which can 
vary considerably in length between pterrans. They 
wear little clothing, preferring belts and loincloths, or 
sashes. They walk upright, have opposable thumbs, and 
three-fingered, clawed hands. Pterrans have two shoulder 
stumps, remnants of wings they possessed long ago, and 
a fin-like growth that juts out at the back of their heads. 
Pterrans weigh between 180 to 220 pounds. There is 
no visible distinction between male and female pterrans. 

Relations: Many pterrans are new to the Tablelands, 
and unaccustomed to the cultures and practices of the 
region. They have learned to not judge too quickly. 
Their faith in the Earth Mother means they undertake 
their adventures with open minds, but remain subdued 
and guarded around people they do not trust. 

A pterran’s respect for the Earth Mother governs all 
his behaviour. Creatures that openly destroy the land 
or show disrespect for the creatures of the wastes are 
regarded suspiciously. Pterrans understand the natural 
cycle of life and death, but have difficulty with some 
aspects of the city life, such as cramped living spaces, 
piled refuse, and the smells of unwashed humanoids. 
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Lands: Most adventuring pterrans come from one 
of two villages in the Hinterlands, southwest of the 
Tyr regions: Pterran Vale and Lost Scale. Less-civilised 
pterrans hail from a number of tribes across the 
Tablelands. The lack of stability and safety in this 
environment, however, means that these tribes seldom 
remain in the same place very long. Forced to turn 
to raiding in order to survive, they travel wherever 
opportunity demands. 

Language: Pterran language is difficult for other races 
to understand. The appendage at the back of their head 
enables them to create sounds that no other race in 
the Tablelands can reproduce. The sounds are low and 
resonate through the pterran's crest. Pterrans learn the 
common tongue easily, but speak it with an odd accent. 

Pterran Society: Pterran society is based largely on 
ceremony and celebrations. Àn area is set aside in the 
centre of each village for ceremonies. Throughout the 
day, they engage in a number of rituals that give thanks 
to the Earth Mother. These are led by druids, who play 
a very important role in pterran society. 

Pterran devotion to the Earth Mother is deeply rooted 
in all aspects of their culture, and it defines a pterran’s 
behaviour. All rituals and religious events are related 
to their worship of the Earth Mother. Religious events 
include festivals honouring hunts or protection from 
storms, with a priest presiding over the celebration. Most 
pterran priests are druids - those who are not tend 
to draw upon the powers of elemental earth in their 
worship of the Earth Mother. 

Pterrans earn their first name just after they hatch, 
based on the weather and season of their hatching, 
After a pterran has decided upon a Life Path and has 
completed her apprenticeship, she receives a title that 
becomes the first part of her name. This marks her 
transition into pterran society. There are a number of 
traditional names associated with each Life Path, but 
names do not always come from these ranks. 

A pterran village is a collection of many smaller 
family dwellings. Pterrans always bear young in pairs. 
At age 15, every pterran chooses a Life Path. More 
pterrans follow the Path of the Warrior than any of the 
other paths, and become protectors of their villages as 
well as the tribe’s weapon makers. 

Pterrans who choose the Path of the Druid provide 
an important role in the daily ceremonies to the Earth 
Mother and enjoy much respect as a consequence. 


Fewer pterrans choose the Path of the Mind than the 
other two major paths, as psionics are viewed as outside 
of nature. Mindbenders are viewed with suspicion by 
the rest of the tribe, however, they do provide valuable 
skills to the tribe and are often the tribe’s negotiators 
when they meet outsiders. 

Pterrans are omnivores. Much of their diet comes 
from hunting animals and raising crops. Kirre, id fiend, 
and flailer are all considered pterran delicacies. 

Pterrans are known for domesticating and training 
wild pterrax and a cadre of pterrax riders enjoys an elite 
position in pterran society. Becoming a pterrax rider 
is the aspiration of many young pterrans, but this Life 
Path is a demanding one and few possess the skills and 
talents required to walk it. 

Role-playing Suggestions: 
character class is your Life Path. You think of yourself, 


Remember that your 


and present yourself first and foremost as a druid, a 
warrior, or a psionicist. Remember your daily celebrations 
and giving of thanks to the Earth Mother. You can 
usually find a reason to be grateful. 

Disrespect for the land angers you, since the whole 
land has withered under the disrespect of foolish humans 
and others. You celebrate with song and with dance. 
You have a good sense of humour but it does not 
extend to blasphemies such as defiling. 

In initial role-playing situations, you are unfamiliar 
with the customs and practices of the societies of the 
Tablelands. However, you are not primitive by any 
definition of the word. You look upon differences with 
curiosity and a willingness to learn, as long as the 
custom does not bring harm the Earth Mother or her 
works. 

The following game statistics apply to the pterran 
player character: 

e Ability Adjustments: +I Strength, -I Dexterity, 

+I Wisdom, -I Charisma. 

e Movement Rate: 12. 

Size: Medium. 
e Natural Armour: +2 natural Armour Class 
bonus. 


e Claws and Bite: A pterran can use his talons to 
attack twice per round for Id4 damage and bite 
once per round for Id6 damage. 

e Desert Camouflage: A pterran's colouration 
allows him to blend in with desert terrain. In 
such environments, the pterran's opponents suffer 
a -I penalty on their surprise rolls. 
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Thri-Kreen 


Thri-kreen are the strangest of the intelligent races 
of the Tablelands. These insectoid beings possess a 
mindset very different from any humanoid. They roam 
the wastes in packs, hunting for food day and night, 
since they require no sleep. Thri-kreen are quick and 
agile and are feared throughout the wastes. There are 
actually several sub-species of kreen. Only two of these 
- the Jeral and the To’ksa - inhabit the Tablelands. 
The other subspecies dwell far to the west. 

Personality: Since thri-kreen do not require sleep, 
they have difficulty understanding this need in the 
humanoid races, seeing it as “laziness” in others. Other 
behaviours of humanoids seem unnecessarily complex. 
A kreen’s life is simple: hunt prey. Kreen live for the 
hunt and own only what they can carry. 

Physical: Mature kreen stand about 7 feet tall, with a 
body length of II feet, and weigh between 450 and 470 
pounds. Their four arms end in claws; their two legs are 
extremely powerful, capable of incredible leaps (although 
kreen cannot jump backwards). Their body is covered 
with a tough chitin exoskeleton that grants protection 
from blows. Their head is topped with two antennae, 
and their two eyes are compound and multifaceted. The 
kreen mouth consists of small pincers. Male and female 
thri-kreen are physically indistinguishable. Kreen usually 
do not wear clothing beyond a harness for weapons or 
food. Many wear leg or armbands or bracelets, or attach 
rings to different places on their chitin. 

While both Jeral and To’ksa thri-kreen have chitin of 
a sandy yellow colour, their exoskeletons differ. With the 
Jeral, the chitin is the outermost layer of their body and 
can be polished toa glossy sheen. To'ksa have a leathery 
sheath over the exoskeleton and the joints between the 
chitin plates; this creates a rather dull finish. Neither is 
noticeably more efficient at retaining moisture than the 
other, but Jeral tend to favour decorative chitin-working 
while the To'ksa prefer body painting. 

Relations: The pack mentality dominates a kreen’s 
relations with others. Kreen hunt in packs and will hunt 
prey in the same region for a while, but move on before 
their prey has been depleted. A kreen that joins a group 
of humanoids will often try to establish dominance in 
the group. This can be disconcerting to those unaware 
of the kreen’s behaviour, since establishing dominance 
usually means making threatening gestures. Once the 
matter is settled, however, they will abide by the outcome. 
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Thri-kreen view humanoids as sources of food, though 
they only hunt them in dire need. Many kreen have 
a particularly fond taste for elves; as such, meetings 
between these two races are often tense. However, once 
part of a clutch, thri-kreen will never turn on their 
humanoid friends, even in the worst of situations. 

Lands: No thri-kreen settlements exist in the Tyr 
region; kreen encountered there are either small packs 
or adventuring with humanoids. Hunting packs seldom 
leave their own territory and most recognise some area 
around each human settlement as the territory of the 
mammal “pack” that lives there. While thri-kreen 
hunters respect such territorial divisions, raiders do not; 
such is the nature of the raider. 

To the north and west of the Tablelands, far beyond 
the Ringing Mountains, lies the Kreen Empire. This 
region is home to other subspecies of kreen. Known as 
tohr-kreen, these so-called “civilised” kreen rarely visit 
the Tablelands and few thri-kreen know much about 
them. See Campaign Options for more details. 

Language: Thri-kreen language is very different from 
that of the other intelligent races. They have no lips 
or tongues, and so cannot make the same sounds 
humanoids make. Kreen language is made up of clicks, 
pops, or grinding noises. 

Thri-kreen Society: Thri-kreen hatch from eggs. All 
those who hatch at the same time form what is called a 
clutch. Each pack consists of several clutches that roam 
over an area that the pack considers theirs to hunt on. 
There are no permanent thri-kreen communities. 

Clutches and packs are organised along a strict 
order of dominance. The toughest member is leader; 
the second most powerful is second in command and 
so forth. A thri-kreen can challenge a superior for 
dominance, initiating a contest. The contestants fight 
until one surrenders or dies. There is nothing personal 
in such a conflict. It is merely the way of the kreen. 

Thri-kreen are obsessed with hunting They are 
carnivores, but seldom hunt intelligent life for food. 
They do have a taste for elf, which gives them a bad 
reputation amongst elven tribes. When not hunting, they 
craft weapons, teach their young, and craft sculptures. 

The pack mentality is so ingrained that kreen apply it 
to every situation. They feel compelled to be part of a 
clutch and will accept members of other races as clutch- 
mates. Once a kreen has accepted others as members of 
its clutch, it will defend them to the death. 
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Role-playing Suggestions: Rely on your natural 
attacks and kreen weapons. Everything you kill is a 
potential meal, even enemies felled in battle. You have 
a need for obedience to a leader. If you seem to be 
the most capable, then assume leadership. If someone 
challenges you, test whether they are stronger than you. 
It is not a question of vanity; you would not fight to the 
death, but to ascertain who is worthy to lead. 

You do not understand the concept of sleep. It 
disturbs you that your companions lie unconscious for 
a third of their lifetimes. You may well harangue them 
to stop lying about on the ground all the time. You own 
only what you can carry, caring little for items that other 
races consider as treasure. This philosophy sometimes 
leads you into conflict with those who think they can 
own buildings, land, and even whole herds of livestock! 

The following game statistics apply to the thri-kreen 
player character: 

e Ability Adjustments: +2 Dexterity, +I Wisdom, 

-I Intelligence, -2 Charisma. 

e Movement Rate: I8. 

e Size: Large. 

e Natural Armour: +5 natural Armour Class 
bonus. Thri-kreen cannot wear armour. 

e Claws and Bite: A thri-kreen can use his talons 
to attack four times per round for Id4 damage 
and bite once per round for Id4+I damage. 

e Antennae: A 
penalties for darkness by one point. 

e Bulky: Thri-kreen cannot float or climb surfaces. 

e Reduced Water: Thri-kreen require only one 


thri-kreen’s antennae reduce 


gallon of water per week when active. 

e Vulnerable to Humidity: Thri-kreen in humid 
areas risk suffering lung infections and chitin rot. 
Consult your DM for more detail on this. 

e Leaping: From 3rd level, a thri-kreen can leap 
20° upwards or 50’ forwards (but not backwards). 

From 5th 


poisonous saliva - any creature bitten must save 


e Poison: level, thri-kreen develop 
vs. paralysation or be paralysed; Tiny or Small 
creatures are paralysed for 2410 rounds, Medium 
for 2d8 rounds, and Large for Id8 rounds. Huge 
or Gargantuan targets are affected for one round. 

e Chatkcha Expert: At 5th level, thri-kreen become 
proficient with the chatkcha, if not already. 

e Dodge Missiles: From 7th level, kreen can dodge 
missile fire with a roll of 9 or higher on a d20. 
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Minimum and Maximum Ability Scores 
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ark Sun characters use the racial ability requirements given here. If a character’s ability scores fit all of these 
requirements, the character may choose that race. Consult this table before making any racial adjustments to 
ability scores. 


Racial Ability Requirements 
Ability Aarakocra Dwarf Elf Half-Elf ^ HalfFGiant Halfling Mul Pterran Thri-Kreen 
Strength 5/20 10/20 5/20 5/20 17/20 5/20 10/20 8/20 8/20 


Constitution 6/18 14/20 8/20 5/20 15/20 5/20 8/20 8/20 5/20 


Wisdom 5/19 5/20 5/20 5/20 5/17 7/20 5/20 7/20 5/20 


Class Restrictions and Level Limits 


As an optional rule, your DM may impose restrictions on the classes available to a character, and the level to 
which he may advance, based on his race. 

Humans are always unrestricted in level advancement or class selection. Use the optional rule on Exceeding 
Level Limits (presented in the Dungeon Master’s Guide) when applying level limits. 


Racial Class and Level Limits 
Class Aarakocra Dwarf Elf Half-Elf Half-Giant Halfling Mul Pterran Thri-Kreen 
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Wizard 13 = 16 u = 16* — = = 
* Halflings may only be illusionists. 
Racial Ability Adjustments 
Race Adjustment 
Aarakocra -I Strength, +2 Dexterity, -I Constitution 
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+2 Dexterity, -2 Constitution, +I Intelligence, -I Wisdom 


Half-Giant +4 Strength, +2 Constitution, -2 Intelligence, -2 Wisdom, -2 Charisma 


Human +I to any one ability 


Pterran +I Strength, -I Dexterity, +1 Wisdom, -I Charisma 
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Height and Weight 


Height in Inches Weight in Pounds 
Race Base Modifier Base Modifier 
Aarakocra 78/75 2d8 90/75 2d10 
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Elf 78/72 160/130 3dIO 


Half-Giant 125/125 3d10 1500/1450 3d100 
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Pterran 60/59 
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Starting Age Maximum Age 
Race Base Variable Base Variable 
Aarakocra +1d4 +1d8 
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Half-Giant 5d4 120 +1d100 
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Pterran 


Aging Effects 
Race Middle Age* Old Age** Venerable Age*** 
Aarakocrat = = 36 
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-I 5tr/Con; +I Int/Wis upon reaching middle age 
** -2 Str/Dex, -I Con; +I Wis upon reaching old age 
*** _T Str/Dex/Con; +I Int/Wis upon reaching venerable age. 
t -I Str/Dex upon reaching venerable age 
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Character Classes 
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ark Sun uses several variations on the standard 


Jo D&D classes, with minor changes to enhance 

setting flavour. The gladiator, templar, and trader 
fill roles that are largely unique to Athas, while the bard 
is so heavily modified that it should be considered a 
new class as well. 

A character's class is one of his most defining features. 
Its the source of most of his abilities, and gives him a 
specific role in any adventuring party. 

Literacy: All characters on Athas start play illiterate. 
In order to become literate with a language, they must 
acquire the literacy non-weapon proficiency. Only 
templars and members of the nobility have access to 
literacy at its base cost. All other characters pay two 
slots to learn literacy, and do so illegally to boot. Those 
who openly display their skills at reading and writing are 
in for an unpleasant shock. 


Swimming: Athas is a desert world; most inhabitants 
never have access to any sort of large body of water in 
which they could learn to swim. As a consequence, the 
swimming non-weapon proficiency is unavailable to all 
classes, with the exception of clerics of elemental water 
and paraelemental rain. Those Athasians who do live 
near water (such as the tribe of Dragon's Bowl, near 
the Lake Pit, learn not to enter the water. It is often 
home to creatures far more adept at swimming... and at 
devouring other swimmers. 

Character Trees: Some Dark Sun games use a system 
of character trees, a set of multiple interlinked characters 
who are all connected in some way. This allows players 
to use different characters suited to whatever adventure 
is at hand, and also provides a means to easily replace 
characters slain in the course of adventuring on Athas. 
The character tree system is entirely optional. 
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Priest 


Athas is a world without true gods. Some believe they 
abandoned the world long ago, while others claim that 
Athas has never had deities, and has always been alone 
in the cosmos. Powerful sorcerer-kings often masquerade 
as gods and demigods but, though their powers are 
great and their worshippers many, they arent true gods. 
The world does, however, provide sources of priestly 
magical power. Such belief-inspired magic is separated 
into three distinct areas, each with a class suitable to 
its application. 

Clerics are priests who tend to the needs of the local 
people with their particular talents. Most worship one 
of the four prime elemental forces: earth, air, fire, or 
water. Others follow the paraelements: magma, rain, silt, 
and sun. Clerics call upon magical energies from the 
associated planes, specialising in one element's magical 
application on the Prime Material Plane of Athas. Like 
the elements themselves, the power they draw upon isn't 
benevolent or malevolent; it only cares that its natural 
form in the material world is preserved. 
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Druids, the second type of Athasian priest, associate 
with the that inhabit 


geographical locations on Athas. Every oasis, rock 


themselves spirits special 
formation, stretch of desert, and mountain has a spirit 
that looks over it and protects its use. A druid allies 
with a particular spirit, acting as that spirit’s earthly 
counterpart and drawing magical energy from it. For 
example, an oasis has its own spirit and a single druid 
who lives there to protect it and preside over its use by 
humans, demihumans, and animals. 

Templars worship the sorcerer-kings and draw their 
magical energies through them. The sorcerer-kings grant 
magical spells to their templars for services rendered. If a 
templar falls from favour, or if his sorcerer-king is killed, 
the templar loses all magic spells. In addition to their 
magical powers, templars have great secular authority 
over the citizens of their sorcerer-king’s city-state. 

Note that the use of priestly magic never adversely 
affects the ecosystem in and of itself. The net result of 
the spell may affect the environment (such as summon 
insects or lower water), but the use of the magical energy 
itself doesn’t destroy the environment like defiling magic. 
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Cleric 


Ability Requirements: Wisdom 9 
All 
See below 


Armour: 
Weapons: 


Outside the city-states, away from the bureaucracy of 
the sorcerer-kings and their templars, the most common 
type of priest is the cleric. All clerics worship one of 
the elemental (air, earth, fire, or water) or paraelemental 
planes (magma, rain, silt, or sun) and draw their magical 
energies directly from them. However, the backgrounds 
and motivations for clerics may be vastly different - 
the shamans of the halflings, the mullahs of the trader 
caravans, and the healers who dwell among the slave 
tribes are all very different, but they're all clerics. 

Every cleric must choose one elemental plane as his 
focus of worship. This choice will dictate what spells he 
can call upon and what types of weapons he will prefer 
to use. A cleric has major access to the sphere of his 
element of worship. He also has minor access to the 
Sphere of the Cosmos. A cleric need not restrict his 
activities to supporting his element on Athas, but direct 
opposition may cause spells to be withheld, at the DM's 
option. For example, a cleric of water who goes out of 
his way to poison or otherwise damage a watering hole 
might suffer for this action. 

Clerics concentrate their efforts on magical and 
spiritual pursuits, and usually leave combat to others. 
However, Athas is a violent world, and practicality 
dictates that they train in combat, as well. Clerics are 
not restricted with regard to armour, but commonly 
limit themselves to weapons that are somehow related to 
their particular elemental plane of worship. 


Cleric Weapon Restrictions 


Elemental Plane of Air: Since the air does not lend 
itself easily to being an offensive weapon, clerics of the 
air rely instead on weapons that are guided by the air. 
They may use any sort of fired or hurled missile weapon 
regardless of construction. Spears are also acceptable, 
used in either a melee or missile role. 

Elemental Plane of Earth: Clerics of the earth are 
usually the best armed since they can use stone and 
metal in their weapons. Wood is also acceptable to 
them since it originally grew from the ground. They may 
use all weapons. 
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Elemental Plane of Fire: Clerics who worship this 
plane rely on flaming weapons. Favoured weapons 
include flaming arrows, burning oil and magical 
weapons enchanted to somehow burn or scald. In 
extreme circumstances, heating metal weapons to cause 
searing damage is another acceptable practice among 
the clerics of the flames. Because it was once fused 
under great heat, obsidian weapons are also acceptable. 

Elemental Plane oj Water: Those who dedicate 
themselves to the worship of this element recognise water 
as the bringer of life to the wastelands, the originator of 
all that grows. Therefore, clerics of the water may use 
any weapon that is of organic origin, usually wood or 
bone. They may use bows, javelins, and spears, and any 
weapon that deals bludgeoning damage. 

Paraelemental Clerics: Because paraelementals are 
only concerned with the quantity of their material 
on the Prime Material Plane, they rarely express any 
individual preferences. This means that paraelemental 
clerics are not restricted in the weapons they wield. 


Class Abilities 


Botanical Enchantment: As spellcasters, clerics know 
the secret of using a potion fruit to grow more potion 
fruit. Your DM has full details on this process. 

Power Conjunction: A power conjunction occurs 
when a cleric enters a realm where his patron element is 
plentiful, rich, or both. When a cleric is in conjunction, 
his effective level for purposes of spellcasting is increased 
by +2. He does not gain any additional spells, but 
is considered to be two levels higher for determining 
spell effects. See below for when each type of cleric is 
considered to be in conjunction. 

Spells: Clerics gain major access to the sphere of 
their element and minor access to the Sphere of the 
Cosmos. Clerics must prepare Cosmos spells before 
casting, but cast elemental spells spontaneously. Clerics 
must be fully rested in order to regain spells, prepared 
or otherwise. When a cleric prepares spells, he must be 
near his patron element - a naked flame, bowl of water 
or silt, upon the earth, or beneath the sun or sky. 

Turn Undead: The cleric is granted power over 
undead, enabling him to drive away these creatures or 
destroy them utterly (though a cleric of evil alignment 
can bind the creatures to his will). Most Athasian 
undead are unique creatures — the cleric turns them 
according to their Hit Dice. 


Minor Granted Power: At 3rd, 5th, 7th, 9th, and 
IIth level, elemental clerics gain a minor power (player's 
choice), depending on their patron element. See the lists 
below for granted powers available. 

Ignore Element: À cleric can ignore the presence of 
his element when he reaches 5th level, for one round 
per level, once per day. Thus, a cleric of water may move 
through water freely and one of earth may pass through 
stone walls as if they were not there. Force exerted on 
the cleric by the element may also be ignored - a 
great wind will not affect an air cleric, flames will not 
burn a cleric of the flames. This protection extends to 
everything that the cleric is carrying. See the granted 
powers section below for more information on this ability. 

Sacrifice: Any time a cleric of 5th level or higher 
is within a defiler’s magical destruction radius x 2, he 
may substitute his life force for the spell’s energy. He 
loses I hp for every level of the defiler's spell, but the 
land suffers no ill effects. If he should come up short, 
the cleric loses all remaining hit points and whatever 
remains is taken from the land. There are no penalties 
if a cleric fails to use this power, unless it causes him 
to violate his pact with the elements. 

Craft Potions and Scrolls: The cleric can enchant 
potion fruit and scrolls (or their equivalent), and recharge 
magic items when he reaches 7th level. Consult your 
DM for further information on this. 

Gate Element: A cleric can gate material directly 
from his elemental plane when he reaches 7th level, 
once per day, up to one cubic foot per level above 6th. 
The material is a pure, raw, and basic specimen from 
the plane in question. The cleric decides the shape of 
the material, but it cannot be gated more than 50 feet 
from the cleric. If used to inflict damage, the element 
deals Id6 points of damage per level of the cleric over 
6th (save vs. spells for half damage). See the granted 
powers section below for more details on this ability. 

Craft Magic Items: The cleric learns how to craft 
all other magic items from I2th level onwards. Consult 
your DM for details on this process. 

Elemental Power: Targets of the cleric’s spells suffer 
the listed penalties on all saves against his magics. 

Elemental Transformation: When the cleric reaches 
20th level (2,700,000 experience points), he must make 
a decision. He can, if he chooses, continue to advance 
as a cleric, in which case he can attain 2Ist through 
30th level, gaining the powers listed hereafter. 
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If, however, he is a dual-classed cleric/psionicist with 
20 levels in each class, he can abandon his human form 
and begin the transformation into an elemental. The 
character cannot do both. The player must inform the 
DM which path the character wishes to take. Once it’s 
chosen, the character can never switch. 

Consult your DM for further information on 
transformation into an elemental. 

Psionic Enchantments: A 20th-level cleric who is 
also a 20th-level psionicist gains the ability to cast 
psionic enchantments - spells of 8th, 9th, and 10th 
level. A cleric who advances to 20th level but is not a 
psionicist cannot cast such spells. 

Major Cosmos: From 2Ist level, the cleric gains 
major access to the Sphere of Cosmos. 

Paraelement: At 25th level, the cleric can ignore and 
gate elemental material from a paraelement related to 
his patron element (or an element related to his patron 
paraelement, for paraelemental clerics). 

Quasielement: At 27th level, the cleric can ignore 
and gate elemental material from a quasielement related 
to his patron element or paraelement. 

Elemental Resilience: At 30th level, an elemental 
cleric’s devotion to the elements is rewarded, as the 
powers of his chosen elemental plane infuse his body. 
Once per day, the cleric can extend his life. Instead 
of falling unconscious at zero hit points and dying at 
-10, the cleric can remain active until reaching -20 hit 
points, functioning in this state for 20 rounds. If not 
healed above -I0 hit points by the end of this period, 
the cleric dies. 

During this period, the cleric is also immune to 
blindness, deafness, ability score reductions, paralysation, 
petrification, polymorph, energy drain, magical aging 
and the spells age creature, antipathy, cause blindness/ 
deafness, colour spray, contagion, energy drain, holy 
word, hold person, phantasmal killer, polymorph other, 
and any power word. 

This ability does not delay simple damage from any 
source, including continuing damage, such as Melfs 
acid arrow or a sword of wounding, or special forms 
of purely physical damage, such as severed limbs or 
broken bones. Nor does this skill protect against effects 
that are not directly harmful, such as magical charms, 
entanglement, or imprisonment. 
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Air Cleric Granted Powers 


Power Conjunction: Air conjunctions occur when a 
cleric stands in strong or greater winds. Many of the 
valleys of the Ringing Mountains, and most of the high 
peaks are subject to constant air currents. Fierce storms 
and winds that whip across the Sea of Silt also qualify. 


Minor Granted Powers 


Clean Air: This power transforms unhealthy air or 
vapour into clean air as it enters the cleric’s nose or 
mouth. The duration is one round per level, and this 
power can be invoked once per day. 

Missile Deflection: This power helps steer incoming 
missile weapons away from the cleric, granting the cleric 
a +I Armour Class bonus against all missile attacks. 
It is always considered to be active while outdoors and 
can only be used indoors if there is an adequate source 
of wind. A cleric must be at least 5th level to choose 
this power. 

Missile Stream: The spirits of the air help guide 
the cleric’s missiles to their targets, granting the cleric 
+I to hit with any missile affected by slight winds. 
This includes all thrown or fired missiles, except for 
those fired from war machines. This power will work 
continuously as long as the cleric remains outdoors. 

Protection from Wind: With this power, a cleric 
always saves at +2 vs. any wind-based attack. 

Refreshing Breeze: A constant breeze caresses the 
cleric’s skin, reducing his water requirements by one-half 
and granting him a +I reaction bonus because of his 
relaxed composure. The cleric suffers heat damage from 
exposure to the elements normally. 


Major Granted Powers 


Ignore Element: Air clerics are not affected by spells 
that attack with wind or air, and the cleric does not 
have to breathe. A 5th-level air cleric is unaffected by 
poison gas or by spells such as stinking cloud. Should 
this power expire while the cleric is subjected to a spell 
or condition, he is affected normally. 

Gate Element: A sheet of wind, 2 feet wide for 
every level above the 6th, whips about at the cleric’s 
command for one round, moving at gale speed. It affects 
Id4 creatures per level above 6th, sized Huge or less, 
for one round. 
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Anyone hit must save vs. paralysation or be knocked 
to the ground for the rest of the round. The wind 
prevents opponents from maling magical, missile, or 
melee attacks. Although the wind must start at a. point 
no more than 50 feet from the cleric, it can be directed 
farther once it is set in motion. In a single round, a gale 
force wind can travel about 1,000 yards. 
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Earth Cleric Granted Powers 


Power Conjunction: An earth cleric is in conjunction 
whenever he is standing on rich and fertile soil; a well- 
tended and irrigated field, or a meadow in the middle 
of a lush jungle. 


Minor Granted Powers 
Eliminate Tracks: This ability functions like the Ist- 


level spell pass without trace, but the cleric still leaves 
a scent, and cannot use this ability in snow or mud. 
Only sand or hard earth cover the cleric’s tracks. The 
power only functions when the cleric’s bare feet are in 
contact with the earth. 

Encasement: An earth cleric can bury himself beneath 
loose earth, sand, or topsoil for up to eight hours. For 
each hour spent beneath the earth, the cleric regains I 
hit point. Spellcasting is possible if the spell does not 
require elaborate somatic or material components. He 
may not move from the spot without emerging, unless he 
uses the 5th-level power to ignore the element. 

Endure: The cleric must be 5th level or higher to 
choose this power. The cleric must be within the radius 
of a defiler's magical destruction area x 2, and make 
a successjul Wisdom check. For one round per level, 
when a spell is cast, the area of destruction is halved. 

Enhanced Saving Throw: This power grants +2 on 
saves vs. earth-based spells. The character is now so tied 
to the earth, however, that he suffers I additional point 
of damage whenever he takes damage from defiling magic 
by spell or by sacrificing himself for the environment. 

Meld into Stone: This power functions as the 3rd- 


level cleric spell of the same name, usable once per day. 


Major Granted Powers 


Ignore Element: Àn earth cleric may move through 
stone, wade through an avalanche, and otherwise ignore 
rock, metal, wood, or any other earth material. If the 
cleric is still inside the substance when the power expires, 
he is instantly expelled and takes 4d8 points of damage. 

This allows an earth cleric to move beneath the 
surface of the land at his normal walking movement 
rate, as long as he travels in straight lines or descends 
into the earth. If he must rise through the material, his 
movement rate is cut in half. He is in complete control 
and will not sink or otherwise “drift”? when passing 


through the soil. 


Gate Element: When gating stone, the cleric has no 
control over what kind of stone will appear, though it is 
usually obsidian or sandstone. The stone may be any 
basic shape, but cannot be intricate or ornate. 
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Fire Cleric Granted Powers 


Power Conjunction: Fire clerics are in conjunction 
whenever there is a large fire that consumes living beings 
or valuable materials weighing at least 500 pounds. Dead 
matter or matter with no emotion or life associated with 
it provides no energy to the fire elementals. 


Minor Granted Powers 
Affect Normal Fires: This ability functions once per 


day, as per the Ist-level wizard spell of the same name. 

Cleansing Flame: Stepping into a flame larger than 
a campfire cures the cleric of Id4 points of damage, 
and cleans his body of dirt. If the cleric is poisoned, he 
gains a second saving throw. The cleric may invoke this 
ability when attacked by a fireball, when stepping into 
a burning building, or at any other time of need. The 
cleric may use the power once per day and its effects 
last for one round. After that, the cleric either suffers 
damage or must use his ability to ignore the element to 
protect himself. 

Control Flame: A fire cleric can control any fires 
smaller than a torch, causing them to smother, move, 
or spread, as long as the flames remain in contact with 
combustible material. The fire may even leap short 
distances to ignite other materials, but this range is 
limited to 6 inches per level of the caster. 

Enflame: The cleric can create small fires the size 
of a matchstick at will. This power ignites torches and 
larger materials normally. The ability has a range of I 
yard per level of the caster. 

Protection from Flame: A fire cleric may take this 
ability upon reaching 5th level. It grants him a +2 
bonus on saves vs. any fire-based attack, but imposes a 
penalty of -2 vs. any water-based attacks. 


Major Granted Powers 


Ignore Element: Às noted above, the cleric's ability 
to ignore fire and heat extends to his equipment. À 
heat metal spell would make a cleric’s sword glowing 
hot, but it would not warp or otherwise affect it. When 
the time limit has passed, items that have been heated 
to extremes suffer appropriate effects if they are not 
cooled before the power fades. The sword in the example 
above would warp as soon as the cleric’s power stopped 
functioning if a heat metal spell was still in effect. 
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Gate Element: Each cubic foot of flame can affect 
one Medium or Large creature. Fire without fuel lasts 
a single round. Combustible materials must save vs. 
magical fire or ignite and burn normally. Items carried 


by characters who make the save are unaffected. 
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Magma Cleric Granted Powers 


Power Conjunction: Magma clerics are in conjunction 
whenever they are 8 near a large amount of lava or 
molten rock. This almost always only occurs around 
the base or within the caverns of a volcano or locations 


such as Lava Gorge. 


Minor Granted Powers 


Control Flame: A magma cleric can control any fires 
smaller than a torch. He may cause them to smother, 
spread, or move, as long as the flames remain in contact 
with combustible material. The fire may even perform 
short leaps through the air by expanding and catching 
on other materials, but this range is limited to 6 inches 
per level of the caster. 

Enflame: The cleric can create small fires the size 
of a matchstick at will. This power ignites torches and 
larger materials normally. The ability has a range of I 
yard per level of the caster. 

Enhanced Saving Throw: The cleric gains a +2 
bonus on saves vs. heat, fire, and magma spells but 
suffers a -2 penalty on saves vs. all water or ice spells. 
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Evaporate: The cleric can evaporate I0 gallons of 
water per level, once per day. The process takes one 
hour for each 10-gallon unit evaporated. 

Molten Bolt: A magma cleric with this power can 
hurl a bolt of magma at any foe within 30 feet once per 
round. The bolt deals Id6 points of fire damage +I for 


every two cleric levels. 


Major Granted Powers 


Ignore Element: Magma clerics are immune to all 
forms of heat while using this power. This means that 
they can dive into the depths of a volcano, stride through 
rolling waves of lava, and ignore superheated rock. 

Gate Element: In addition to the normal damage 
inflicted by this power, magma that strikes a target 
inflicts a further Id8 damage per round until the target 
can be cooled, rinsed with a substantial amount of 
water, or otherwise stripped of the magma. The pain is 
so intense that the target may do nothing else until the 
magma has been removed. Each cubic foot affects one 
Medium individual. Two cubic feet or more must be 
used to affect Large creatures, doubling the amount for 


each size category. 


Rain Cleric Granted Powers 


Power Conjunction: Rain clerics are only in 
conjunction during a driving rain. A light drizzle doesn’t 
provide the necessary energy for the conjunction - it 
must be a saturating downpour. To determine if it rains 
in an area of normal humidity (the Sea of Silt or the 
Forest Ridge), roll a dIO. In most other areas of Athas, 


roll a d20. On a I, the rain cleric has his downpour. 


Minor Granted Powers 


Call Lightning: This power can only be chosen at 
9th level or higher and functions exactly like the 3rd- 
level priest spell call lightning. It can be used three 
times per day. Note that there must still be a storm in 
the area, as described under the spell description for 
call lightning. The cloud summoned when gating in 
rain from the paraelemental plane will provide enough 
raw material for this ability, although it would have to 
be used in the round after the gated rain arrived. Any 
delay means the tiny storm cloud has evaporated. 

Quench Thirst: The cleric can chew on almost 
anything and extract moisture from it. Mud, plant 
matter, even rock will yield up to one-third of the 
characters daily water requirement in one hour. 

Resistance to Water: The cleric receives a +2 bonus 
on saves vs. water-based spells, but suffers a -2 penalty 
on saves vs. fire- or sun-based spells. 

Storm Burst: A cleric with this power can create a 
storm burst targeting any foe within 30 feet, dealing 
Id6 points of nonlethal damage +I for every two cleric 
levels. The target is buffeted by winds and rain, suffering 
a -2 penalty on attack rolls for I round. 

Storm Rider: Clerics of rain with this power are 
immune to natural storms. They cannot be struck by 
lightning, they aren’t bothered by constant wetness, and 
feel winds as if they were comforting breezes. Magical 
storms and lightning bolts are unaffected by this ability. 

However, rain clerics suffer a -2 penalty on saves made 
in direct sunlight, due to discomfort and dehydration. 
This modifier applies to all saving throws, as long as the 
cleric remains beneath the rays of the sun. 

The only exceptions to this are saves made against 
water- or rain-based spells. These have no modifier, and 
the cleric is allowed his normal chance to save. If not in 
direct sunlight, the cleric receives a +2 bonus on saving 
throws vs. rain- or water-based attacks. 
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Major Granted Powers 


Ignore Element: When using this power, the cleric is 
slowed by neither rain nor mud. All others move at half 
speed in anything but a light drizzle, and fight at -2. 

Gate Element: The rain is gated in the form of a 
small cloud, smothering any fire in direct proportion to 
the amount of rain summoned. One cubic foot of rain 
extinguishes I square yard of flame and hardens magma 
in the same proportion. The water evaporates naturally. 


Silt Cleric Granted Powers 


Power Conjunction: Silt conjunctions occur on the 
Sea of Silt or Estuary of the Forked Tongue. Quicksand 


and smaller concentrations of silt do not create them. 


Minor Granted Powers 
Control Silt: Only clerics of 9th level or higher can 


choose this power. With it, the cleric can control I 
cubic foot of silt per level for one round per level. The 
silt moves at I20 feet per round, and can smother 
Medium or smaller creatures (save vs. death magic to 
avoid), clogging their lungs and suffocating them unless 
they hold their breath as per the rules for this. 

Encasement: A silt cleric can bury himself beneath 
silt for up to eight hours. For each hour spent beneath 
the silt, the cleric regains I hit point. Spellcasting is 
possible if the spell does not require elaborate somatic 
or material components. He may not move from the 
spot without emerging, unless he uses the 5th-level 
power to ignore the element. 

Evaporate: A silt cleric with this power may evaporate 
IO gallons of water per level once per day. The process 
takes one hour for each 10-gallon unit evaporated. 
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Silt Cloud: A cleric with this power can create a 
cloud of silt targeting any foe within 30 feet. The silt 
cloud deals Id6 points of nonlethal damage +I for 
every two cleric levels. The target suffers a -2 penalty 
on attack rolls for I round. 

Walk on Silt: A silt cleric with this power can walk 
on silt as if it were solid ground. This power works only 


for the cleric and whatever he is carrying. 


Major Granted Powers 


Ignore Element: With this power, the cleric may walk 
along the bottom of the Sea of Silt, ignoring the material 
around him. This also allows him to see beneath the 
silt, to reveal the labyrinth of highways that lie just 
beneath the surface of some areas. Most sandstorms on 
the Sea of Silt are composed of silt, so the cleric may 
ignore any storm effects in the region while using this 
ability, including the Gray Death. 

Gate Element: Gated silt does no damage but blinds 
and chokes its victims almost instantly, if a save vs. rods 
is failed. Anyone who fails the save must fight and save 
at -2 for Id8 rounds. 


Sun Cleric Granted Powers 


Power Conjunction: Sun clerics are in conjunction 
on days when the sun is high in the sky and the humidity 
is low enough that the sun’s rays of aren't significantly 
blocked or distorted. This only occurs between the 
hours of 10am and 2pm, when the temperature is Very 


Hot or higher. 


Minor Granted Powers 


Affect Normal Fires: This ability functions once per 
day, and acts exactly as the Ist-level wizard spell of the 
same name. 

Enhanced Saving Throw: Sun clerics with this power 
gain a +2 bonus on saves against any spells involving 
sun, heat, or flame, but suffer a -2 penalty on saves vs. 
ice, cold, and snow, or conditions that involve them. 

Enflame: The cleric can focus the rays of the sun 
in order to create small fires the size of a matchstick 
at will. This power ignites torches and larger materials 
normally, with a range of I yard per level of the caster. 

Solar Resilience: A cleric with this power need never 
fear low levels of sunlight. His skin remains tanned 
and he can stare directly into the sun without burning 
out his retinas. His water usage is halved. The spell 
blistering rays has no effect on clerics of the sun. 

Sun’s Touch: A cleric with this power can smite an 
undead creature as a melee touch attack, dealing Id8 
points of damage +I for every two cleric levels. This 
touch has no effect on living creatures. 


Major Granted Powers 


Ignore Element: This power allows the cleric to resist 
any spells that use direct sunlight, such as sunray, but 
not heat or flame. The cleric becomes immune to 
damage from heat stroke. 

Gate Element: The cleric can gate in beams of pure 
sunlight after reaching 7th level. He may only gate in 
one beam, but it will grow by I yard for every level 
above 6th. A 7th-level sun cleric could summon a beam 
I yard wide, and an IIth-level cleric could summon a 
beam 5 yards wide. Each yard is enough to damage one 
Medium creature, so an IIth-level cleric could attack 
five opponents, while a 7th-level cleric is effective only 
against one. Large creatures count as 2 Medium beings, 
doubling this for each additional size category. 
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Anyone hit by a sunray takes 4d8 points of damage 
(save vs. rods for half damage). Undead hit by a sunray 
must make a save vs. rods or be slain instantly. Magic 
resistance applies to this attack. This power may be 
used once per day, and cannot be used at night. 
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Water Cleric Granted Powers Gate Element: Gated water is pure and can 


materialise in multiple locations, so long as they are 
Power Conjunction: Water clerics are in conjunction within range. The water does not arrive under pressure, 


when they are in a substantial amount of water at least and no damage can be inflicted with this ability. 
as big as a small pond; an oasis or a body of water such 


as Lake Pit or Lake Island qualifies. Many of the large 


city-states have private reservoirs that would also qualify. 


Minor Granted Powers 
Body of Water: Upon reaching 5th level, water 


clerics’ bodies are partially transformed. Impurities, even 
toxins, are constantly filtered out of the body as sweat. 
This gives the cleric a +4 bonus on any save vs. poison. 

Healing Draft: Before he can use this ability, the water 
cleric must have carried a skin of water on his person 
for at least an hour. After that, anyone who drinks from 
the skin regains Id2 hit points. Enough water may be 
enchanted to heal IO people. An individual may drink 
as much of the water as he desires, but it will have no 
additional healing effect. The cleric may only carry one 
such skin at any one time. 

Quench Thirst: The cleric can chew on almost 
anything and extract moisture from it. Mud, plant 
matter, even rock will yield up to one-third of the 
characters daily water requirement in one hour. 

Resistance to Water: A cleric with this power gains 
a +2 bonus on saves vs. water-based attacks but suffers 
a -2 penalty on saves vs. fire- or sun-based attacks. 

Spark of Life: Only water clerics of 7th level and 
above may select this power, and it may only be used 
in conjunction with a healing draft. When invoked, the 
cleric can give a healing draft to any living creature that 
has fallen into negative hit points (no lower than -9) in 
the last three rounds. A small amount of the cleric’s life 
is used to spark the creature's, and this costs the cleric 
I hit point for as long as the creature remains alive. 
The healing draft revives the character with I hit point. 
After healing, the character retains the extra hit point. 
It returns to the cleric when the recipient dies. 


Major Granted Powers 


Ignore Element: This power allows water clerics to 
breathe underwater. They are also not affected by most 
water spells, and can move through water as if it wasn't 
there. When the ability expires, the cleric is subject to 
the usual and appropriate affects. 
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Clerics Table 


Experience 
Points 


0 
1,500 
3,000 
6,000 
13,000 

97,500 
55,000 
110,000 
225,000 
450,000 
675,000 
900,000 

1,125,000 

1,350,000 

1,575,000 

1,800,000 

2,025,000 

2,250,000 

2,475,000 

2,700,000 

2,925,000 

3,150,000 

3,375,000 

3,600,000 

3,825,000 

4,050,000 

4,275,000 

4,500,000 

4,725,000 


4,950,000 


Level 
I 


2 
3 


30 


Hit Dice 
(d8) 


I 
2 
3 


9+10 
9+12 
9+14 
9+16 
9+18 
9+20 
9+22 
9+24 
9+26 
9+28 
9+30 
94-32 
94-34 
94-36 
9+38 
9+40 


9+42 


Attack 


Bonus 


+0 
+0 
+0 
+2 
+2 
+2 
+4 
+4 
+4 
+6 
+6 
+6 
+8 
+8 
+8 
+10 
+10 
+10 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
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Abilities 
Botanical enchantment, power 
conjunction, spells, turn undead 


Minor granted power 


Ignore element, minor granted power, 
sacrifice 


Craft potions and scrolls, gate 
element, minor granted power 


Minor granted power 


Minor granted power 
Craft magic items 


Elemental power (-I) 


Elemental power (-2) 


Elemental power (-3) 


Elemental transformation, psionic 
enchantments* 


Major cosmos, paraelement 


Elemental power (-4) 


Quasielement 


Paraelement, elemental power (—5) 


Quasielement 


Elemental power (-6) 


Elemental resilience 


* Psionic enchantments can only be cast by cleric/psionicists. 
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Druid 


Ability Requirements: Wisdom I2 
Charisma I5 
None 

All 


Armour: 
Weapons: 


Druids are independent priests who associate themselves 
with the spirits that inhabit special geographical locations 
on Athas - every oasis, rock formation, stretch of desert, 
and mountain has a spirit that looks over it and protects 
its use. A druid allies with a particular spirit, acting 
as its earthly counterpart, drawing his magical energy 
from the spirit in question. A druid shares power with 
the spirit he worships, nurturing and protecting the 
geographical feature to which it is tied. Virtually every 
feature of the land on Athas has a druid to protect 
it, but there is no worldwide organisation - they serve 
independently, living solitary lives of guardianship. 

Every druid must choose one geographic feature to 
be his guarded lands. The geographic features that a 
druid might make his guarded lands can vary widely. 
For instance, one may watch over a particular stretch of 
open desert, another may protect a belt of scrub grass 
within it, while still another might watch over a small 
oasis that borders on both. 

Lower-level druids may travel widely in the world. 
During their time of wandering, a young druid learns 
about the world, its ecology, the balance of nature and 
the ways of its creatures; he may spend as much time 
on his guarded lands as he sees fit. 

Upon reaching I2th level, the druid’s time of 
wandering has come to an end. From that time forward, 
the druid must spend half of his time on his guarded 
lands, watching over them and protecting them. The rest 
of the time a higher-level druid must again travel the 
world, keeping tabs on trends that might threaten nature 
in general and his guarded lands in particular. 

Druids tend not to bother or even encounter those 
who use their guarded lands without damaging them. 
Travellers who stop at an oasis to water their animals 
and then move on will probably never know there is 
a druid watching their every move. It is a druid’s firm 
belief that the lands are for all to use, men and animals 
alike. They merely see to it that their guarded lands 
aren't abused in any way. Understandably, druids tend 
to be very apprehensive about wizards who venture into 
their realms, as they might turn out to be defilers. 
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Class Abilities 


Boon: A druid gains a bonus of +2 to all saving 
throws against fire or electrical attacks. 

Botanical Enchantment: As spellcasters, druids know 
the secret of using a potion fruit to grow more potion 


fruit. Your DM has full details on this process. 
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Spells: A druid has major access to spells from any 
sphere associated with his guarded lands. A druid 
whose guarded land is a stream might be restricted to 
spells from the Sphere of Water. Another druid whose 
guarded land is a desert spring may draw spells from 
both the Sphere of Water and the Sphere of Farth, 
though only one may be of major access and the other 
of minor, as decided by the DM. At most, a druid may 
claim access to two spheres. 

In addition, a druid has major access to spells from 
the Sphere of the Cosmos. Druids must prepare their 
elemental spells but can cast spells from the Sphere 
of Cosmos spontaneously. Druids must be fully rested 
in order to regain their spells but can prepare them 
anywhere restful. 

Guarded Lands: The druid must choose an area to 
protect. The druid must spend half his time there from 
12th level onwards, spending the remainder roaming 
the world. A druid can remain concealed from others 
while in his guarded lands. This is proof against all 
normal forms of detection (sight, hearing, etc.) but will 
not protect the druid from magical detection (including 
a detect invisible spell). The druid cannot move or cast 
spells while concealed. Possible guarded lands include: 

e Sphere of Earth: À particular mountain or hill, a 

rock outcropping, an expanse of desert or steppes. 

e Sphere of Air The sky over a particular area, the 

winds of a canyon or any prevailing wind pattern. 

e. Sphere of Fire: Dry grasslands, a volcanic vent, 

hot springs, or boiling tar pits. 

e Sphere of Water. a spring or pool, oasis, or cistern. 

Beast Speech: The druid learns the languages of 
desert creatures. He learns one new language at 3rd 
level and adds another every level thereafter. When on 
his guarded lands, the druid can speak with animals. 

Mysteries of the First Circle: From 3rd level, the 
druid can identify plants, animals, pure water, and pass 
through desert terrain without leaving a trail at his 
normal movement rate. 

Plant Speech: A druid may speak with plants in his 
guarded lands when he reaches 5th level. 

Greater Beast Speech: From 7th level, the druid can 
speak with animals wherever he is. 

Mysteries of the Fifth Circle: From 7th level, the 
druid is immune to charm spells cast by desert creatures, 
and can live without water or nourishment when on his 


guarded lands. 
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Craft Potions and Scrolls: The druid can enchant 
potion fruit and scrolls (or their equivalent), and recharge 
magic items when he reaches 7th level. Consult your 
DM for further information on this. 

Greater Plant Speech: From 9th level, the druid can 
speak with plants wherever he is. 

Shape Change: From 10th level, a druid can shape 
change into animals common to his guarded lands, 
three times per day. The size of the animal is not 
restricted, provided it is native to the guarded lands. 
When assuming an animal’s shape, the druid takes on 
its physical characteristics - movement rate, abilities, 
Armour Class, attacks, and damage - but retains 
his own hit points, attack bonus, and saving throws. 
The druid's clothing and one item in each hand also 
become part of the new body, reappearing when the 
druid resumes his normal shape. The items cannot be 
used while in animal form. Since many animals range 
all across Athas, druids often have several creatures to 
choose from. However, they cannot shape change into 
creatures alien to their guarded lands. 

Craft Magic Items: The druid learns how to craft 
all other magic items from 12th level onwards. Consult 
your DM for details on this process. 

Nature’s Power: Targets of the druid’s spells suffer 
the listed penalties on all saving throws against his 
magics. 

Alter Self: From I6th level, the druid can alter his 
appearance at will. Appearance alteration is accomplished 
in one round. A height and weight increase or decrease 
of 50% is possible, with an apparent age from childhood 
to extreme old age. Body and facial features can resemble 
any humanoid. This alteration is not magical, so cannot 
be detected by any means short of true seeing. 

Vigour: From I6th level, the druid gains immunity to 
all natural poisons, including ingested natural poisons, 
animal or vegetable poisons, and monster poisons, but 
not mineral poisons or poison gas. The druid also gains 
vigorous health for a person of his age and is no longer 
subject to the ability score penalties for aging. 

Hibernate: The druid gains the ability to hibernate. 
His body functions slow to the point where he appears 
dead to a casual observer, and aging ceases. The druid is 
completely unconscious during hibernation, awakening 
at a preordained time (eg, after 20 days) or when there 
is a significant change in his environment (the weather 
turns cold, someone hits him with a stick, etc.). 


Planar Travel: At 17th level, a druid can enter, travel, 
and survive in the elemental or paraelemental plane that 
comprises most of his guarded lands. If two elements 
are equally abundant, a druid may select either. The 
transference occurs at will in one round, and the druid 
can remain there as long as he likes, returning at will. 
This power does not confer any abilities or immunities 
on the Prime Material Plane. At [8th level, druids may 
enter and survive in another element common to their 
guarded lands. At 19th and 20th levels, druids choose 
two other (para)elemental planes to which they may 
travel at will. The druid must breach the Gray when 
leaving or returning to the Prime Material Plane. 

Melding: When the druid reaches 20th level 
(2,700,000 experience points), he must make a decision. 
He can continue to advance as a druid, attaining 2Ist 
through 30th level, gaining the powers listed hereafter. 

If, however, he is a dual-classed druid/psionicist with 
20 levels in each class, he can begin to meld with his 
spirit of the land. The character cannot do both. The 
player must inform the DM which path the druid wishes 
to take. Once chosen, the character can never switch. 
Consult your DM for further information on this. 

Psionic Enchantments: A 20th-level druid who is 
also a 20th-level psionicist gains the ability to cast 
psionic enchantments - spells of 8th, 9th, and 10th 
level. A druid who advances to 20th level but is not a 
psionicist cannot cast such spells. 

Telepathy: At 2Ist level, a druid can communicate 
telepathically with any creature on his guarded lands. 
Communication may be of any duration and over any 
distance. While the creature must be on the guarded 
lands, the druid need not be. This is entirely mental, so 
language and racial barriers present no problems. 

Summon Species: A druid can summon an entire 
species within his guarded lands at 23rd level. He 
must first shape change to the species desired, then 
telepathically call the others to join him. All creatures 
of that species on his guarded lands will head to his 
location at their highest movement rate. Once assembled, 
they will obey the druid’s every command, provided he 
remains in their midst. The creatures will readily leave 
the guarded lands to do his bidding. The number of 
creatures summoned is not restricted. A druid may 
command hundreds of mekillots, thousands of vipers, or 
millions of insects. Druids cannot call for a part of a 
species - it is all or nothing. When the druid resumes 
his original form, the animals return to their dens. 
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Spell Mastery: À druid gains major access to all 
priest spheres at 24th level, including the paraelements. 

Summon Spirit of the Land: À druid can call upon 
the spirit of the land and its power at 25th level. 
The spirit will appear and consult or lend aid at the 
druid's command. A druid can never call upon the 
spirit without just cause, however. Any selfish reason 
angers the spirit, which might attack the druid instead! 

Conceal Guarded Lands: From 26th level, a druid 
can hide his guarded lands. Provided he is on his 
guarded lands, he can cast an illusion that only he and 
those he designates can ignore. Creatures with more 
Hit Dice or levels than the druid may save vs. spells 
to disbelieve. Otherwise, travellers on guarded lands 
are convinced they are lost and are in fact miles from 
the lands they seek. A druid can create any physical 
illusion he cares to at any time, from lush jungles to 
sterile wastes. He must concentrate to maintain it for 
more than one round. 

Teleport within Guarded Lands: A druid can 
teleport without error at will throughout his guarded 
lands at 27th level, provided he is teleporting between 
two points entirely within his guarded lands. 

Close Guarded Lands: A druid can close his guarded 
lands at 28th level, creating an impenetrable dome 
around his domain that rises 1,000 feet higher than the 
highest point on the land. The dome's appearance is set 
by the druid's imagination - an array of spinning blades, 
a field of pure force, or a curtain of flame and magma. 
Whatever its form, the dome can only be crossed by 
creatures with more Hit Dice or levels than the druid, 
or by those designated by the druid. The barrier works 
in both directions; no entrance, and no exit. 

Absorb Defiler Damage: À druid can absorb defiler 
damage on his guarded lands at 30th level. Whenever 
the druid is on his guarded lands, defiler magic cannot 
destroy the life-giving properties of the land. Instead, 
the energy is tapped directly from the druid, no matter 
where he is. Every IO spell levels of defiler magic cast 
on guarded lands drains I hp from the druid. However, 
defiler magic will not kill him - it cannot take his last 
hit point. Only when the druid is that wounded will 
defiler magic take its normal toll on the guarded lands. 

Whenever defiler magic is cast on his lands, the druid 
receives a mental image of exactly where the spell is 
being cast. When not on his lands, a druid still knows 
that defiler magic is being cast, but not exactly where. 
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Druids Table 


Experience 
Points 


0 
1,500 
3,000 
6,000 
13,000 

97,500 
55,000 
110,000 
225,000 
450,000 
675,000 
900,000 

1,125,000 

1,350,000 

1,575,000 

1,800,000 

2,025,000 

2,250,000 

2,475,000 

2,700,000 

2,925,000 

3,150,000 

3,375,000 

3,600,000 

3,825,000 

4,050,000 

4,275,000 

4,500,000 

4,725,000 


4,950,000 


Level 
I 


2 
3 


30 


Hit Dice 
(d8) 


I 
2 
3 


9+10 
9+12 
9+14 
9+16 
9+18 
9+20 
9+22 
9+24 
9+26 
9+28 
9+30 
94-32 
94-34 
94-36 
9+38 
9+40 


9+42 


Attack 


Bonus 


+0 
+0 
+0 
+2 
+2 
+2 
+4 
+4 
+4 
+6 
+6 
+6 
+8 
+8 
+8 
+10 
+10 
+10 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 
+12 


alle 


Abilities 
Boon, botanical enchantment, guarded 
lands, spells 


Beast speech, mysteries of the Ist circle 


Plant speech 


Craft potions and scrolls, greater beast 
speech, mysteries of the 5th circle 


Greater plant speech 


Shape change 


Craft magic items 


Nature's power (-I) 


Alter self, nature's power (-2), vigour 
Hibernate, planar travel 
Planar travel 


Planar travel, nature's power (-3) 


Melding, planar travel, psionic 
enchantments* 


Telepathy 
Nature’s power (-4) 
Summon species 


Spell mastery 


Nature’s power (-5), summon spirit of 


the land 
Conceal guarded lands 


Teleport within guarded lands 


Nature's power (6), seal guarded lands 


Absorb defiler damage 


* Psionic enchantments can only be cast by druid/psionicists. 
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Spells 
5 6 
1 = 
Des. 
2 
2 2 
2 2 
3 2 
4 2 
4 3 
5 3 
6 4 
6 4 
7 5 
8 6 
9 6 
9 7 
9 8 
9 8 
9 9 
9 9 
9 9 
9 9 
9 9 
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Templar 


Ability Requirements: Wisdom 9 
Intelligence 10 

Armour: All 

Weapons: All 


Templars are the greatly feared disciples of the sorcerer- 
kings. Their organisation is steeped in ancient tradition 
and treacherous politics, and the work they perform for 
the sorcerer-kings is governed by endless bureaucracy. 
To city dwellers, the templars are the enforcers of the 
sorcerer-king’s will, allowed to run rampant, enforcing 
the local edicts with painstaking indifference, doling out 
punishment or even execution with the sorcerer-king’s 
blessing. An organisation of wicked people looking out 
for their own wealth and power, the templars are overrun 
with corruption to the highest level - the sorcerer-kings 
generally turn a blind eye to bribery and scandal among 
the templars, provided terror is maintained among their 
subject populations. 

Templars worship the sorcerer-kings and receive their 
magical energies through them. The sorcerer-kings grant 
spells to their templars for services rendered. If a templar 
falls from favour with his sorcerer-king, or if his sorcerer- 
king is killed, the templar loses all spells. Spells can 
also be taken away by the sorcerer-king if the templar 
has displeased him. If the sorcerer-king is particularly 
displeased, he might kill the offending templar. 

Templars gain levels as do clerics, but their spell 
progression at low levels is slower. At 15th level, though, 
the progression increases drastically as the character 
enters the upper ranks of the templar hierarchy. At 
the highest levels, templars have more spells available 
to them than clerics of the same level. The libraries of 
the templars are unavailable to outsiders, but are the 
most extensive in the cities. Their use allows templars to 
access all the spheres for their spells. Also, the extensive 
libraries encourage magical research. 

A templar character may be either neutral or evil 
- there are no good templars. The templars from one 
city-state have no association with those from another. 
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Thus, templars cannot transfer loyalty from one sorcerer- 
king to another while the first is still alive. Should a 
templar’s sorcerer-king fall from power or be killed, he 


may petition to another sorcerer-king to be accepted 


into his templarate, where he may find an open hand or 
- 


the taste of steel, at the new sorcerer-king’s whim. _— 
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Templars are initially trained as warriors and, at 
lower levels, are forced to garrison temples and palaces 
in their city-state. Templars are not usually restricted 
as to weaponry or armour worn, but some sorcerer- 
kings impose temporary restrictions. In times of war, 
the templars are commonly called upon to summon 
formations of undead soldiers that they will lead into 
combat and to act as officers for mortal armies. 

The templar is an exception to Dark Sun character 
classes when it comes to level advancement. All other 
classes may advance to 30th level. Templars are limited 
to 20th level. This restriction is imposed by the sorcerer- 
kings, who do not want their servants to reach the 
heights of power available to other classes. Even templars 
rewarded with apotheosis are limited to 20th level. 


Secular Authority 


Although templars have great judicial power, there are 
limits. As a rule, a templar can have no more than one 
man accused and imprisoned per level. He may judge 
or pardon no more than one man per week. He may 
never accuse, judge, or pardon another templar of equal 
or higher level. 

The templar hierarchy is measured strictly by experience 
level. A templar of higher level can negate any action 
taken by one of lower level (prevent requisitioning 
of money or troops, release accused prisoners, etc.). 
Templars of the same level who disagree must seek out 
someone of higher level within the hierarchy to arbitrate 
their differences. 


Class Abilities 


Command Slave: A templar can call upon a slave to 
do whatever he wants in his own city-state. Slaves who 
do not do as ordered face immediate execution. 

Command Undead: Templars have power over 
undead, but only to raise or ally with them, never 
to turn them away. As discussed for evil priests and 
undead in the Player’s Handbook, this is resolved in 
the same way as a turning attempt. Up to I2 undead 
can be commanded. A “T” result means the undead 
obey the templar for as long as he maintains control. A 
“D” means the undead become completely subservient 
to the templar - they follow his commands (to the 
best of their ability and understanding) until turned, 
commanded, or destroyed by another. 
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Judge Slave: À templar can pass judgement upon a 
slave at any time. In any matter involving disobedience 
or the actions of a slave, a templar may judge, sentence, 
or pardon a slave as he sees fit, regardless of who owns 
the slave. Penalties can include imprisonment, torture, 
or even death. 

Spells: A templar has major access to the Sphere 
of the Cosmos and all elemental spheres, but not 
paraelemental spheres. The templar must prepare his 
spells daily, in communion with his sorcerer-king. This 
communion usually takes place through meditation on 
a sigil or amulet given the templar by his monarch. 
The templar can regain and prepare his spells anywhere 
on Athas, provided he is rested. Templars gain bonus 
spells for high Wisdom. 

Access Freeman Home: From 2nd level, a templar 
can legally enter the house of a freeman. The freeman 
has no right to refuse the templar admission, under 
punishment of imprisonment and possible execution. 

Requisition Templars: A templar can requisition 
soldiers from 3rd level. He can call upon Id4 soldiers 
per level - all Ist-level templars - with one 2nd-level 
templar centurion. A templar can call on soldiers any 
time he wishes, but the soldiers cannot be ordered to 
leave the city without permission from the sorcerer-king, 

Accuse Freeman: A templar can accuse a freeman 
of disloyalty or similar crimes when he reaches 4th level. 
Regardless of evidence, an accused freeman will be 
locked in the dungeons of the sorcerer-king for as long 
as the accusing templar wishes. 

Access Palaces & Temples: A templar can access all 
areas in palaces and temples when he reaches 5th level. 
Before that time, the templar is restricted from areas 
such as libraries and council chambers unless ordered 
to go there by a higher-level templar. Orders forbidding 
access from high-level templars must be obeyed however. 

Requisition Funds: A templar can access the city 
treasury for official purposes when he reaches 6th level. 
The number of gold pieces he can draw from the 
treasury is equal to the roll of a number of I0-sided 
dice equal to the templar’s level, multiplied by his level, 
per month. For example, a 7th-level templar would roll 
7d10, then multiply the result by 7. Few questions are 
asked when gold is requisitioned, provided no attempt 
is made to withdraw funds more than once per month. 

Scribe Scrolls: The templar can scribe scrolls from 
6th level. Consult your DM for more information. 
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Judge Freeman: A templar can pass judgement on 
a freeman from 7th level. The freeman must be at least 
two levels lower than the judging templar, regardless of 
the freeman’s class. Judgement can be in the form of a 
fine, imprisonment, enslavement, execution, or anything 
else the templar wishes. Failure to comply makes the 
judged freeman an outlaw who will be executed if 
caught. There need be no real evidence against the 
freeman being judged. 

Recharge Items: From 7th level, the templar can use 
the arcane laboratories of the sorcerer-king to recharge 
magic items. Consult your DM for more information. 

Brew Potions: The templar can create potion fruit 
from 8th level. Consult your DM for more information. 

Accuse Noble: A templar can accuse a noble when 
he reaches IOth level. Similar to the ability of the 
templar to accuse freemen, this permits the character 
to take action against the nobility on behalf of the 
sorcerer-king. 

Craft Magic Items: From 12th level, the templar can 
craft all other types of magical items for which he is 
eligible. Consult your DM for more information on this. 
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Monarch's Power: Targets of the templar's spells 
suffer the listed penalties on all saves against his magics. 

Judge Noble: À templar can pass judgement on a 
noble (just as he can judge a freeman) when he reaches 
I5th level. The noble must be at least two levels lower 
than the judging templar. 

Grant Pardon: A templar can granta pardon to any 
condemned man when he reaches I7th level. Only the 
sorcerer-king himself can nullify the pardons granted by 
such a character. 

Apotheosis: Upon attaining 20th level, a templar’s 
sorcerer-king bestows upon the character a gift reserved 
only for the most loyal and favoured of servants: 
immortality. The templar no longer takes ability score 
penalties for aging and cannot be magically aged. Any 
penalties he may have already incurred, however, remain 
in place, but bonuses still accrue. The templar cannot 
die of old age. The templar becomes immune to disease. 
Only injury (magical or mundane) or a similar mishap, 
will end his life. Barring such misadventures, the templar 
will live forever, serving his similarly undying monarch 
until such time as this terrible gift is rescinded. 
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Templars Table 

Experience Hit Dice Attack Spells 

Points Level (d8) Bonus Abilities I 2 $» 4 5 6 7 

0 I I +0 Command slave, command undead, judge slave eS ee 

1,500 2 2 +0 Access freeman home, spells [ se ee Rn 
3,000 3 3 +0 Requisition templars ice SSS = 
6,000 4 4 +2 Accuse freeman 2 (== = = = 
13,000 5 +2 Access palaces & temples 3 9 = = = = = 
27,500 6 6 +2 Requisition funds, scribe scrolls 2 | = = = 
55,000 7 7 +4 Judge freeman, recharge items SEU dr men eun ce ges 
110,000 8 8 +4 Brew potions 3. 8. 9' d = a H 
225,000 9 9 +4 3.33 I = = — 
450,000 10 94-2 +6 Accuse noble 2 8 9 $9 ee 
675,000 II 9+4 +6 @ 3 9 9 I = = 
900,000 12 9+6 +6 Craft magic items & à 9 9 {| == 
1,125,000 I3 94-8 -8 Monarch's power (-I) 4 4 4 3 2 — — 
1,350,000 I4 9-HIO +8 5 5 4 4 9 [ = 
1,575,000 I5 9-HI2 +8 Judge noble 6 6 5 5 2 I 
1,800,000 16 9+14 +10 Monarch’s power (-2) VD EE RE ES NT 
2,025,000 I7 9--I6 +10 Grant pardon 7 7 Y F & 8 
2,250,000 18 9--I8 +10 8 8 8 8 6 4 8 
2,475,000 19 9+20 +12 Monarch’s power (-3) 9.9 9 9 7 5 
2,700,000 20 9+22 +12 Apotheosis 999 9 9 6 4 
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Psion 


All intelligent creatures on Athas have some measure 
of psionic power. This includes all the player character 
races, but many of the beasts of the desert and no 
small number of plant species as well. Athas is a world 
alive with psychic power. People with psionic powers are 
called psions, colloquially known as mindbenders. 

Those who dedicate their lives to the pursuit of the 
mental arts are known as psionicists. They study at 
prestigious academies, learn at the feet of great masters, 
or pursue a solitary path, honing their psychic powers 
through meditation and insight. 

Not all those with psionic abilities are of the psionicist 
class. All non-psionicist characters, even those who do 
not meet the ability requirements for the psionicist class, 
are automatically wild talents, born with glimmers of 
psionic potential. In most, this potential manifests as a 
rudimentary power or two. But some wild talents possess 
surprising levels of ability. For more on wild talents, see 
Chapter Eleven: Psionic Powers. 


Psionicist 

Ability Requirements: Constitution II 
Intelligence I2 
Wisdom I5 

Armour: Leather, hide, padded, studded 
leather, small shield (see below 
for note on helmets) 

Weapons: Carrikal, cavalry mace, cavalry 
pick, club, dagger, forearm axe, 
hand axe, hand crossbow, knife, 
light crossbow, puchik, quabone, 
scimitar, short bow, short sword, 
spear, throwing axe, warhammer 


The psionicist uses the forces of his own mind to 
affect his environment. Psionic powers aren't magical 
in nature. Rather, they come from within the psionicist 
whose entire essence is in perfect harmony. What's more, 
psionic powers in no way affect the world’s ecosystem 
other than by direct interaction. 

More than other classes, the psionicist is self-contained. 
Unlike the fighter and thief, he needs no weapons or 
tools. Unlike the priest, he needs no elements. Unlike 


the wizard, he relies on no outside energies. His power 
comes from within, and he alone gives it shape. 
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The psionicist strives to unite every aspect of his 
self into a single, powerful whole. He looks inward to 


the essence of his own being and gains control of 
his subconscious. Through extraordinary discipline, 
contemplation, and self-awareness, he unlocks the full 
potential of his mind. On Athas, this pursuit of psionic 
power is known as the Will and the Way. 


Class Abilities 


Mental Strength: Psionicists’ minds are closed by 
default - see below. They also save at +2 against mind- 
affecting magic, including enchantment/charm spells. 

Psionics: Psionicists control the power of the mind 
and can unleash psionic powers at will. The psionicist 
possesses Psionic Strength Points (PSPs) which he 
uses to manifest and maintain his powers. The psionicist 
gains a set amount of PSPs every level, and bonus PSPs 
for high Wisdom. A psionicist’s PSP total returns to its 
maximum after eight hours of rest - but see below on 
the effect that maintaining powers has on PSP recovery. 

The psionicist also has a Mental Armour Class 
(MAC). This is the target number for telepathic attacks 
against the psionicist, if higher than the power score. 
MAC equals IO plus Will Bonus from Wisdom plus 
a bonus per psionicist level, as shown in the psionicist 
class table (non-psionicists only add their Will Bonus). 

Each psionic power is categorised from Ist to 9th level, 
just like cleric and wizard spells, and costs a variable 
number of PSPs, depending on its level. Each power 
also has a power score equal to IO + the powers level. 

To manifest a power, the psionicist makes a power 
check. A power check is d20 + psionicist level + 
Insight Bonus from Intelligence. If the power check 
equals or exceeds the power's power score, then the 
power manifests successfully. The psionicist pays the 
full PSP cost. If the power check fails, the power does 
not manifest and the psionicist does not lose any PSPs. 

A roll of I or 20 on the power check has special 
results - see the individual power descriptions for details. 

A psionicist wearing a metal helmet cannot manifest 
any psionic powers. 

Some powers have durations. A power lasts for one 
round per psionicist level (or a number of hours/days 
equal to his level if the duration is measured in hourly 
or daily increments). If a psionicist wants the power to 
last longer, he must make another power check and 
spend the full PSP cost in order to manifest it again. 


Alternatively, he can maintain the power without a 
power check by paying a maintenance cost in PSPs 
equal to half the initial cost (rounded down) every 
round (or hour or day, as appropriate). 

If a psionicist is expending PSPs to maintain a power, 
he cannot recover any PSPs. A character cannot spend 
PSPs to maintain a power when he is sleeping or 
unconscious; no continuous power that requires an 
expenditure of PSPs can operate during sleep. 

A psionicist can maintain any number of powers 
at once, but can manifest only one per round. When 
maintained powers are deactivated, he can drop all 
maintained powers at once, or one per round. He cannot 
drop two or more in one round and maintain others. 

A psionicist’s mind is closed to telepathic powers 
unless opened voluntarily or forced open with a telepathic 
attack. An open mind is vulnerable to telepathic powers. 
A psionicist can close their mind by spending a full 
round concentrating. See page 312 for more details. 

At times, a psionicist will engage in a psychic contest 
with another psionicist - to do so, both psionicists make 
opposed power checks. The highest successful roll wins. 

Psionic powers are divided into five disciplines: 
psychokinesis, psychometabolism, 
psychoportation, and telepathy. A  psionicist chooses 


clairsentience, 


one discipline at first level; his first psionic power comes 
from this discipline. He adds more disciplines as he 
advances in levels, adding more powers of increasingly 
higher level from a larger number of disciplines. 

Psychic Ingenuity: From 4th level, a psionicist 
can focus his mind to bolster himself in situations 
usually demanding brute force. In situations requiring a 
Strength, Dexterity, or Constitution check, he can make 
a Wisdom check instead. 

Craft Power Stones: The psionicist can enchant 
power stones (the psionic equivalent of potions and 
scrolls) when he reaches 7th level. Consult your DM 
for more information on this. 

Followers: At 9th level, a psionicist becomes a 
contemplative master. He can build a sanctuary (usually 
in an isolated place), and use it as his headquarters. 
Most importantly, he begins to attract followers. 

One neophyte psionicist (Ist or 2nd level) arrives each 
month to study at the feet of the master. Neophytes 
arrive regardless of whether or not the master builds 
a sanctuary. If he does have a sanctuary, however, he 
attracts a maximum number of followers equal to his 
Charisma. If not, the number is half this (round down). 


These followers want only to learn. They will serve in 
any capacity the master chooses. In return, the master 
must spend at least IO hours per week instructing his 
followers, or they will leave. 

Craft Psionic Items: The psionicist learns how to 
craft all other psionic items from I2th level onwards. 
Consult your DM for details on this process. 

Psychic Power: Targets of the psionicist’s powers 
suffer the listed penalties on all saves against his powers. 

Maintain Power: From 14th level, the psionicist 
can maintain one power per day without paying its 
maintenance cost, for a number of rounds (or hours 
etc) equal to his Will Bonus. 

Twin Power: At 20th level, the psionicist can manifest 
two powers per round. The psionicist can use this ability 
a number of times per day equal to his Will Bonus. 

Psychic Versatility: At 24th level, each day when the 
psionicist meditates to regain PSPs, he may choose any 
one power that he does not know from any discipline 
and add it to his powers known for the day. This power 
does not count against his number of powers known. 


Bonus Psionic Strength Points 


Cerebral Resilience: On reaching 27th level, a 
psionicist gains protection from all devices, powers, and 
spells that influence the mind. This ability grants him a 
+6 bonus on all saving throws against all mind-affecting 


powers and effects (though the psionicist can selectively 
allow powers or spells to affect him). The ability even 
foils limited wish, wish, and similar powers when they 
are used to mentally influence the psionicist. 

Font of Power: A 30th-level psionicist can produce 
seemingly endless PSPs once per day, for one round per 
point of Will Bonus. His eyes shine like tiny stars, and 
faint illumination seems to beam out of his mouth and 
the end of each of his fingers. While so empowered, he 
can manifest any of his powers without drawing from his 
PSP reserve. He finds the PSPs he needs welling up 
within his own body. He must still pay any subsequent 
maintenance costs as normal, however. 

While this ability is activated, the psionicist’s psionic 
power protects his body, reducing all damage he suffers 


by half for the duration of the effect. 


Bonus Psionic Strength Points by Psionicist Level 


Wisdom Ist 2nd 3rd 4th 5th 6th 7th 8th 9th 10th 
13-15 0 I I 2 2 3 3 4 4 5 
16-17 I 2) 3 4 5 6 j 8 2 IO 

I8 I 3 4 6 7 9 10 I2 I3 I5 
I9 2 4 6 8 10 12 14 16 18 20 
20 2 5 7 10 I2 15 I7 20 22 25 
2 3 6 9 I2 I5 I8 PA 24 97 30 
22 3 7 IO I4 I7 2I 24 28 3I 35 
23 4 8 J27 I6 20 24 28 32 36 40 
24 4 9 13 18 22 27 3I 36 40 45 
25 5 IO I5 20 25) 30 35 40 45 50 
Bonus Psionic Strength Points by Psionicist Level (continued) 

Wisdom IIth I2th I3th I4th I5th 16th 17th 18th 19th 20th+ 
13-15 5 6 6 7 7 8 8 9 9 10 
16-17 II 12 13 14 15 16 17 18 19 20 

18 16 18 19 2] 22 24 25 27 28 30 
I9 22 24 26 28 30 32 34 36 38 40 
20 27 30 32 35 37 40 42 45 47 50 
21 33 36 39 42 45 48 5I 54 57 60 
22 38 42 45 49 52 56 59 63 66 70 
23 44 48 52 56 60 64 68 72 76 80 
24 49 54 58 63 67 72 76 8I 85 90 
25 59 60 65 70 7/5 80 85 90 95 100 
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Psionicists Table 


Experience 
Points 


0 
2,200 
4,400 
8,800 
16,500 
30,000 
55,000 
100,000 
200,000 
400,000 
600,000 
800,000 
1,000,000 
1,200,000 
1,500,000 
1,800,000 
2,100,000 
2,400,000 
2,700,000 
3,000,000 
3,300,000 
3,600,000 
3,900,000 
4,200,000 
4,500,000 
4,800,000 
5,100,000 
5,400,000 
5,700,000 


6,000,000 


Level 
I 


2 


3 


ig 


Hit Dice 
(d6) 
I 


2 


3 


Attack 


Bon us 


+0 
+0 
+I 
+1 
+2 
+2 
+3 
+3 
+4 
+4 
+5 
+5 
+6 
+6 
+7 
+7 
+8 
+8 
+9 


+9 
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MAC Abilities PSP/Day 

+I Mental strength, psionics 2 

+I 6 

+2 II 

+2 Psychic ingenuity I7 
t3 25 
+3 35 
+4 Craft power stones 46 
+4 58 
+5 Followers 72 
+5 88 
+6 106 
+6 Craft psionic items 126 
+7 Psychic power (-I) 147 
+7 Maintain power 170 
+8 195 
+8 Psychic power (-2) 291 
+9 250 
+9 280 
+10 Psychic power (-3) 311 
+10 Twin power 343 
+10 376 
+10 Psychic power (-4) 410 
+10 445 
+10 Psychic versatility 481 
+10 Psychic power (-5) 518 
+10 556 
+10 Cerebral resilience 595 
+10 Psychic power (-6) 635 
+10 676 
+10 Font of power 718 


Psionics 
Disciplines Powers 

I 3 
2 5 
2 8 
2 II 
2 I3 
3 I4 
3 I6 
3 I7 
3 I9 
4 20 
4 29 
4 24 
4 25 
5 26 
5 28 
5 29 
5 3I 
5 39 
5 34 
5 35 
5 40 
5 44 
D 49 
5 55 
5 GI 
5 67 
5 74 
5 8I 
5 88 
b 100 
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Rogue 


Athas is a world of corruption and power where 
rogues are well-suited to success. There are still those, 
however, who use their disreputable talents toward noble 
ends, but they are rare. Beyond the cities, among the 
wasteland tribes and villages, rogues live by their wits, 
while within the secure walls of the city-states, many 
roguish occupations have become institutions unto 
themselves. There are three types of rogues on Athas. 

The bard uses songs and tales as his tools, but also 
as a cover for darker deeds. Bards are skilled spies, 
infiltrators, and assassins. They have become pawns of 
the wealthy, deployed in deadly games of deceit between 
noble families but can be from any social class. 

The thief is a rogue whose strengths lie in stealth 
and pilfering. On Athas, the thief can be regarded 
as a talented individual for hire - some city-states do 
not even consider the thief as a wrongdoer; only the 
person who hired him is guilty of a crime. The thief 
may also be a simple robber seeking personal wealth or 
redemption. A thief can be from any social class. 

Traders control the single thread that unites the 
dying world of Athas. Across the burning, dust-swirled 
deserts, from water-starved village to greedy city, from 
bloodthirsty halfling tribe to ancient elven nation, 
trade is all that unites society. Traders are masters of 
commerce, skilled in sinister arts, and commanding vast 
wealth and influence. 


Rogue Skills 


All rogues have access to one or more rogue skills. 
These start out at a base level. Each time the rogue 
gains a level, he distributes a set number of points 
between his rogue skills. No skill can be raised above 
95%, but the rogue’s race, Dexterity score, and armour 
worn will all affect the score, and may raise or lower it 
from its base level. 

The rogue skills are as follows: 

Bribe: This skill allows a rogue to sway the reactions 
of NPCs with “gifts” (money or items). Success depends 
on the rogue's skill, the NPC's initial reaction, and the 
value of the bribe (in ceramic pieces) being offered. In 
no way should this skill be used instead of good role- 
playing, but it can act as a barometer that takes into 
account the character's skills. 
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When a situation may call for a rogue character to 
make a bribe, the DM should roll the NPC's reaction 
in secret (noting the exact roll and the reaction). If the 
reaction is Friendly, no bribe is necessary for the PC 
to achieve a desired result. If the reaction isn't Friendly, 
the PC might change it by offering a bribe. 

The original reaction roll must be modified to Friendly 
through bribes. For each point of difference between the 
result and the score needed to achieve a Friendly result, 
the rogue must pay a bribe. 

For example, if the player character is Friendly and 
the reaction roll for the NPC was 7 (Cautious), then 15 
is the nearest Friendly result in that column. The rogue 
must pay 8 times the listed bribe (I5-7=8). 

Next, determine the station of the NPC to be bribed 
using the list below. The number of ceramic pieces 
indicated under “Bribe” is the minimum needed for 
each point of modifier. 


NPC's Station Bribe 
Peasant, slave 2d4 cp 
Free citizen, soldier, low-level templar 3d8 cp 
Merchant, officer, mid-level templar 5dIO cp 
Noble, general, high-level templar 5d100 cp 


Using the example above, if the NPC is a mid-rank 
templar, then the minimum bribe that must be offered 
is 5dIO cp x 8. As only the DM knows the NPC's 
initial reaction and actual station, so the rogue has a 
chance of offering less than the minimum bribe. For 
every cp the rogue is short, his skill roll receives a -1% 
penalty. 

If the skill roll fails, the bribe doesn’t work and the 
NPC's reaction becomes Hostile. A successful roll (and 
the correct bribe) means the NPC's reaction becomes 
Friendly and they will most likely carry out the rogue's 
request. A successful check with the etiquette non- 
weapon proficiency allows the rogue to correctly guess 


the level of bribe needed. 

A bribed NPC performs reasonable services for the 
PC that fall within the confines of his job or station. 
Of course, unusually corrupt NPCs might accept the 
PC's bribe and then betray him anyway. Bribes may 
also be material goods of an equal value of ceramic 
pieces. However, material goods only work as a bribe 
if the NPC wants them. Services can also be offered 
as bribes, but these situations need to be role-played 
carefully. 
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Climb Walls: Although everyone can climb rocky 
cliffs and steep slopes, the rogue is far superior in this 
ability. He can also climb most surfaces without tools, 
ropes, or devices. Only the rogue can climb smooth and 
very smooth surfaces without climbing gear. The rogue is 
very limited in his actions while climbing and is unable 
to fight or effectively defend himself. 

Detect Illusion: Rogues can use this skill to detect 
suspected illusions. This skill is not automatic; the 
rogue must state that he is using the skill and spend 
an entire uninterrupted round viewing the suspected 
illusion. Failure means that the rogue believes the 
illusion is genuine. Success means that the rogue knows 
the illusion is a fraud. Sudden illusions cannot be so 
detected. Nor can illusions which the rogue cannot 
examine for an entire round. 

Detect Magic: A skilled rogue learns to sense magical 
properties such as faint glows or vibrations peculiar to 
enchantment. If allowed to examine (and touch) an 
object for a full turn uninterrupted, the rogue can check 
to see if he detects magic. 

The DM should make all the die rolls for this skill. 
If the result is less than or equal to the rogue's skill 
level, the rogue accurately determines whether or not 


the object is enchanted. He does not learn the level 
or nature of the enchantment, only that one exists. 
If the roll fails and the result is greater than 70 plus 
the rogue's level, the DM should present erroneous 
information - magical items appear non-magical, and 
vice versa. 

Extremely large objects (entire rooms, walls, etc) may, 
at the DM’s discretion, require more time to examine 
or be simply too much for the rogue's skills. 

Detect Noise: À good rogue pays attention to every 
detail, no matter how small, including faint sounds that 
most others miss. His ability to hear tiny sounds (behind 
heavy doors, down long hallways, etc) is much better 
than the ordinary person's. Listening is not automatic; 
the rogue must stand still and concentrate on what he's 
hearing for one round. He must have silence in his 
immediate surroundings and must remove his helmet or 
hat. Sounds filtering through doors or other barriers are 
unclear at best. 

Escape Bonds: This is the ability to escape ropes 
and chains through contortion. The skill allows a rogue 
to attempt to free himself from tied ropes or leather 
bonds, manacles, chains, and other mundane restraining 
devices. It offers no help against magical bonds. 
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The rogue must make a successful escape roll against 


every item binding him. For example, if a rogue is 
bound at the wrists and ankles, he needs to make two 
successful rolls to get free. Locked items also require a 
successful open locks roil. One failure indicates that the 
rogue cant slip these bonds, and no further roll can be 
made for them. 

The rogue using this skill requires 5 rounds per roll 
to adequately work free. He can hurry his attempts, but 
he suffers a -5% penalty for each round omitted (to a 
minimum of one round). 

Find/Remove Traps: The rogue is trained to find 
small traps and alarms. These include poisoned needles, 
spring blades, deadly gases, and warning bells. This skill 
is not effective for finding deadfall ceilings, crushing 
walls, or other large, mechanical traps. 

To find the trap, the rogue must be able to touch 
and inspect the trapped object. Normally, the DM rolls 
the dice to determine whether the rogue finds a trap. 
If the DM says, “You didn’t find any traps,” it’s up to 
the player to decide whether that means there are no 
traps or there are traps but the rogue didn’t see them. 
If the rogue finds a trap, he knows its general principle 
but not its exact nature. A rogue can check an item 
for traps once per experience level. Searching for a trap 
takes IdIO rounds. 

Once a trap is found, the rogue can try to remove 
it or disarm it. This also requires IdIO rounds. If the 
dice roll indicates success, the trap is disarmed. If the 
dice roll indicates failure, the trap is beyond the rogue's 
current skill. He can try disarming the trap again when 
he advances to the next experience level. If a failed 
dice roll is 96-100, the rogue accidentally triggers the 
trap and suffers the consequences. Sometimes (usually 
because his percentages are low) a rogue will deliberately 
spring a trap rather than have unpleasant side effects if 
the trap doesn’t work quite the way the rogue thought, 
and he triggers it while standing in the wrong place. 

This skill is far less useful when dealing with magical 
or invisible traps. Rogues can attempt to remove these 
traps at half their normal percentages. 

Forge Documents: This skill allows a rogue to mimic 
the handwriting of another character to produce false- 
but-passable forms and documents, including items 
made of paper and papyrus, stone tablets, signet rings, 
etc. Success depends on the rogue’s skill, his familiarity 
with the original, and the examiner's level of scrutiny. 


A rogue attempting to forge a document ideally has 
an example of the original on which to base his work. 
Without such an example, the rogue suffers an automatic 
-10% penalty on every skill roll. Having more than one 
example can improve the rogue's chances by a +5% 
bonus, at the DM’s option. 

Every time the forgery is examined, the rogue must 
make a skill roll. A forged pass that lets a slave travel 
at night, for instance, might be examined by several 
different guards through the course of an evening. An 
examiner inspects a document in a manner that reflects 
his attitude toward the holder; if appropriate, the DM 
can either choose how the examiner should react or roll 
for the NPC's reaction. Then check the reaction against 
the following list to determine what modifier Gf any) to 
apply to the rogue's skill roll. Success means the forgery 
is accepted as genuine. 


Attitude Modifier 
Friendly +15% 
Indifferent +5% 
Cautious = 
Suspicious -10% 
Hostile -20% 


Characters with the forgery non-weapon proficiency 
who examine the rogue's forgery suffer a -6 penalty on 
all checks to identify the forgery. 

Hide in Shadows: All characters can hide but a 
rogue can try to completely disappear into shadows 
or any other type of concealment - bushes, curtains, 
crannies, etc. À rogue can hide this way only when no 
one is looking at him and remains hidden as long as 
he does not move faster than I/3 his normal movement 
rate. The rogue can also take small, slow, careful actions: 
draw a weapon, uncork a potion, etc. Trying to hide 
from a creature that is locked in battle with another is 
possible, as the enemy's attention is fixed elsewhere. 

When the rogue attempts to hide, the DM rolls the 
dice and keeps the result secret, but the rogue always 
thinks he is hidden. 

Hiding in shadows cannot be done in total darkness, 
since the talent lies in fooling the eye as much as 
in finding real concealment (camouflage, as it were). 
However, hidden characters are equally concealed to 
those with or without infravision. Spells, magical items, 
and special abilities that reveal invisible objects can 
reveal the location of a hidden rogue. 
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Move Silently: A rogue can try to move silently at 
any time simply by announcing that he intends to do 
so. While moving silently, the rogue’s movement rate is 
reduced to I/3 normal. The DM rolls percentile dice 
to determine whether the rogue is moving silently; the 
rogue always thinks he is being quiet. 

Successful silent movement improves the rogue's 
chance to surprise a victim, avoid discovery, or move 
into position to stab an enemy in the back. Obviously, 
a rogue moving silently but in plain view of his enemies 
is wasting his time. 

Open Locks: A rogue can try to pick padlocks, finesse 
combination locks Gf they exist), and solve puzzle locks 
(locks with sliding panels, hidden releases, and concealed 
keyholes). Picking a padlock requires tools. 

Using typical rogue's tools grants normal chances for 
success. Using improvised tools (a bit of wire, a thin dirk, 
a stick, etc) imposes a penalty on the character's chance 
for succes. The DM sets the penalty based on the 
situation and the tool being used; appropriate penalties 
can range from -5 for an improvised but suitable tool, 
to -60 for an awkward or wholly unsuitable item (like 
a stick). 

The amount of time required to pick a lock is IdIO 
rounds. À rogue can try to pick a particular lock only 
once per experience level. If the attempt fails, the lock 
is simply too difficult for the character until he learns 
more about picking locks. He may try to pick the lock 
again when he gains a level. 


Pick Pockets: The rogue uses this skill when filching 


small items from other peoples’ pockets, sleeves, girdles, 


packs, etc., when palming items (such as keys), and 
when performing simple sleight of hand tricks designed 
to fool onlookers. 
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A failed attempt means the rogue did not get an item, 
but it does not mean that his attempt was detected. 
To determine whether the victim noticed the rogue’s 
indiscretion, subtract three times the victim's level from 
100. If the rogue's pick pockets roll was equal to or 
greater than this number, the attempt is detected. 

If the DM wishes, he can rule that a rogue of higher 
level than his victim is less likely to be caught pilfering, 
The chance that the victim notices the attempt can 
be modified by subtracting the victim’s level from the 
rogues level, and then adding this number to the 
percentage chance the rogue is detected. 

A rogue can try to pick someone's pocket as many 
times as he wants. Neither failure nor success prevents 
additional attempts, but getting caught might! 

Tunnelling: As a part of his career, a rogue can 
learn. the fine art of tunnelling, Success depends on 
the rogue’s skill, the material being tunnelled, and the 
availability of tools. 

The list below shows the time required to dig through 
IO feet of ground with adequate digging equipment. 
Having no tools doubles the time for sand/loose earth 
or packed earth, and quadruples it for rock. Having 
sufficient unskilled help can speed the process by two 
hours per IO feet regardless of material. At the end of 
every IO feet, make a skill check. Failure means the 
tunnel collapses. It can be re-dug at the loose-earth rate. 


Type of Earth Modifier Time 

Sand/loose earth -10% 5 hours 
Packed earth 0 10 hours 
Rock +10% 30 hours 


A rogue’s tunnelling skill is limited to shafts no more 
than a few feet long. It cannot double for mining skill. 
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Rogue Skill Base Scores 


Skill Base Score 
Bribe 5% 
Climb Walls 60% 
Detect Illusion 10% 
Detect Magic 5% 
Detect Noise 15% 
Escape Bonds 10% 
Find/Remove Traps 5% 
Forge Documents 10% 
Hide in Shadows 5% 
Move Silently 10% 
Open Locks 10% 
Pick Pockets 15% 
Read Languages 0% 
Tunnelling 15% 


Rogue Skill Armour Adjustment 


Studded or 

Skill None Padded Hide Scale Shell Chitin Half Plate Field Plate 
Bribe — — — — — — — — 
Climb Walls +10% -30% -60% -40% -50% -90% -95% -95% 
Detect Illusion x — = = = = — E 
Detect Magic = = = = = = = = 
Detect Noise = -10% -10% -20% -25% -30% -50% -70% 
Escape Bonds +5% -5% -10% -10% -20% -40% -75% -80% 
Find/Remove Traps = -10% -50% -15% -25% -20% -40% -80% 
Forge Documents E -10% -25% -20% -40% -50% -60% -70% 
Hide in Shadows +5% -20% -20% -30% -30% -50% -75% -95% 
Move Silently +10% -20% -30% -40% -40% -60% -80% -95% 
Open Locks = -10% -50% -15% -15% -20% -40% -80% 
Pick Pockets +5% -30% -60% -40% -40% -50% -75% -95% 
Read Lariguages = = E = — = = E 
Tunnelling +10% -10% -30% -25% -40% -60% -80% -95% 
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Rogue Skill Dexterity Adjustment 


Dexterity Climb Escape E Forge Hide in Move Open Pick 
Score Walls Bonds Traps Documents Shadows Silently Locks Pockets Tunnelling 

9 -10% -20% -10% -15% -10% -20% -10% -15% -10% 
10 -5% -15% -10% -10% -5% -15% -5% -10% -5% 

II = -10% -5% -5% c -10% c -5% = 

ig = = = = = -5% = = = 

13-15 = = = = = = = = = 

16 = = =< +5% = zs +5% = ze 

I7 +5% +5% = +7% +5% +5% +10% +5% = 
18 +10% +10% +5% +10% +10% +10% +15% +10% +5% 
I9 +15% +12% +10% +15% +15% +15% +20% +15% +10% 
20 +20% +15% +12% +17% +17% +20% +25% +20% +15% 
2I +20% +17% +15% +20% +20% +25% +27% +25% +20% 
22 +25% +20% +17% +22% +22% +30% +30% +27% +25% 
23 +25% +22% +20% +24% +24% +33% +33% +30% +30% 
24 +30% +24% +22% +27% +27% +35% +35% +33% +35% 
25 +30% +30% +25% +30% +30% +35% +35% +35% +35% 

Rogue Skill Racial Adjustment 

Half- Thri- 
Skill Aarakocra Dwarf Elf Half-Elf Giant Halfling Mul Pterran kreen 
Bribe = = +10% -10% -10% -5% -5% = -15% 
Climb Walls -15% -10% = aa -10% -15% +5% -5% N/A 
Detect Magic +5% -5% +5% = -10% +5% -5% -5% -15% 
Detect Illusion E m = EE -10% S = = =15% 
Detect Noise +5% = +5% i -10% +5% = = -15% 
Escape Bonds — — — — -10% +10% -5% — -15% 
Find/Remove Traps = +15% = = -10% +5% = = -15% 
Forge Documents -10% +5% +5% -10% -10% = -5% -15% 
Hide in Shadows = = +10% +5% = +15% = +5% +5% 
Move Silently +10% = +5% = -10% +10% +5% +5% -5% 
Open Locks -5% +10% -5% ae -10% +5% -5% -5% -15% 
Pick Pockets -10% zz +5% +10% -10% +5% = -5% -15% 
Read Languages — -5% — — -10% -5% -5% — -15% 
Tunnelling -15% +10% -10% -5% -10% — +10 — -15% 
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Bard 


Ability Requirements: Dexterity I2 
Intelligence 13 
Charisma I5 
All 

All 


Armour: 
Weapons: 


The bard is a member of a bizarre class of entertainers 
and storytellers prized by the aristocratic city dwellers. 
Freemen all, bards are traditionally allowed access to 
all Athasian cities, touring in groups or individually, 
spreading lore, news and entertainment, then travelling 
on, making a living with their wits and talents. It is also 
widely accepted that - as a consequence - many bards 
lead double lives as notorious blackmailers, thieves, 
spies, and even assassins. 

The bard must have neutral as one of the elements 
of his alignment. The bard’s profession puts him in 
touch with all sorts of people and situations and he 
cannot afford to have a strong polarity of alignment to 
complicate his interaction with them. 

Bards are first and foremost entertainers. Each has 
some skill as an orator, singer, actor, poet, musician, or 
juggler. Every bard character specialises in one particular 
mode of performance which should be noted on his 
character sheet - this may become pertinent in some 
role-playing situations. 

Among the nobility of the cities, bards are tools. They 
are commonly hired by one house of nobles and sent 
to another as a gift. The bards are sent to entertain, 
and usually to perform some other subtle task (such 
as robbery, assassination, espionage, etc.) as well. Due 
to ancient traditions, it is considered rude to turn 
down the gift of a bard or bard company. However, 
when presented with a troupe of bards from ones worst 
enemy, sometimes they are turned away. To get around 
this, the hiring party sometimes disguises their approach 
by using a third party to send the bards - it can turn 
into a very complicated collage of intrigue and deceit. 


Class Abilities 


Countersong: Bards can counter sonic effects. 
Characters within 30 feet of the bard are immune to the 
effect as long as the bard performs the counter (which 
can be a song, oration, performance etc.). While doing 
this, the bard can perform no other action except a slow 
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walk. If he is struck or fails a saving throw, his effort is 
ruined. To perform a countersong, the bard makes a 
saving throw vs. spell. Success means the countersong 
is effective and blocks the attack. Failure means the 
attack has its normal effect (everyone affected rolls 
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saving throws, normal damage is inflicted, etc). The 
bard can use this ability once per encounter or battle. 
This power does not affect verbal spell components or 
command words; it is effective against spells that involve 
explanations, commands, or suggestions. 

Influence Reactions: When performing before a 
group that is not attacking (and not intending to attack 
in just seconds), the bard can try to alter the mood of 
the listeners. He can try to soften their mood or make it 
uglier. The method can be whatever is most suitable to 
the situation at the moment - a fiery speech, a moving 
poem, a collection of jokes, a sad tale, a fine tune 
played on a Nibenese nose-flute, or a heroic song from 
the old homeland. 

Everyone in the group listening must roll a saving 
throw vs. paralysation Gf the crowd is large, make saving 
throws for groups of people using average Hit Dice). 
The die roll is modified by -I for every three experience 
levels of the bard (round fractions down). If the saving 
throw fails, the group's reaction can be shifted one level 
(see the Reactions section in the Dungeon Master's 
Guide), toward either the Friendly or Hostile end of 
the scale, at the player's option. Those who make a 
successful saving throw have their reaction shifted one 
level toward the opposite end of the scale. 

Inspiration: The music, poetry, and stories of the 
bard are inspirational, rallying friends and allies. If the 
exact nature of an impending threat is known, the bard 
can inspire his companions (immortalising them in word 
and song), granting a +I bonus to attack rolls, a +I 
bonus to saving throws, a +I bonus to any ability 
check, or a +2 bonus to morale. 

The bard must spend at least three full rounds singing 
or reciting before the battle begins. This affects those 
within a range of IO feet per level of the bard. 

The effect lasts one round per level. Once the effect 
wears off, it can't be renewed if the participants are still 
in battle. However, troops who have withdrawn from 
combat can be re-inspired by the bard’s words. 

The bard’s inspiration bonus increases by +I every 
six levels thereafter, as shown on the class table. 

Lore: All bards receive the knowledge (local history) 
non-weapon proficiency for free. Bards also have a 5% 
chance per level to identify the general purpose of any 
magic item. The bard need not handle the item but 
must examine it closely. Even if successful, the item’s 
exact function is not revealed, only its general nature. 
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Poisons: A bard is skilled with poisons, knowledgeable 
in their use and manufacture. Each level, the bard rolls 
Id4, adds the result to his level, and consults the 
poisons table to determine which new poison he has 
learned. If the bard has already learned the poison, he 
gains no new poison but may alter a known poison so 
all saves against that poison are at -2. If the total is 2I 
or higher, the bard may choose any poison on the list. 

Once learned, the bard can make a single dose of the 
poison every day using easily obtained materials at no 
cost, without needing to make a proficiency check. Each 
dose of poison lasts for 24 hours before becoming inert. 

A bard handling poisons never risks poisoning himself. 

See the Equipment chapter for more details on poison. 

Rogue Skills: A bard selects eight rogue skills from 
bribe, climb walls, detect magic, detect illusion, detect 
noise, escape bonds, find/remove traps, forge documents, 
hide in shadows, move silently, open locks, pick pockets, 
read languages, and tunnelling. The initial values of 
each skill are given under rogue skills above, and are 
modified by race, Dexterity, and armour. Rogue skills 
can only be used in light armour. 

Bards add nothing to these base values at Ist level. 
Each time a bard advances a level in experience, the 
player receives another 20 points to distribute. No more 
than I0 of these points can be assigned to a single 
skill, and no skill can be raised above 95%. Dark Sun 
characters start play at 3rd level, so a starting bard 
receives 40 points to distribute among his rogue skills. 

Countercharm: At 5th level, the bard gains the 
ability to use musical notes, oratory, or words of power 
to disrupt mind-influencing effects. The bard can start 
a performance that lasts until the end of his next turn. 
During that time, the bard and any friendly creatures 
within 30 feet who can hear the bard gain +3 bonus 
on saving throws against fear or charm. 

Poison Mastery: At 10th level, the bard can study 
poison under a more experienced bard (at least 15th 
level). This study takes 2d4 weeks and costs 1,000 cp 
per week. At the end of this period, the bard will be a 
master of poisons and can alter any poison as follows: 

e change onset time to anything from instantaneous 

to Id4 hours 

e change the poison so it builds up after repeated 

doses and kills IdIO days after the final dose 

e allow a dose to last for 72 hours 

e change delivery method from one type to another. 

Altering a poison costs one-half its market cost. 


Word of Power (Stun): At 20th level, a bard can 
utter a power word, stun against a single target three 
times per day, with a range of 5 yards per level. The 
target of the power word is stunned for a duration 
dependent on its current hit points: 

e Creatures with I to 30 hit points are stunned for 

4d4 rounds. 

e Creatures with 3I to 60 hit points are stunned 

for 2d4 rounds. 

e Creatures with 6I to 90 hit points are stunned 

for Id4 rounds 

e Creatures with over 90 hit points are unaffected 

by the power word. 

Brew Potions: At 2Ist level, bards learn to enchant 
magical potion fruits. But as their knowledge of the 
broadest spectrum of magical powers is limited, so too 
is the number of potions they learn to produce. At 21st 
level and every level beyond that, roll on the Potions 
and Oils treasure table to see what type of potion fruit 
the bard learns to brew. The bard must write the recipe 
into a spell book (or the Athasian equivalent). If that 
book is ever lost, so too is the formula. If a duplicate is 
rolled, then the bard has learned a second method to 
create the same potion fruit. If “DM ’s Choice” is rolled, 
let the player choose the potion. 

The bard does not need a laboratory for potion 
brewing. As with potions for wizards, roll percentile dice 
secretly to determine if the potion fruit has “taken”. The 
base chance is still 70%. Improve the chance 1% for 
every 100 cp worth of ingredients and every level of the 
bard above 20th. 


| Character Classes 


Illusions: Bards gain the ability to cast spells from 
the illusionist school when they attain 2Ist level. They 
are essentially wizards, with the usual restrictions for 
spell books and preparation. However, bard illusionists 
have no weapon or armour restrictions. They are not 
specialist mages, so they do not gain the specialist 
advantages. Further, they are not subject to the I6 
minimum Dexterity score for specialist illusionists. 

All spellcasting rules that apply to wizards also apply 
to bards. They use components, prepare new spells out 
of their own spell books, and so on. Bard illusionists 
begin as preservers but can defile as any other wizard, 
with the standard effects and consequences. 

Advanced Rogue Skills: At 21st level, the bard can 
add the remaining six rogue skills to his abilities. 

Read Scrolls: From 2Ist level, a bard can read any 
wizard or priest scroll and cast the spells which are 
upon it. The bard can determine what spells are on the 
scroll just by looking at it. 

Scribe Scrolls: A bard who reaches 23rd level can 
create scrolls, subject to all the restrictions for wizards. 
The bard must copy each spell from his own spell book 
or from another scroll he already owns. Unfortunately, 
bard-created scrolls tend to be less reliable than those 
made by wizards: the bard can only add his level beyond 
20th when determining the base chance to successfully 
scribe the scroll. 

Word of Power (Blind): At 25th level, the bard 
can utter a power word, blind against a single target 
three times per day, with a range of 5 yards per level. 
The blindness can be cured by a cure blindness or a 
dispel magic spell. The target is rendered sightless for a 
duration dependent on their hit points: 

e If the target has 25 or fewer hit points, the 

blindness is permanent until cured. 

e If the target has 26 to 50 hit points, the blindness 

lasts for Id4+I turns. 

e If the target has 5I to 100 hit points, the blindness 

lasts for Id4+I rounds. 

e If the target has over 100 hit points, there is no 

effect. 

Word of Power (Kill): At 30th level, the bard can 
utter a power word, kill against a single target three 
times per day, with a range of 5 yards per 2 levels. If 
the target has 60 hit points or less, it is killed. Creatures 
with 6I or more hit points are unaffected. 
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Poisons Table 


d4 + Poison 
Level Class 
2 A 
3 B 
4 C 
D 
6 E 
7 F 
8 J 
9 G 
10 H 
II I 
ig 


20 
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21+ 


Poison Varieties 


Cha’thrang lime 
Megapede venom, widow bile 
Barbed scorpion venom 


Antloid venom, gold scorpion venom 


Silt serpent venom, crystal spider 
venom, dark spider queen venom 


Dark spider venom 
Mulworm slime 

Redleaf sap 

Kivit musk 

Desert mastyrial extract 
Methelinoc, mulworm slime 
Redleaf paste 

Bittershine powder 
Mulworm slime 

Gray root 

Black lotus 

Kank venom, mountain spider venom 
Siltweed extract 

Bloodgrass sap 


Player’s choice 


Cha 


Delivery 
Method 


Injury 
Injury 
Injury 
Injury 
Injury 
Injury 
Injury 
Ingested 
Ingested 
Ingested 
Ingested 
Contact 
Contact 
Contact 
Contact 
Contact 
Injury 
Injury 


Injury 
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Onset 
Time 
Id3 xIO rounds 


2d6 rounds 
Id4+I rounds 
Id2 rounds 
Immediate 
Immediate 
Id4 rounds 
2d6 hours 
Id4 hours 
2d6 rounds 
Id4 rounds 
2d4 rounds 
2d4 rounds 
Immediate 
Id4 rounds 
I round 
2d12 rounds 
Id3 hours 


Immediate 


Strength 
15/0 


20/1d3 
25/2d4 
30/2d6 
Death/20 
Death/0 
Death/20 
20/10 
20/10 
30/15 
Death/20 
5/0 
10/0 
15/0 
20/5 
Death/25 
Paralysis 2d6 rounds/0 
Debilitation*/0 


Paralysis 2d6 rounds/0 


Crafting 
Cost 
50 cp 


125 cp 
200 cp 
375 cp 
1,000 cp 
750 cp 
1,000 cp 
100 cp 
125 cp 
250 cp 
1,000 cp 
100 cp 
150 cp 
150 cp 
250 cp 
1,500 cp 
100 cp 
100 cp 


250 cp 


Market 
Cost 


100 cp 
250 cp 
400 cp 
750 cp 
2,000 cp 
1,500 cp 
2,000 cp 
200 cp 
250 cp 
500 cp 
2,000 cp 
200 cp 
300 cp 
300 cp 
500 cp 
3,000 cp 
200 cp 
200 cp 


500 cp 


* Victims movement and ability scores are halved for Id3 days and they cannot heal by any means until the 


poison is neutralised or elapses. 


Bards Table 


Experience 
Points 


0 
1,250 
2,500 
5,000 

10,000 
20,000 
40,000 
70,000 
110,000 
160,000 
220,000 
440,000 
660,000 
880,000 

1,100,000 

1,320,000 

1,540,000 

1,760,000 

1,980,000 

2,200,000 

2,420,000 

2,640,000 

2,860,000 

3,080,000 

3,300,000 

3,520,000 

3,740,000 

3,960,000 

4,180,000 


4,300,000 


Level 
I 


2 


3 


Hit Dice 
(d6) 


I 
2 


3 


Attack 


Bonus 


+0 
+0 
+1 
+1 
+2 
+2 
+3 
+3 
+4 
+4 
+5 
+5 
+6 
+6 


+7 


haracter Classes 


Inspiration +5, word of power (blind) 


Abilities 


Countersong, influence reactions, inspiration, lore, 


poisons, rogue skills 


Poisons 
Influence reactions (-D), poisons 
Poisons 
Countercharm, poisons 
Influence reactions (-2), poisons 
Inspiration +2, poisons 
Poisons 
Influence reactions (-3), poisons 
Poisons, poison mastery 
Poisons 
Influence reactions (-4), poisons 
Inspiration +3, poisons 
Poisons 
Influence reactions (-5), poisons 
Poisons 
Poisons 
Influence reactions (-6), poisons 
Inspiration +4, poisons 


Poisons, word of power (stun) 


Brew potions, illusion, influence reactions (-7), rogue 


skills, read scrolls 


Scribe scrolls 


Influence reactions (-8) 


Influence reactions (-9) 


Influence reactions (-10), word of power (kill) 
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Thief 


Ability Requirements: Dexterity 9 


Armour: All light armour. Rogue skills 
may be used in heavier armour 
at the usual penalties. 

Weapons: All 


Athas is a world of intrigue and treachery, of shady 
deals and secretive organisations - it's a rogue's paradise. 
Athasian thieves run the gamut of society. They range 
from gutter snipes who prey on merchants and freemen 
of the cities to vagabonds who steal what they can 
from passing caravans or merchant trains. At their best, 
thieves can be in the employ of the nobility, plying their 
trade by contract in the name of a royal household or 
noble do-gooders stealing from the corrupt and wealthy. 

A thief can choose any alignment except lawful good 
and can be from any social class. 


Class Abilities 


Backstab: Thieves are masters of the knife in the 
back. When attacking someone by surprise and from 
behind, a thief can improve his chance to successfully 
hit (+4 modifier for rear attack and negate the target’s 
shield and Dexterity bonuses) and greatly increase the 
amount of damage his blow causes. 

To use this ability, the the victim must be unaware 
that the thief is present or intends to attack him. If an 
enemy sees or hears the thief approach, or is warned, he 
is not caught unaware, and the backstab is handled like 
a normal attack (although bonuses for a rear attack still 
apply). Opponents in battle often notice a thief trying to 
manoeuvre behind them - the first rule of fighting is to 
never turn your back on an enemy! However, someone 
not expecting an attack can be caught unaware even if 
he knows the thief is behind him. 

The backstab multiplier applies to the amount of 
damage before modifiers for Strength or weapon bonuses 
are added. Multiply the weapon's standard damage, 
then add Strength and magical weapon bonuses. 

Backstabbing has limitations. First, the damage 
multiplier applies only to the thief's first attack, even if 
multiple attacks are possible. Second, the thief cannot 
use it on every creature. The victim must have areas 
that are specifically vulnerable (which leaves out most 
slimes, jellies, oozes, and the like). Finally, the thief 
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has to be able to reach a significant target area. To 
backstab a giant, the thief would have to be standing 
on a ledge or window balcony. Backstabbing him in the 
ankle just isn’t going to be as effective. 
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Rogue Skills: A thief selects eight rogue skills from 
bribe, climb walls, detect magic, detect illusion, detect 
noise, escape bonds, find/ remove traps, forge documents, 
hide in shadows, move silently, open locks, pick pockets, 
read languages, and tunnelling. The initial values of 
each skill are modified by race, Dexterity, and armour. 
Rogue skills can only be used in light armour. 

At Ist level, all thieves receive 60 discretionary 
percentage points that they can add to their base scores. 
No more than 30 points can be assigned to any single 
rogue skill. 

Each time the thief advances a level, the player 
receives another 30 points to distribute. No more than 
I5 points per level can be assigned to a single skill, and 
no skill can be raised above 95 percent (not including 
adjustments for Dexterity, race, and armour). The DM 
can rule that some portion of the points earned must be 
applied to skills used during the course of the adventure. 

Because Dark Sun characters start at 3rd level, thieves 
start play with 120 points to distribute 

Adaptation: From 3rd level, the thief does not 
suffer combat and initiative penalties for fighting in 
an unfavourable environment. If the environment also 
includes special saving throws or ability checks due to 
physical conditions, such as a Dexterity check to avoid 
falling off a ladder when struck in melee, the thief 
receives a +3 (or +15%) bonus to the check. 

The thief cannot ignore situational movement penalties, 
environmental factors that are not combat-related, or 
conditions that are physically impossible to overcome. 
No one can avoid sinking into silt without aid, and 
water resistance still makes slashing and bludgeoning 
weapons almost useless without a ring of free action or a 
free action spell. Likewise, characters adapted to fighting 
underwater still have to find ways to breathe. 

Specialisation: Expert in all manner of combat 
techniques, at 4th level and every 4 levels thereafter, the 
thief gains a free fighting style specialisation. 

Evasion: At 7th level, thieves can avoid damage from 
energy discharges, breath weapons, fireball spells, and 
the like, and other directed attacks. The thief saves as 
normal and suffers no damage if successful. This is not 
effective against effects that do not inflict damage or do 
not normally allow a save. The thief can avoid missiles 
fired from fixed points, such as traps and siege engines, 
but not by creatures. If not surprised, the thief avoids 
the missile with a successful save vs. breath weapon. 
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Patron: At 10th level a thief can attempt to attract a 
patron. A patron is a noble who will sponsor the thief 
and protect him under his house and name. The thief 
is expected to perform tasks for the patron, such as theft, 
spying, and even assassination in return for lodging and 
political protection. 

The base chance of finding a patron is a percentage 
roll equal to 5% per level of the thief beyond 9th. The 
thief can attempt to locate a patron once per level. 
Once a patron is obtained, the thief need not roll 
further - the thief is from then on in the employ of 
one noble family from one city of the DM’s choice. A 
thief need not seek out a patron if he doesn’t wish to. 
Further, once a thief has a patron, the only way to leave 
his service is through death - a hired thief knows too 
many of the noble’s secrets to be allowed to resign in 
any conventional way. 

In the campaign, having a thiefly patron will mean 
several things. First, the DM can assign the thief jobs 
for the family, which he must perform or be targeted 
for assassination himself. Second, the thief can never be 
personally held responsible for his crimes while working 
for a patron. Typically, patrons have powerful friends 
among the defilers and templars of a city-state to protect 
both themselves and their thief employees. 

Read Scrolls: At 10th level, a thief gains a limited 
ability to use magical and clerical scrolls. A  thief’s 
understanding of magical writings is far from complete, 
however. The thief has a 25% chance to read the scroll 
incorrectly and reverse the spell’s effect. This sort of 
malfunction is almost always detrimental to the thief 
and his party. 

Fall/Jump: From 15th level, the thief can safely 
break a fall if there is a vertical surface nearby to help 
slow his descent. A very accomplished thief can fall or 
jump from amazing heights and not suffer the slightest 
injury. The maximum distance from a vertical surface 
and the maximum distance for a safe fall depends on 


the thief's level: 


Level Surface Distance Distance Fallen 
15-16 r 30 
17-18 2 60' 
I9-20 3 90' 
21722 5i 120’ 
23-24 7 150’ 
25-27 9' I80' 
28-30 II 210° 
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Featherfoot: From 19th level, the thief can make 
his footsteps as light as a feather, moving silently and 
exerting very little pressure on the surface he is moving 
over. 

A thief who makes a successful move silently roll can 
move a short distance over a surface without exerting 
any appreciable weight on it, according to the table 


below: 
Level Surface Distance* Movement 
I9-22 Soft 30' I2 
23-26 Very Soft 60 I5 
27+ Liquid 120’ 18 


* The thief must stop and make contact with the 
surface after moving this far. 

Soft Surfaces Mud, sand, snow, or other surfaces 
where normal humans would leave clear tracks. 

Very Soft Surfaces: Silt, quicksand, fine dust, or other 
surfaces where normal humans would sink slowly. 

Liquid Surfaces: Water or other surfaces where normal 
humans would sink immediately. 

A thief using the featherfoot skill moves in complete 
silence and leaves no tracks on the ground. The 
character's weight does not press down upon the surface 
at all. The character does not set off any alarm or trap 
triggered by weight and does not trigger a squeaking 
floors spell. 

Illusions: Thieves gain the ability to cast spells from 
the illusionist school when they attain 2Ist level. They 
are essentially wizards, with the usual restrictions for 
spell books and preparation. However, thief illusionists 
have no weapon or armour restrictions. They are not 
specialist mages, so they do not gain the specialist 
advantages. Further, they are not subject to the I6 
minimum Dexterity score for specialist illusionists. 

All spellcasting rules that apply to wizards also apply 
to thieves. They use components, prepare new spells out 
of their own spell books, and so on. Thief illusionists 
begin as preservers but can defile as any other wizard, 
with the standard effects and consequences. 

Improve Dexterity: On gaining a new level, a 
thief of 2Ist level or higher may forego the usual 30 
discretionary percentage points and instead add I point 
to his Dexterity score. À thief can raise his Dexterity 
score to a maximum of 2I this way. The increase is 
immediate and affects all aspects of play, from Armour 
Class and missile fire to all rogue skills. 
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Advanced Rogue Skills: At 2Ist level, the thief 
can add the remaining six rogue skills to his abilities, 
starting at their base scores, modified for race, Dexterity 
and armour as normal. 

Superior Evasion: From 23rd level, a thief takes only 
half damage on a failed save from attacks that would be 
affected by his evasion ability. 

Non-detection: From 27th level, thieves can shield 
themselves from many types of magical divination, as 
the 3rd-level wizard spell of the same name. When 
subjected to a spell such as ESP, clairaudience, or 
detect invisibility, or to a magical item such as a crystal 
ball, a successful Wisdom check defeats the spell or 
device. Even if the roll fails, the thief is still entitled to 
any applicable saving throws. 

This skill is also effective against the ability of 
intelligent or powerful creatures to detect invisible 
opponents. When subjected to one of these powers, the 
thief can attempt an opposed Wisdom check to remain 
undetected. 

This skill is not effective against the spells know 
alignment, true seeing, commune, or contact other plane. 

Shadow Travel: At 30th level, the thief can move 
rapidly from one shadowy area to another, moving at 
seemingly blinding speed. 

To use this ability, the thief must first successfully 
hide in shadows. After entering the area of shadow, 
the thief can move into other shadows at increased 
speeds. The actual movement depends on the amount 
of shadow available, according to the table below: 


Movement Rate 


Amount of Shadow 


None Normal 
Weak Shadows I5 
Strong Shadows I8 
Very Shadowy 24 


Weak Shadows Twilight, indoor light, moonless/ 
overcast. 

Strong Shadows: Outdoors at night, dim indoor light. 

Very Shadowy: Near darkness. 

The thief is visible when moving between shadows, 
but remains hidden while within the shadows and can 
move at an accelerated rate until he attacks or the 
shadows get weaker. If the he leaves the shadows to 
attack, he can enter them again and resume accelerated 
movement on any round when he does not attack and 
there are shadows available. 


Thieves Table 


Experience 
Points 


0 
1,250 
2,500 
5,000 

10,000 
20,000 
40,000 
70,000 
110,000 
160,000 
220,000 
440,000 
660,000 
880,000 

1,100,000 

1,320,000 

1,540,000 

1,760,000 

1,980,000 

2,200,000 

2,420,000 

2,640,000 

2,860,000 

3,080,000 

3,300,000 

3,520,000 

3,740,000 

3,960,000 

4,180,000 


4,300,000 


Level 
I 


2 


Hit Dice 
(d6) 
I 


2 


3 


Attack 


Bonus 


+0 
+0 
+1 
+1 
+2 
+2 
+3 
+3 
+4 
+4 
+5 
+5 
+6 
+6 


+7 
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Abilities 
Backstab x2, rogue skills 


Adaptation 
Specialisation 


Backstab x3 


Evasion 
Specialisation 
Backstab x4 


Patron, read scrolls 


Specialisation 


Backstab x5 


Fall/jump 
Specialisation 


Backstab x6 


F eatherfoot 
Specialisation 


Dackstab x7, illusions, improve Dexterity, rogue skills 


Superior evasion 
Specialisation 


Backstab x8 


Non-detection 
Specialisation 
Backstab x9 


Shadow travel 


Trader 


Ability Requirements: Intelligence IO 


Wisdom I5 

Charisma I2 
Armour: All 
Weapons: All 


Individuals who provide the necessities of life wield 
enormous influence in a world where everything is in 
short supply. Traders specialise in finding the impossible 
and getting it to market for the maximum profit. Because 
of their ability to provide goods otherwise unattainable, 
traders are tolerated everywhere, from the cities of the 
sorcerer-kings to the slave tribe villages in the wastes. 

All traders aspire to become masters of major trading 
houses, but most start much lower on the scale. On 
their rise to power and riches, they have no problem 
accompanying adventurers. A trader acts as a negotiator, 
interpreter, and diplomat for his group, appraising the 
treasure they find and bargaining for supplies. Those 
adventurers who travel with a young trader often form 
the core of a new merchant house, are adopted into the 
trader's family, or earn spots as senior agents after the 
trader becomes successful. 


Class Abilities 


Fast Talk: Fast talking is the art of distraction and 
misdirection, the ability to con another into a certain 
course of behaviour. Its uses range from fraud, to talking 
one’s way out of trouble, to simply getting a better price. 

Targets with Intelligence 3 or less are so dim that 
attempts to fast talk succeed automatically, while those 
with Intelligence or Wisdom 20 or higher are immune. 
Fast talk should never be used in place of good role- 
playing and can’t be used on other player characters. 

Fast talk requires a Charisma check. Apply the 
targets Insight Bonus and Will Bonus as penalties to 
the result, as well as a situation penalty: 

À routine situation is a normal transaction for a 
trader, including receiving up to I0% more or paying 
10% less for an item than its worth, or persuading a 
target to believe a plausible exaggeration or falsehood. 
A routine situation is a normal Charisma check. 

A moderate situation isn't beyond a traders ability, 
but challenges him. It includes getting 30% more or 
paying 30% less for an item than it’s worth, persuading 
a target to believe an implausible lie, or convincing a 
band of raiders of equal or lesser level not to attack. A 
moderate situation is a Charisma check at -3. 
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A very difficult situation is probably beyond the skills 
of the trader in question, but the payoff is such that he 
has to try. These include receiving 50% more or paying 


50% less for an item than it’s worth, convincing a target 
of an outright and obvious lie, or talking higher level 
opponents out of making an attack. A very difficult 
situation is a Charisma check at -6 or more. 

A trader gains a +I bonus on fast talk attempts per 
four experience levels. 

Poisons: A trader is skilled with poisons, knowledgeable 
in their use and manufacture. Each level, the trader 
rolls 1d4, adds the result to his level, and consults the 
poisons table (see the bard class) to determine which 
new poison he has learned. If the trader has already 
learned the poison, he gains no new poison but may 
alter a known poison so all saves against that poison are 
at -2. If the total is 2I or higher, the trader may choose 
any poison on the list. 

Once learned, the trader can make a single dose of 
the poison per day using easily obtained materials at no 
cost, without needing to make a proficiency check. Each 
dose of poison lasts for 24 hours before becoming inert. 

A trader handling poisons never risks poisoning 
himself. 

Rogue Skills: A trader learns the arts of stealth, 
double-dealing, and thievery from an early age, for 
intrigue and espionage are normal parts of everyday 
business on Athas. A starting trader may select eight 
rogue skills. These are modified by the character's race, 
Dexterity score, and armour being worn. Like a bard, 
a trader adds no points to the base values at Ist level. 
Each time the trader advances a level, he receives 20 
points to distribute among the skills. No more than IO 
points can be assigned to a single skill at one time, and 
no skill can ever be raised above 95%. As Dark Sun 
characters start play in at 3rd level, a starting trader 
receives 40 points to distribute among his rogue skills. 

Language: A trader is a skilled linguist. He gains an 
extra language per three levels, in addition to those he 
knows due to his race and proficiency choices. 

Agents: Once a trader reaches 10th level, he starts 
to attract agents. These agents are individuals of 
exceptional ability who serve as personal aides to the 
trader. A trader never has to accept the services of a 
given agent, but if an agent is rejected, the player can’t 
roll again for a new agent until his character earns 
another level. 


Using the tables below, check the number of followers 
gained at each level, roll for their levels, and check to 
see if any of them are special agents by rolling the given 
percentage or less. If this roll does not succeed, roll for 
the agent's race and class. If this roll succeeds, roll on 
the special agent table for that follower. 

If the result calls for an exceptional situation, the 
player may roll on the appropriate table. The trader 
may roll at 10th level and once per level after that. This 
is by no means automatic; only those traders who have 
been in close contact with one or more of the groups or 
individuals in the Exceptional Situations table should 
be allowed to roll. If the result is a group or individual 
with whom the trader has never had any contact, then 


the roll fails. 

The friendship of a tribe, such as thri-kreen or 
halflings, indicates that the trader or his family has 
done a favour for or maintained good relations with the 
tribe. The DM should create a description of the tribe 
and a reason why their friendship with the trader exists. 
Friendly tribes are always well-inclined toward the trader 
and his companions. They offer food and shelter and, in 
extreme cases, fight for the trader. Note that friendship 
is not easily given. Any who abuse the trust of a tribe 
will find that friendship can swiftly turn to hostility. 

The favour of an official is less reliable than the 
friendship of tribes. A trader who is in an official’s favour 
may ask for assistance from local guards or templars 
(although there is no assurance that such assistance will 
be given). He can also expect to be able to bend local 
law without being harassed. Any trader who abuses an 
official’s favour will find it swiftly withdrawn. 

Services from planar creatures, and the exact nature of 
those creatures, are to be determined by the DM. Note 
that many of these creatures are evil, untrustworthy 
entities. Any services provided will not come cheaply; 
the cost may be such that not even the most foolhardy 
trader will want to pay. 

Enchantments: At 2Ist level, traders gain the ability 
to cast wizard spells from the enchantment/charm 
school. They are essentially wizards, with the usual 
restrictions for spell books and preparation. However, 
trader enchanters have no weapon or armour restrictions 
when casting spells. They are not specialist mages, so 
they do not gain the specialist advantages. Further, they 
are not subject to the I6 minimum Charisma score for 
specialist enchanters. 
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All spellcasting rules that apply to wizards also apply 
to traders. They use components, prepare new spells out 
of their own spell books, and so on. Trader enchanters 
begin as preservers but can defile as any other wizard, 
with the standard effects and consequences. 

Improve Charisma: On gaining a new level, a 
trader of 9Ist level or higher may forego the usual 
20 discretionary percentage points and instead add I 
point to his Charisma score. À trader can raise his 
Charisma to a maximum of 2I this way. The increase 
is immediate and affects all related statistics. 

Advanced Rogue Skills: At 2Ist level, the trader 
can add the remaining six rogue skills to his abilities, 
starting at their base scores, modified for race, Dexterity 
and armour as normal. 

Seneschal: At 2Ist level, the trader gains a powerful 
individual follower keen to work alongside him. The 
new follower must have been impressed by the trader's 
accomplishments before he attained his new level. The 
DM determines the exact follower. Some examples 
include: a high-level thief, bard, or fighter; a tarek 
champion; or a wayward tohr-kreen. If necessary, use 
the Ranger's Followers table to determine the seneschal. 

Troops: When the trader reaches the heights of fame 
and fortune, his reputation grows. As word spreads, 
warriors who are eager to serve in a successful merchant 
house will seek him out. These troops will remain loyal 
to the trader for as long as they are not mistreated and 
there are profits to be won. They do not require payment; 
the prestige of serving a great house is sufficient reward. 

Troops are always gained in groups of I0 individuals 
called a stand. All 10 are of the same race and experience 
level with the same equipment. A unit consists of some 
number (usually 2-20) of identical stands. 

Once a trader reaches 2Ist level, he attracts his first 
unit of troops. This first unit will always be made up of 
warriors of the same race and background as the trader. 
The first unit consists of IdI0+2 stands (30-120 
individuals). Roll Id2+I to determine the unit's level. 

As the trader gains each new level beyond 2Ist, he 
will attract another unit of troops. These subsequent 
troops, though, may be of very different backgrounds 
than the trader himself. 

A trader cannot avoid attracting troops. The fame of 
his achievements will draw the attention of warriors who 
seek to share in the accomplishments of his house and 
bring glory to his name. 


Eminence: From 23rd level, the trader exudes an 
aura of command and confidence. He receives a -4 
encounter reaction bonus when acting in a friendly 
manner. If the trader behaves in a threatening manner, 
his eminence can strike fear into those who hear his 
words. Creatures of less than 4 Hit Dice flee until the 
trader is no longer in sight. More powerful creatures are 
allowed a saving throw vs. spell to negate the fear. The 
ability works against all types of creatures - even those 
normally immune to fear attacks, such as undead. A 
cloak of bravery or remove fear spell breaks the effect. 
Once a creature has resisted the fear effect, it is not 
subject to fear effects from the same trader for the rest 
of the day. 

Creatures within 30 feet of an opposing trader using 
the eminence ability are not subject to the fear effect if 
the second trader's level is equal to or higher than the 
trader using the fear effect. 

Perfect Morale: From 26th level, the trader's followers, 
henchmen, and hirelings become fanatically loyal to the 
trader and never fail a morale check. Their morale is 
treated as 20 at all times. 

Golden Tongue: At 30th level, a traders words carry 
great authority. To use this ability, the trader must speak 
loudly and clearly for a full round. Every creature within 
180 feet can hear the trader speaking unless it has been 
magically deafened. Creatures that hear the trader are 
automatically enthralled (as the 2nd-level priest spell) 
if they have less than 5 Hit Dice. Other creatures can 
save vs. spell to avoid the effect. Creatures do not have 
to understand the traders words - they merely have to 
hear them. Undead and creatures normally immune 
to charm spells, such as golems and creatures with 
Wisdom scores of I9 or more, are not affected. 

The trader can hold an audience enthralled for up to 
one hour, as per the enthrall spell, but excessive jeering 
can break the effects (see the spell description in the 
Player’s Handbook). 

The trader can also utter a mass suggestion to 
creatures the character has enthralled; this functions as 
the Gth-level wizard spell of the same name except that 
it affects every creature currently enthralled regardless of 
the trader’s level. There is no saving throw vs. the mass 
suggestion if it is completed before the enthrall effect 
ends. The trader can issue only one mass suggestion per 
use of the golden tongue ability. 

The trader can use this ability three times per day. 
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Trader Agents Agent Race and Class 
Trader's Agents Id100 Id100 
Level Gained Agent's Level 96 Special Roll Agent's Race Roll Agent's Class 
10 I 1d4+1 0 I-5 Aarakocra I-5 Bard 
II I 1d4+2 5 6-14 Dwarf 6-15 Cleric (roll d20) 
I2 Id2 Id6+I 10 15-26 Elf I2 air 


I6 Id6 IdIO+I 30 
I7 Id6 IdI0+2 35 
18 Id8 IdI2+I 40 93-95 Pterran I7-I8 sun 
Special Agents 26-40 Fighter 
1d100 Roll Special Agent’s Type 41-48 Gladiator 
I-15 Fighter or gladiator and followers (if any) 59-55 Preserver 
16-25 Agent is a multi-class character 


26-35 Roll agent as normal, but add Id6 levels 


87-00 Trader 
66-81 Kenku Trader Troops 
82-86 Pseudodragon Trader's Stands 
Level Attracted Stands’ Level Special* 
87-96 Tarek 22 IdI044 Id3+I 5% 
EMT gg i Gee ga 
24 IdI2+2 Id4-I 15% 


Exceptional Situations 


d20 Roll Situation 
1-4 Friendship of a thri-kreen pack 
5-TI Friendship of an elf tribe 28 1d20+4 Id8+I 35% 
12-13 Friendship of a halfling tribe 29 1d20+6 Id84-9 40% 


30 1d20+8 IdIO+I 45% 


* Chance that the unit is unusual in nature. Examples include kank 
cavalry, thri-kreen, elves, aarakocra, or human fighters of exceptional 
equipment or morale. The DM decides all special characteristics. 
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Experience 
Points 


0 
1,250 
2,500 
5,000 

10,000 
20,000 
40,000 
70,000 
110,000 
160,000 
220,000 
440,000 
660,000 
880,000 

1,100,000 

1,320,000 

1,540,000 

1,760,000 

1,980,000 

2,200,000 

2,420,000 

2,640,000 

2,860,000 

3,080,000 

3,300,000 

3,520,000 

3,740,000 

3,960,000 

4,180,000 


4,300,000 


Level 
I 


2 


3 


Hit Dice 
(d6) 
I 


2 


3 


Attack 


Bonus 


+0 
+0 
+1 
+1 
+2 
+2 
+3 
+3 
+4 
+4 
+5 
+5 
+6 
+6 


+7 
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Abilities 
Fast talk, poisons, rogue skills 
Poisons 
Language, poisons 
Fast talk +I, poisons 
Poisons 
Language, poisons 
Poisons 
Fast talk +2, poisons 
Language, poisons 
Agents, poisons 
Agents, poisons 
Agents, fast talk +3, language, poisons 
Agents, poisons 
Agents, poisons 
Agents, language, poisons 
Agents, fast talk +4, poisons 
Agents, poisons 
Agents, language, poisons 
Agents, poisons 


Agents, fast talk +5, poisons 


Enchantments, improve Charisma, language, rogue 
skills, seneschal, troops 


Troops 
Eminence, troops 
Fast talk +6, language, troops 
Troops 
Perfect morale, troops 
Language, troops 
Fast talk +7, troops 
Troops 


Golden tongue, language, troops 
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Warrior 


There are three different types of warrior on Athas, each 
with a slightly different approach and a particular style 
of combat. There are no paladins on Athas, because 
the idea of serving good and right for the simple rewards ( 
of inner peace and faith faded from Athas long ago. 

The fighter is a skilled warrior, trained for both 
individual combat and warfare in military formations. 
Characters of this type are the mainstay of any organised 
military force. 

The gladiator is a specialised warrior trained for 


a 


combat in the arenas. He’s skilled in the use of many 
obscure weapons and combat techniques, including 
those peculiar to specific combat games and popular 
blood sports. He is forged in the blood and excitement 
of the arena, trained to fight and kill for the enjoyment 
of others. When a gladiator earns his freedom and 
becomes a player character, he demonstrates skills and 
abilities that make him a deadly opponent. 

The ranger is a warrior knowledgeable in the ways of 
the wilderness, skilled in surviving the rigours of the wild 
oases and the brutal stretches of desert between them. 
Many tribes have at least one ranger in their ranks. 

Proficient: Warriors are automatically proficient in all 
weapons without spending any weapon proficiency slots. 


Fighter 


Ability Requirements: Strength 9 
Armour: All 


Weapons: All 


From the small forts in sandy wastes of Athas to the 
guards of the merchant houses in the city-states, fighters 
can be found everywhere in the Tablelands. On Athas, 
the fighter is a trained warrior, a soldier skilled in mass | 
warfare. Every society on Athas maintains an army of 
fighters to protect itself from attack or to wage wars of 
plunder and annihilation against its neighbours. Fighters 


are both the commanders and soldiers in these armies 
and, at higher levels, are experts in individual and 
formation combat, leadership, and morale. 
Fighters can be of any alignment. While fighters 
cannot cast spells, they can use many magical items, * T3ReMe 
including potion fruit, protection scrolls, most rings, and 
all forms of enchanted armour, weapons and shields. 
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Class Abilities 


Weapon Group Expertise: Fighters gain expertise in 
an entire weapon group for one weapon proficiency slot 
(other classes gain expertise in a single weapon for one 
weapon proficiency slot). 

Combat Dominance: The fighter can attack once 
per level every round against foes with less than one 
Hit Die. 

Instructor: À fighter can teach other characters 
weapon proficiencies when he reaches 3rd level. The 
fighter can train students in the use of any weapon. The 
fighter may train a number of students equal to his level 
in a single class - a class requires 8 hours of training 
each and every day for one month. At the end of that 
time each student must make an Intelligence check; 
those who pass become proficient in that weapon. A 
student may only be trained once, regardless of success, 
with a specific weapon. Students can become proficient 
with any number of new weapons in this manner. 

Specialisation: As a master of weapons and combat, 
a fighter can spend a weapon proficiency slot to develop 
exceptional skill with a particular weapon. The fighter 
gains a +I to hit and +2 damage with that weapon. 
Initially, a fighter can only specialise in a single weapon. 

Danger Sense: From 4th level, the fighter can make a 
Wisdom check to discover threats that are not obvious 
to less perceptive characters. The fighter can sense if 
hidden enemies are lurking in any area he can see 
well, scanning an area roughly 200 yards square in a 
single round, and discerning approximately how many 
creatures are hiding in the area and their approximate 
size. On the individual level, the fighter can tell if a 
creature is prepared to attack, determining the battle 
readiness of every being in an area the size of a 30-foot 
cube. He can study a single creature to determine if it 
has any concealed weapons, noting their general size, 
location, and type. 

Operate War Machines: A fighter can operate and 
supervise the use of war machines when he reaches 
4th level, including bombardment engines (like ballistas, 
catapults, and trebuchet), crushing engines (like rams 
and bores), and siege towers. See Chapter Seven: 
Equipment for more information. 

Construct Defences: A fighter can supervise the 
construction of defensive emplacements when he reaches 
5th level. See Chapter Seven: Equipment for more 
information on this. 


Heroic Surge: From 5th level, the fighter may take 
an additional action once per day. The fighter can only 
do so on their turn. This does not grant an additional 
bonus action - only an additional standard action. 

Commander: A fighter can command large numbers 
of troops when he reaches 6th level, up to 100 soldiers 
per level. This includes terminology, use of messengers 
and signals, use of psionic and magical aids to 
communication, etc. 

The fighter gains a Command Diameter equal to his 
level plus his Loyalty Adjustment. Note that this allows 
the fighter to command troops assigned to him, but does 
not give him the ability to raise the troops himself. 

Mastery: From 6th level, the fighter may spend a 
weapon proficiency slot to increase the bonus with their 
specialised weapon to +3 to hit and +3 damage. 

Extra Attack: The fighter gains an extra attack every 
other round with all melee weapons at 7th level and an 
additional extra attack every round at [3th level. 

Construct War Machines: Once the fighter reaches 
8th level, he can oversee the construction of heavy war 
machines. See Chapter Seven: Equipment for details. 

Followers: As a fighter increases in experience levels, 
his reputation as a warrior and leader of men grows. As 
word spreads, less experienced warriors who are eager 
to fight for the same causes will seek him out. These 
followers remain loyal to the fighter for as long as they 
are not mistreated and there are battles to be fought. 
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Followers are always gained in groups of IO individuals 
called a stand. All IO individuals in a stand are of 
the same race and experience level and have the same 
equipment. À unit consists of several (usually 2-20) 
identical stands. 

Once a fighter reaches 9th level, he attracts his first 
unit of followers. This first unit will always be made 
up of warrlors of the same race and background as the 
fighter Gf the fighter is a slave tribesman, so will be his 
first unit of followers). The first unit consists of IdI04-2 
stands (30-120 individuals) Roll Id2+I to determine 
the units level. 

As the fighter gains each new level beyond 9th, he 
will attract another unit of followers. These subsequent 
followers may be of different backgrounds than the 
fighter himself. 

A fighter cannot avoid gaining followers. The desperate 
populations of Athas are constantly on the lookout 
for great commanders; warriors who will lead them on 
campaigns of glory. These warriors pledge themselves to 


the fighter’s banner. 
Fighter Followers 


Fighter’s Stands Stands’ 

Level Attracted Level Special* 
10 1d10+4 Id3+I 5% 
II IdI2 1d3+2 10% 
I2 IdI2+2 Id4+I 15% 
13 IdI2+4 Id4+2 20% 
14 1d20 Id6+I 25% 
I5 1d20+2 1d6+2 30% 
16 1d20+4 Id8+I 35% 
I7 1d20+6 1d8+2 40% 
18 1d20+8 IdIO-I 45% 

ee 1d20+10 Id10+2 50% 


* Percentage chance that the unit is of an unusual nature. 
Examples include kank cavalry, thri-kreen, elves, aarakocra, or 
human fighters of exceptional equipment or morale. The DM 
decides all special characteristics. 


A fighter continues to gain followers beyond 20th 
level. Each level he gains another unit of followers with 
Id20+I0 stands and of IdI0--2 levels; it is 50% likely 
to be special in nature. 

Bravery: From 10th level, the fighter can harness 
his own strength of will to resist any fear effect. The 
character is immune to any form of unnatural fear from 
a spell, creature, or magical item. 
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Bypass Resistance: Beginning at IIth level, a fighter 
using any weapon - including his bare hands - can 
harm creatures that are normally hit only by +I or 
better magical weapons. The fighter does not actually 
get an attack or damage bonus but can harm creatures 
such as a lycanthropes with any physical attack. This 
power is not magical and is not diminished by factors 
such as planar distances or effects that disrupt magic. 
At I5th level, a fighter can harm creatures that are hit 
only by +2 or better weapons. This ability increases to 
allow the fighter to strike creatures that require a +3 
weapon at 19th level, a +4 weapon at 23rd level, and 
a +5 weapon at 27th level. 

Companion: At 9Ist level, the fighter gains a 
powerful individual follower sympathetic to his cause. 
The new follower must have been impressed by the 
fighters accomplishments before the fighter attained 
his new level. The DM determines the exact follower. 
Some examples include a high-level preserver, cleric, 
or ranger; a belgoi champion; or wayward half-giant. If 
necessary, use the Ranger's Followers table to determine 
the follower. 

Elites: A fighter can create entire units of elites upon 
reaching 2Ist level. The unit of followers to be trained 
must be of at least 5th level and can have no more 
stands than the fighter’s level. The unit’s equipment, 
mounts, or special characteristics have no effect on 
whether they can be trained or not. 

Training to elite status takes 30 uninterrupted 
days. At the end of that time, the unit gains certain 
advantages: its AD rises to the next higher die (AD 
6 becomes AD 8, etc.); its AC is improved by one 
point; its hits are increased by 3 points; and its ML 
is raised 4 points. Individual characters within the unit 
gain no benefit; the elite status applies only to the unit 
as a whole. New characters recruited into the unit are 
not considered elites. A fighter may train unlimited 
numbers of elite units. 

Improved Specialisation: From 2Ist level, a fighter 
can specialise or gain mastery in any number of weapons, 
paying for this as normal with weapon proficiency slots. 

Challenge: At 25th level, a fighter can issue a verbal 
challenge that can shake an enemy’s resolve. To use this 
ability, the fighter must be in plain sight, within hearing, 
and close enough to see the opponents face clearly (10 
yards if the visibility is good). This ability is not an 


attack and has no initiative modifier. 
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Opponents with 4+I Hit Dice/levels or less retreat, 
cautiously backing away and avoiding confrontation 
with the fighter for the rest of the day. If the fighter or 
his party attacks, the creature can return the attack, with 
the penalties detailed below. If the opponent has more 
than 4+2 Hit Dice/levels, it receives a save vs. death 
magic to escape the effects. 

If the creature fails its saving throw, it retreats from 
the fighter or remains in the area, suffering a +2 penalty 
on initiative and a -2 penalty on attacks, saving throws, 
and ability checks as long as the fighter remains within 
G0 feet. The creature may leave the area to avoid the 
effects, launching missile attacks or directing other 
activities, but the penalties return once it gets within 60 
feet of the fighter. 

If the opponent has IO or more Hit Dice, it is 
compelled to answer the challenge and attack the 
fighter. If it fails the save against death magic, it must 
immediately advance and engage in physical combat 
unless restrained by another creature (restraint breaks 
the compulsion to attack, but occupies the creatures 


involved for a full round). 
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Creatures unwilling to fight can save vs. death magic 
each round to break off the fight, otherwise, they engage 
in melee with the fighter. Affected creatures can employ 
spells or missiles but must close to melee first. 

Hardiness: Once per day, of falling 
unconscious at zero hit points and dying at -IO, the 
fighter can remain active until reaching -20 hit points, 
for up to 20 rounds. If not healed above -I0 hit points 
by the end of this period, the fighter dies. 

During this period, the fighter is immune to 
blindness, deafness, ability score reductions, paralysation, 


instead 


petrification, polymorph, energy drain, magical aging 
and the spells age creature, antipathy, cause blindness/ 
deafness, colour spray, contagion, energy drain, holy 
word, hold person, phantasmal killer, polymorph other, 
and any power word. 

Hardiness does not delay simple damage from any 
source, including continuing damage, such as Melfs 
acid arrow or a sword of wounding, or special forms of 
physical damage, such as severed limbs or broken bones. 
Nor does it protect against effects that are not directly 
harmful, such as charms, entanglement, or imprisonment. 
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Fighters Table 
Experience Points Level Hit Dice (d10) Attack Bonus Abilities 
0 I I +I Proficient, weapon group expertise 

2,000 2 2 +I Combat dominance 
4,000 3 3 +2 Instructor, specialisation 
8,000 4 4 +3 Danger sense, operate war machines 
16,000 5 5 +4 Construct defences, heroic surge 
32,000 6 6 +4 Commander, mastery 
64,000 7 7 +5 Extra attack 

125,000 8 8 +6 Construct war machines 
250,000 9 9 +7 Followers 

500,000 10 9+3 +7 Braver, followers 
750,000 II 9+6 +8 Bypass resistance (+I), followers 

1,000,000 12 9+9 +9 Followers 

1,250,000 13 9+12 +10 Extra attack, followers 

1,500,000 14 9+15 +10 Followers 

1,750,000 I5 9+18 HII Bypass resistance (4-2), followers 

2,000,000 16 9+21 +12 Followers 

2,250,000 17 9+24 +13 Followers 

2,500,000 18 9+27 +13 Followers 

2,750,000 19 94-30 +14 Bypass resistance (+3), followers 

3,000,000 20 9+33 +15 Followers 

3,250,000 2I 9--36 +15 Companion, elites, followers, improved specialisation 

3,500,000 29 9+39 +15 Followers 

3,750,000 23 94-42 +15 Bypass resistance (+4), followers 

4,000,000 24 9+45 +15 Followers 

4,250,000 25 9+48 +15 Challenge, followers 

4,500,000 26 9+51 +15 Followers 

4,750,000 27 94-54 +15 Bypass resistance (+5), followers 

5,000,000 28 94-57 +15 Followers 

5,250,000 29 9+60 +15 Followers 

5,500,000 30 9+63 +15 Followers, hardiness 
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Gladiator 


Ability Requirements: Strength I3 
Dexterity I2 
Constitution I5 
All 

All 


Armour: 
Weapons: 


Gladiators are the slave warriors of the city-states, specially 
trained for brutal physical contests. Disciplined in many 
diverse forms of hand-to-hand combat and skilled in the 
use of dozens of different weapons, gladiators are the 
most dangerous warriors on Athas. 

Gladiators can have any alignment: good, evil, lawful, 
chaotic, or neutral. A gladiator can use most magical 
items, including potions, protection scrolls, most rings, 
and all forms of enchanted armour, weapons, and 
shields; he abides by all warrior restrictions that apply. 


Class Abilities 


Improved Specialisation: As a reward for their years 
of training and discipline, gladiators are the ultimate 
masters of weapons. A gladiator can spend a weapon 
proficiency slot to specialise in any weapon, gaining +I 
to hit and +2 damage with that weapon. A gladiator 
can specialise in multiple weapons, if desired. 

Unarmed Combat: A gladiator is an expert in 
unarmed combat. He receives a +4 to hit with all 
unarmed attacks and a +4 bonus to both CMB and 
CMD for the purposes of all unarmed combat. 

Combat Dominance: The gladiator can attack once 
per level every round against foes with less than one 
Hit Die. 

Armour Optimisation: A gladiator can use his 
bonus action to optimise his armour from 5th level. 
He conditions himself to use his armour to its best 
advantage, dodging and moving, to confound opponents 
with his armour and shield. Provided the gladiator is 
wearing armour or using a shield, he receives a +I 
bonus to Armour Class every five levels (+I at 5th 
level, +2 at 10th level, +3 at I5th level, etc). Some 
magical items (like a ring of protection +2) do not count 
as armour while others (such as bracers of defence) do 
- the DM will rule on this on a case-by-case basis. 

Mastery: From 6th level, the gladiator may spend a 
weapon proficiency slot to increase the bonus with a 
specialised weapon to +3 to hit and +3 damage. 


Extra Attack: The gladiator gains an extra attack 
every other round at 7th level with all melee weapons 
and an additional extra attack every round at [3th level. 

Followers: A gladiator attracts followers when he 
reaches 9th level. The followers arrive in the same 
manner as for fighters. A gladiator’s first unit will always 
consist of other gladiators who have come to study his 
fighting style and “learn from a true master”. 

Inner Focus: From I8th level, a gladiator can 
concentrate for one round and marshal his personal 
energies to boost his Strength, Dexterity, or Constitution 
for one round per level. The gladiator gains +I to the 
chosen score, with an additional +I per three levels 
above I8, to a maximum of 4-5 at 30th level. The other 
two abilities suffer a -2 penalty for the same duration. 

The gladiator can take no other actions during the 
round spent concentrating on raising the selected 
ability. Bonuses are applied immediately and are lost 
immediately when the boost's duration ends. A gladiator 
who chooses to increase Constitution immediately gains 
bonus hit points but loses them again when the character's 
Constitution score returns to normal. Likewise, the effects 
from reduced ability scores are applied immediately but 
then vanish when the improvement ends. A character 
can have only one ability score improvement from this 
skill operating at any given time. 
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Whirlwind Attack: At 23rd level, a gladiator 
is capable of launching a massive blow that can be 
extended into a whirlwind attack that damages every 
enemy within reach. The gladiator makes a single attack 
roll against any adjacent opponent. If the attack hits, 
the opponent suffers normal damage from the blow. If 
the damage is sufficient to kill the opponent, the hail of 
blows from the gladiator automatically inflicts damage 
on every enemy within a 5-foot radius, as decided by the 
character. Every enemy within range takes 2d8 damage, 
plus an additional d8 damage per two levels above 
23rd, to a maximum of 5d8 damage at 29th level. 

Enemies who are larger than the original target, or 
whose Armour Classes are better than the original 
targets, are not harmed. Invisible opponents within the 
radius can be harmed if their effective Armour Classes 
(after the +4 bonus for invisibility) are not better than 
the original targets. If the initial attack misses, the 
whirlwind attack fails. If the initial attack hits, the target 
suffers normal damage from the attack. If the damage 
inflicted fails to kill the original target, there is no radius 
effect. The gladiator cannot move or take another action 
during the round when he attempts a whirlwind attack. 


Death Blow: At 30th level, a gladiator can strike a 
deadly blow that can fell an opponent in a single stroke. 
The gladiator makes a single melee attack roll against 
any adjacent opponent that he is eligible to attack. If 
the attack hits, the opponent suffers normal damage 
from the blow and must save vs. death magic or be 
slain immediately. The opponents defensive bonuses 
from protective devices (such as magical armour and 
rings or cloaks of protection) always apply to the saving 
throw, as do any other specific bonuses for saving throws 
against death magic. 

Opponents with more Hit Dice/levels than the 
gladiator are immune to the death blow. Creatures that 
would not normally be vulnerable to damage from the 
weapon the gladiator is using in the attack also are 
immune. 

When a gladiator attempts a death blow, that is the 
only attack he can make during the round. A gladiator 
can combine a death blow with a whirlwind attack. 
In such a case, only the initial target of the whirlwind 
attack is subject to the instant death effect, but this 
might allow the whirlwind attack to succeed when it 
otherwise might not. 


Gladiators Table 


Experience Points 


0 
2.950 
4,500 
9,000 
18,000 
36,000 
75,000 
150,000 
300,000 
600,000 
900,000 
1,200,000 
1,500,000 
1,800,000 
2.100,000 
2.400,000 
2,700,000 
3,000,000 
3,300,000 
3,600,000 
3,900,000 
4,200,000 
4,500,000 
4,800,000 
5,100,000 
5,400,000 
5,700,000 
6,000,000 
6,300,000 


6,700,000 


Level 
I 


2 


3 


Hit Dice 
(d10) 
I 


2 


3 


Attack Bonus 
+I 


+I 
+2 
+3 
+4 
+4 
+5 
+6 
+7 
+7 
+8 
+9 
+10 
+10 
+II 
+12 
+13 
+13 
+14 
+15 
+15 
+15 
+15 
+15 
+15 
+15 
+15 
+15 
+15 


Galt 
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Abilities 


Improved specialisation, proficient, unarmed combat 


Combat dominance 


Armour optimisation +I 
Mastery 


Extra attack 


Followers 
Armour optimisation +2, followers 
Followers 
Followers 
Extra attack, followers 
Followers 
Armour optimisation +3, followers 
Followers 
Followers 
Followers, inner focus +I 
F ollowers 
Armour optimisation +4, followers 
Followers, inner focus +2 
Followers 
Followers, whirlwind attack 2d8 
Followers, inner focus +3 
Armour optimisation +5, followers, whirlwind attack 3d8 
Followers 
Followers, inner focus +4, whirlwind attack 4d8 
Followers 
Followers, whirlwind attack 5d8 


Armour optimisation +6, death blow, followers, inner focus +5 
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Ranger 


Ability Requirements: Strength 13 
Dexterity 13 
Constitution 14 


Wisdom 14 
Armour: All 
Weapons: All 


Though Athas is a wasteland, the role of the ranger 
is unchanged. The wilderness is harsh and unforgiving, 
calling for skilled and capable souls to master its ways. 
The ranger answers that challenge. 

A rangers motivations can vary greatly. For instance, 
human rangers are very often former slaves forced into the 
desert wilderness for simple survival. Halfling rangers, on 
the other hand, are an integral part of their aboriginal 
society, serving as advisors and trackers. Whatever their 
origin, all rangers are of good alignment, living rugged 
lives through clever mastery of their surroundings. 

As the ranger rises in level, he learns to commune 
with the elements, gaining the ability to cast spells and 
fire deadly arrows infused with spiritual energy. 


Class Abilities 


Animal Empathy: If a ranger carefully approaches 
or tends any natural animal, he can try to modify its 
reactions. When dealing with domestic or non-hostile 
animals, a ranger can approach the animal and befriend 
it automatically. He can easily discern the creature's 
qualities (spotting the best kank in the corral or seeing 
that the runt of the litter actually has great promise). 

When dealing with a wild animal or an animal trained 
to attack, the animal must save vs. rods to resist the 
rangers overtures. (This table is used even though the 
rangers power is non-magical.) The ranger imposes a -I 
penalty on the die roll for every three experience levels 
he has earned. If the creature fails the save, its reaction 
can be shifted one category as the ranger chooses. Of 
course, the ranger must be at the front of the party and 
must approach the creature fearlessly. 

Bane: Rangers learn the vulnerabilities of desert- 
dwelling foes, referred to as banes. Before advancing 
to 2nd level, every ranger must select a bane. Typical 
banes include giants, gith, elves, tareks, or thri-kreen; 
your DM has final approval on the choice. Whenever 
the ranger encounters that bane, he gains a +4 bonus 
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to hit and damage, but suffers a -4 penalty on all 
encounter reactions with creatures of the chosen type. 

Furthermore, the ranger will actively seek out this 
bane in combat in preference to all other foes unless 
someone else presents a much greater danger. 

Rangers may choose an additional bane at 5th, 8th, 
IIth, 14th, and I7th level or increase the to hit and 
damage bonus against an existing bane by +I. 
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Specialisation: A ranger is a skilled warrior and Ranger Followers 

can specialise in any number of fighting styles. A 1d100 Roll Follower* 

ranger receives two free fighting style specialisations of I-4 Aarakocra 

his choice. À ranger cannot specialise in any type of 5-8 Anakore 

weapon, however. 9-12 Ant lion, giant 
Stealth: The ranger can hide in shadows and move 13-18 Baazrag 

silently when in natural surroundings and wearing 19 Behir 

nothing heavier than light armour. The ranger’s race, 20-25 Belgoi 

Dexterity, and armour worn modify his scores, as per the 26-30 Cat, great 

rogue skills of the same name. 31 Dragonne 
Tracking: The ranger is a skilled tracker. The ranger 32-35 Druid 

receives the tracking proficiency for free and gains a +I 36-39 Ettin 

bonus per three levels to all tracking proficiency checks. 40-46 Fighter (elf) 
Combat Dominance: The ranger can attack once 47-52 Fighter (human) 

per level every round against foes with less than one 53-58 Fighter (thri-kreen) 

Hit Die. 59-62 Giant 
Botanical Enchantment: As spellcasters, rangers 63-68 Kenku 

learn the secret of using a potion fruit to grow more 69-78 Lizard 

potion fruit from 3rd level onwards. Your DM has full 79-82 Preserver 

details on this process. 83 Psionicist (human) 
Extra Attack: The ranger gains an extra attack every 84-90 Roc 

other round with all melee weapons at 7th level and an MRS Thief 

additional extra attack every round at [3th level. 96-98 Wyvern 
Spells: A ranger can learn cleric spells from 8th level. 99 Yuancti 

He must choose a single element and can only cast 100 Other wilderness creature (chosen by the DM) 


spells from that Sphere (a ranger cannot use spells from 
the Sphere of the Cosmos). A ranger gains bonus spells 
for a high Wisdom score, but cannot use cleric scrolls 
or magic items until 2Ist level. A ranger prepares his 
spells, meditating in the presence of his chosen element. 
Followers: At IOth level, a ranger attracts 2d6 
followers. To determine the type of follower acquired, 
consult the table below (rolling once for each follower). 
These followers arrive over several months, and are 
often encountered during the rangers adventures. While 
the followers are automatically loyal and friendly toward 
the ranger, their future behaviour depends on the 
rangers treatment of them. The ranger does not gain 
any special method of communicating with his followers. 
He must either have some way of speaking to them or 
they simply mutely accompany him on his journeys. 
The ranger is not obligated to have followers. If he 
prefers to be independent, he can release his followers 
at any time. They reluctantly depart, but stand ready to 
answer any call for aid he might put out at a later time. 
A ranger gains an additional 2d6 followers at 2Ist 
level and again every level thereafter. 


* Roll Id3+I to determine follower level, where appropriate 


Clerical Items: A ranger can use clerical scrolls or 
clerical magical items at 2Ist level. He can use any 
item listed without limitation. 

Scribe Scrolls: A ranger can write clerical scrolls at 
24th level. He can write scrolls only for spells he already 
knows. Consult your DM for details on this process. 

Scrying: At 27th level, a ranger can employ crystal 
balls and other scrying devices as a 9th-level wizard. 

Slaying Arrow: At 30th level, a ranger can fire an 
arrow infused with the powers of the spirits of the land 
that can slay a foe in a single stroke. The ranger makes 
a single attack roll against any opponent in range that 
he is eligible to attack. If the attack hits, the opponent 
suffers normal damage and must save vs. death magic 
or die immediately. The opponent’s defensive bonuses 
from protective devices (such as magical armour, rings 
or cloaks of protection) always apply to the save, as do 
any other specific bonuses for saves against death magic. 

Opponents with more Hit Dice/levels than the ranger 
are immune to the arrow, as are creatures that are not 
vulnerable to damage from the rangers weapon. 
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Rangers Table 


Experience 
Points 


0 
2,250 
4,500 
9,000 
18,000 
36,000 
75,000 
150,000 
300,000 
600,000 
900,000 
1,200,000 
1,500,000 
1,800,000 
2,100,000 
2,400,000 
2,700,000 
3,000,000 
3,300,000 
3,600,000 
3,900,000 
4,200,000 
4,500,000 
4,800,000 
5,100,000 
5,400,000 
5,700,000 
6,000,000 
6,300,000 


6,700,000 


Level 
I 


2 


3 


Hit Dice 
(d10) 


I 
2 


3 


Attack 


Bonus 


+1 
+1 
+2 
+3 
+4 
+4 
+5 
+6 
+7 
+7 
+8 
+9 
+10 
+10 
+11 
+12 
+13 
+13 
+14 
+15 
+15 
+15 
+15 
+15 
+15 
+15 
+15 
+15 
+15 


arl 


Abilities 
Animal empathy, bane, proficient, 
specialisation, stealth, tracking 


Combat dominance 


Botanical enchantment, tracking +1 


Bane 
Tracking +2 
Extra attack 
Bane, spells 
Tracking +3 

Followers 

Bane 
Tracking +4 
Extra attack 

Bane 


Tracking +5 


Bane 


Tracking +6 


Clerical items, followers, tracking +7 
Followers 
Followers 

Scribe scrolls, followers, tracking +8 
Followers 
Followers 

Followers, scrying, tracking +9 

Followers 
Followers 


Followers, slaying arrow, tracking +10 


Se 12 


Hide in 
Shadows 
10% 


15% 
20% 
25% 
31% 
37% 
43% 
49% 
56% 
63% 
70% 
77% 
85% 
93% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 


99% 


Move 
Silently 


15% 
21% 
27% 
33% 
40% 
47% 
55% 
62% 
70% 
78% 
86% 
94% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 
99% 


99% 


Caster 
Level 


Spells 
2 
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Wizard 


On Athas, magic is irrevocably linked to the environment. 
The casting of magical spells and the enchantment of 
magical items always draws energy directly from the living 
ecology in the vicinity, destroying the life there. Wizards 
can choose two paths toward mastery of magical energy 

The preserver learns to tap magical energies in such 
a way as to minimise or even cancel this destruction 
through balance and in-depth study, but his power is 
limited as a result. In the give and take of spell casting, 
preservers have mastered the balance. A preserver's 
magical spells are cast in harmony with nature and 
cause no damage to the nearby environment. 

Defilers, on the other hand, are wizards who take a 
darker approach to mastering spells. Their spells are 
faster and more powerful than a preserver's. In. the give 
and take of spell casting, defilers are well versed in the 
taking, but give nothing in return. With every spell cast, 
a defiler leeches the life energy out of the plants and 
soil around him, leaving a lifeless zone. 

Defilers are outlaws (even in the eyes of the corrupt 
sorcerer-kings), so they keep their magical abilities under 
cover. Unlike preservers who have a loose organisation 
in their underground, outlaw defilers tend to be loners. 
A sorcerer-king tolerates a select few defilers, to carry 
out day-to-day magical tasks that he has no patience 
for. These defilers are always at the beck and call of 
their master, and the sorcerer-king himself oversees the 
training of new recruits. The sorcerer-king’s defilers are 


feared and hated far and wide. Wherever they travel 


they leave behind a swath of ashen destruction. 


Preserver 


Ability Requirements: Intelligence 9 

Armour: None 

Dagger, dart, knife, puchik, 
sling, staff, widow's knife 


Weapons: 


The preserver is a wizard of the old, established school 
of magic. Despite their balanced approach to magic, 
preservers are often as feared as defilers; most Athasians 
neither know nor care about the difference between the 
two types of spellcasting, 

All wizards start play as preservers. For information on 
defiling and how wizards become defilers, see Chapter 
Five: Defiling and Preserving. 
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Class Abilities 


Botanical Enchantment: As spellcasters, wizards 
know the secret of using a potion fruit to grow more 
potion fruit. Consult your DM for more information on 
this process. 

Spells: A wizard learns, prepares, and casts spells 
according to the rules in the Player’s Handbook. 
Because Athasian spells are powered by life energy, the 
fertility of the local terrain affects the caster level and 
casting speed of the spell. When casting a spell, the 
wizard can choose whether or not he will defile. 

All Athasian wizards use spell books, however, actual 
books with flat pages bound between heavy covers are 
rare, usually only found as artifacts. Athasian wizards 
tend to have their spells written on paper or papyrus 
scrolls, or woven into small tapestries or, in extreme 
cases, some use complicated knot and string patterns or 
stone tablets. They are all still collectively referred to as 
“spell books” and function accordingly. 

Mind over Matter: From 4th level, a wizard can use 
his intellect, coupled with secrets learned studying magic, 
to gain an advantage in situations usually demanding 
brute force. In situations requiring a Strength, Dexterity, 
or Constitution check, he can make an Intelligence 
check instead. 

Craft Potions and Scrolls: The wizard can brew 
potions and scribe scrolls (or craft their Athasian 
equivalents, potion fruit and arcane orbs) when he 
reaches 7th level. Consult your DM for more information 
on this. 

Heighten Spell: At 8th level, a wizard can cast a spell 
as if he were one level higher. All spell characteristics 
are calculated at the higher level. A heightened fireball 
cast by a 7th-level wizard, for example, would deal 8d6 
damage, as if cast by an 8th-level wizard. The wizard 
can use this power a number of times per day equal to 
his Intelligence Insight Bonus. 

Maximise Spell: At IIth level, the wizard can cast a 
spell at maximum capacity (it deals maximum damage, 
has maximum duration etc.) without needing to roll 
for these characteristics. A maximised 8d6 fireball, for 
example, automatically deals 48 points of damage. The 
wizard can use this power a number of times per day 
equal to his Intelligence Insight Bonus. 

Craft Magic Items: The wizard learns how to craft 
all other magic items from 12th level onwards. Consult 
your DM for details on this process. 


haracter Classes 


Quicken Spell: At 14th level, the wizard can reduce 
the casting time of a spell to I. The wizard can use 
this power a number of times per day equal to his 
Intelligence Insight Bonus. 

Arcane Power: Targets of the wizard’s spells suffer 
the listed penalties on all saving throws against his 
magics. 

Advanced Being: When a wizard reaches 20th level 
(3,750,000 experience points), he must make a decision. 
He can, if he chooses, continue to advance as a wizard, 
in which case he can attain 2Ist through 30th level, 
gaining the powers listed hereafter. 

If, however, he is a dual-classed wizard/psionicist 
with 20 levels in each class, he can seek to become 
an advanced being - a defiler or preserver of extreme 
power. The character cannot do both. The player must 
inform the DM which path the character wishes to take. 
Once it’s chosen, the character can never switch. 

Consult your DM for further information on advanced 
beings. 

Psionic Enchantments: A 20th-level wizard who is 
also a 20th-level psionicist gains the ability to cast 
psionic enchantments - I0th-level spells. A wizard who 
advances to 20th level but is not a psionicist cannot 
cast such spells. 

Twin Wizardry: At 20th level, the wizard can cast 
two spells per round. He can begin casting the second 
spell on the initiative count immediately after completing 
the first spell. The wizard can use this power a number 
of times per day equal to his Intelligence Insight Bonus. 

Arcane Versatility: At 24th level, each day when the 
wizard prepares his spells for the day, he may prepare 
any one spell that he does not know, as if he knew it, 
and add it to his spells for the day. This spell does not 
count against his maximum number of spells known. 

Arcane Resilience: At 27th level, the wizard’s spells 
become resilient to being dispelled. Whenever anyone 
tries to dispel one of the wizard’s spells, they must make 
two successful attempts (possibly requiring multiple uses 
of dispel magic or a similar ability). 

Arcane Endurance: At 30th level, the wizard gains a 
permanent connection to the life energies in the world 
around him. His spells can no longer be disrupted 
by interruptions or damage. Whenever the wizard falls 
below zero hit points (but not below -I0 hit points), he 
is immediately cured of a number of hit points equal to 
five times his Insight Bonus. 
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Wizards Table 
Experience Hit Dice Attack Spells 
Points Level (d4) Bonus Abilities I 2 3 4 5 6 7 8 9 I0 
0 I I +0 Botanical enchantment, spells a a ML I X 
2,500 2 2 +0 9. hj di. Sek ue ee ue 
5,000 3 3 +0 S 7 a a 1 
10,000 4 4 +I Mind over matter 3 9 ——————— — 
20,000 5 5 +I & 9 J = = = = ccl [l 
40,000 6 6 +I A 9 9 = = = = c [cl [l 
60,000 7 7 +2 Craft potions and scrolls A 9: 19e Ir o l ee xri e 
90,000 8 8 +2 Heighten spell 43 3 2 = SS Se 
135,000 9 9 +2 4 3 3 9 I—-——-— — 
250,000 IO IO t3 & & 898 9 g = = See o 
375,000 II I0+I +3 Maximise spell A & & 8 $9 s sec 
750,000 I2 10+2 +3 Craft magic items & @ & 6 6 I s = [= = 
1,125,000 I3 I04-3 +4 Arcane power (-I) 5 5 5 4 4 9. —— — — 
1,500,000 14 10+4 +4 Quicken spell 5 5 5 44 92.1-—-— = 
1,875,000 15 10+5 +4 5 5 555292] -—-— = 
2,250,000 16 10+6 +5 Arcane power (-2) 50 85 9 5 85 9 89 XN e = 
2,625,000 I7 10+7 +5 5 5 5 5 § 9 S9 9 = = 
3,000,000 I8 10+8 +5 5 8 5 5 8 9 9 9 tf = 
3,375,000 I9 10+9 +6 Arcane power (-3) 5.5 5 5 5. 3.38 8 IL. = 


Advanced being, psionic 


3,750,000 20 10+10 +6 ss tard e oues 5 5 5 5 5 4 3 3 2 I 
4,125,000 2I IO II +6 5 5 5 5 5 4 4 4 2 I 
4,500,000 22 10+12 +6 Arcane power (-4) 25 50 5 8 8 8 dà & 8 I 
4,875,000 23 10+13 +6 5. 8 855 § 5 8 $ 9 8 
5,250,000 24 10+14 +6 Arcane versatility 5 8 8 § § 8 8 9$ A 8 
5,625,000 25 I04-I5 +6 Arcane power (-5) 5. 5 5 5 5. 5 5 5 5 9 
6,000,000 26 10+16 +6 6 6 6 6 5 5 5 5 5 3 
6,375,000 27 I0+I7 +6 Arcane resilience 6 6 6 6 6 6 6 5 5 3 
6,750,000 28 10+18 +6 Arcane power (-6) 6 6 6 6 6 6 6 6 G6 $ 
7,125,000 29 10+19 +6 7 @ v7» 7 6 6 6 6 A 
7,500,000 30 10+20 +6 Arcane endurance JC Y w wg Uy y y 6 6 dà 


* Psionic enchantments can only be cast by wizard/psionicists. 


Saving Throws 


Class and Level 
Priests I-3 


4-6 
7-9 
10-12 
13-15 
16-18 
19+ 


Psionicists I-4 


Rogues I-4 


Warriors 0 


Wizards I-5 
6-IO 

PSIS 

16-20 

21+ 


Paralysation, 
Poison, or Death 
Magic 
10 


*Excluding polymorph wand attacks. 


Rod, Sta ff, or 
Wand 


14 
I3 


Ww n ES 


**Excluding those that cause petrification or polymorph. 


***Excluding those for which another saving throw type is specified, such as death, petrification, polymorph, etc. 
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Petrification or 
Polymorph* 
IS 


12 


Attack to be Saved Against 


Breath Weapon** 
I6 


I5 
I3 


Spell*** 


12 
10 


Turning/Commanding Undead 


Hit Dice 


9 
10 
Tos: 


Special** 


I 


Roll 1d20 to see if attempt is successful to turn or command. 
Affect 2d6 targets on a successful attempt. In a mixed group, targets with the lowest Hit Dice are affected first. 


* 


kk 


An additional 2d4 creatures of this type are affected. 
Special creatures include unique undead, free-willed undead of the Gray, certain entities of the Black, and 
denizens of the Beyond. 


I0—II 12-13: 14—]15 I6—17 18—I9 


D* 
D* 


D* 
D* 


20+ 


Alignment 


Dark Sun campaigns call on players to role-play their 
characters according to alignments, just as in AD&D 
campaigns. The alignment scheme is the same, combining 
attitudes toward order (law, neutrality, or chaos) and 
morality (good, neutrality, or evil). All characters and 
creatures have an alignment in Dark Sun. 

As stated in the Players Handbook, "consider 
alignment as a tool, not a straight-jacket that restricts 
the character". Encourage players to manipulate their 
Dark Sun characters, using alignment to enhance their 
role-playing - creative role-playing in the Dark Sun 
world, as in any ADGD campaign world, will enhance 
both its realism and its enjoyment. 


Half-giants and Alignment 


As stated in Chapter 3: Character Races, half-giants 
have rapidly shifting attitudes toward both order and 
morality. Their imitative nature and basically poor grasp 
of right and wrong facilitate this flip-flopping of attitudes 
which, in game terms, manifests itself as a change in 
alignment. One half of a half-giant’s alignment remains 
fixed; the other half may vary. 

A half-giant must choose an alignment every morning, 
one that reflects a reaction to his changing environment, 
but it must be an alignment that the DM agrees to. 
In general, a half-giant will be imitative or will be 
reacting to his environment when a change in alignment 
occurs. Unless there is a valid reason for the half 
giant to become, say, chaotic evil for a day, then 
the DM should not allow it. If a player repeatedly 
requests daily alignment changes simply for personal 
gain, the DM should suggest he play another type of 
character. Remember, a half-giant characters alignment 
may change each day, but it isn't mandatory - he 
may go months at a time without a single change. For 
this reason, half-giant characters, while the dumbest in 
the campaign world, are generally the most difficult to 
accurately role-play. 

A half-giant’s shifting alignment should become a 
hindrance as often as it is a boon. His any-way-the-wind- 
blows thinking can make him appear unreliable, even 
dangerous to characters with a more linear approach to 
order and morality. The DM must sometimes present 
situations where a half-giant’s changing alignment will 
cause him some grief. 


Alignment in Desperate Situations 


Life threatening circumstances always put a character's 
alignment to the test. How he acts, how he treats the 
other characters in a party, and how he controls his own 
actions can change drastically with desperation. These 
rules are presented chiefly to govern situations where 
water is in very short supply, but they can be adapted 
to a variety of other situations: the commodity in short 
supply could just as easily be food in times of famine, 
the antidote to a poison, the cure for a widespread 
disease, air in a collapsed tunnel, etc. 

A party of characters that has a potentially deadly 
shortage of water will have to take several things into 
consideration. Individually, characters should react 
based on their alignment. As a group, the characters 
will have to examine which of their number are strong 
and capable and which of them are weak and in need 
of assistance. 

Plans may be made to give more water to certain 
individuals so they can survive to cast spells or fight 
foes. How characters react to such plans again rests with 
their alignments. 


Lawful Good 


A character of this alignment will insist that everyone 
get an even share of what water there is, even those 
in the party who seem beyond hope. He will readily 
conceive of and accept plans that call for unequal 
distribution of water for the good of the group, but will 
never let the weak or dying go without water. 


Lawful Neutral 


Such characters will insist that everyone get an even 
share of available water, but won't care one way or 
the other about characters that may be beyond hope. 
A lawful neutral character will also accept plans that 
call for unequal distribution of water, if that unequal 
distribution is for the good of the group. 


Lawful Evil 


A character of this alignment will insist that available 
water be evenly distributed among the able-bodied of 
the group, but won't offer any to those who seem too 
far gone. He will accept plans that call for unequal 
distribution of water for the good of the group, especially 
if that means more water for him. 
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Neutral Good 


A neutral good character will insist everyone in the 
group gets an even share of remaining water, even the 
severely dehydrated. He will consider plans for unequal 
water distribution, but will have to be convinced the 
plan will benefit the party and not hurt him personally. 


True Neutral 


A character of this alignment will want a fair share for 
himself, but won't necessarily come to the aid of the 
very weak. He will consider plans that call for unequal 
water distribution, but only if he and the party will 
benefit in the short term. 


Neutral Evil 


A character of this alignment will insist on his fair 
share, and will be against giving water to the very weak. 
He will consider plans for unequal water distribution, 
but only if he personally will benefit soon. 


Chaotic Good 


A chaotic good character will insist that everyone get 
an even share of the available water, even the very weak. 
He will not consider plans calling for unequal water 
distribution unless he and those he likes personally get 
more water as part of the plan. 


Chaotic Neutral 


Such a character will insist on his fair share, and won't 
concern himself with the plight of the very weak. He won't 
consider plans calling for unequal water distribution 
unless he personally gets more water as part of the plan. 


Chaotic Evil 


A chaotic evil character will freely lie, cheat, or even kill 
to get all the water he can. He will constantly suggest 
plans calling for unequal water distribution that grant 
him additional water immediately. 


Severe Desperation 


Severe desperation sets in when one member of the 
party (either a PC or NPC) dies from dehydration 
and the situation shows no signs of changing. At such 


times, the DM should make a Wisdom check for each 


character every day in order to avoid madness. 


^ 


= 


The madness created by water deprivation forces a 
character to adopt a chaotic evil alignment for that day 
with regards to obtaining water. The DM should inform 
the player of this temporary alignment change - the 
player should do his best to adopt the madness in his 
characters style: a stupid gladiator might simply take 
out his sword and demand the water, whereas a bard 
might poison some of his fellows in secret to increase his 
share. If a player is unwilling to take appropriate actions, 
the DM should make the character into an NPC until 
the madness wears off. Alignment-related class abilities 
are lost during the period of madness. 

Once a character has a successful Wisdom check or 
is rehydrated, the madness goes away. 
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Character Trees 


Dark Sun campaigns are set in a violent world. Powerful 
magics and psionics, desperate hordes of raiders, and 
even the unforgiving desert wastes all conspire against 
player characters - death is not at all uncommon on 
Athas, nor is it uncommon for player characters in 
Dark Sun campaigns. 

Replacing a fallen player character of high level with 
a novice first-level character is never satisfying for the 
player. Also, where this new character fits into the plot is 
usually contrived on the spot. In Dark Sun campaigns, 
players are encouraged to use character trees, where they 
play with only one character at a time, but they have 
four to call upon at the beginning of any particular 
adventure. 


Setting up a Character Tree 


In brief, a character tree consists of one active character 
(which the player is using as his player character) and 
three inactive characters. The active character takes part 
in the adventure, performing actions in the campaign 
world. When a new adventure begins, the player may 
switch to one of his inactive characters or keep his 
previously active character to continue play. 

To begin a character tree, a player should roll up 
four characters. Once this is done, the player selects the 
character that he intends to run for the first adventure, 
making that one his “active” character. The other three 


are inactive. 


Replacing a Character 


There are three instances when a player may switch 
characters: between adventures, during an adventure, or 
upon an active character's death. 

When an adventure is concluded (in the eyes of the 
DM, that is), a player may switch his active character 
for an inactive one. The player is not obligated to do so, 
and may keep one character active through any number 
of consecutive adventures. 

Calling upon another character to replace the 
active character requires a substantial investment in 
time, whether for sending messages or journeying and 
searching for the transient inactive characters of the 
tree (psionics and magic may make this task easier, but 
cannot solve all the problems). 


The DM should sparingly allow players to switch 
their active character during an adventure, and usually 


impose a 3d6 day delay The DM should never 


allow switching during critical or dangerous scenes of 


an adventure. Any switching of characters during an 
adventure is subject to the discretion of the DM, who 
may freely veto any request to do so. 

When the active character dies, one of the inactive 
characters on the tree is assumed to arrive on the scene 
within one day (if possible). The player picks which 
inactive character will arrive and must subsequently roll 
a new third-level character to occupy the vacated spot 
on the tree. If circumstances make it difficult for a new 
character to arrive, the DM may be forced to extend 
the period before the newly activated adventurer arrives. 


Character Advancement 


The active character in a campaign receives experience 
points and advances in levels just as described in the 
Player’s Handbook. Every time the active character goes 
up a level of experience, the player may also advance 
one of his inactive characters one level. The inactive 
character chosen must be of a lower level than the 
active character. Adjust the experience point total on 
that inactive character's sheet to the minimum number 
for the new level attained. 

For purposes of character tree advancement, inactive 
multi- and dual-class characters may only advance in 
one class. As active characters, multi-class PCs cause 
inactive characters to advance when they increase one 
level in each of their classes. A dual-class character 
causes one inactive character to advance with every 
level he attains. For inactive multi-class characters, care 
must be taken that a single experience point total can 
correctly yield the level combination. In general, an 
inactive multi-class character should never be more than 
one level different in each class (3/3/4 is okay; 3/3/9 


is not). 


The Status of Inactive Characters 


Inactive characters are not NPCs or followers. They 
aren't involved in the adventure at any time. At no 
time will a player's active and inactive characters come 
into contact in the campaign world. When not in play, 
inactive. characters are assumed to be elsewhere on 


Athas, performing other tasks. 
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All characters in a character tree are assumed to 
know each other and are working toward similar ends. 
The player may invent connections - the characters 
are all sons of the same powerful woman, are distant 
cousins, friends from childhood, etc. However, there is 
no need to have any relationship between them - the 
player may decide that the individuals in his character 
tree have no more than a passing acquaintance with 
one another. 


Using the Character Tree to Advantage 


The character tree's chief purpose is to give every 
player a pool of adventurers to choose from for different 
situations or to replace a slain character when one of 
his characters dies. The player is familiar with these 
characters and can apply their strengths more readily 
than he might be able to with freshly created characters. 
However, if care is taken, the character tree can be a 
valuable tool to the player in an extended campaign. 

As only one inactive character gains a level every time 
the active character does so, deciding which character to 
advance might be a decision based on which direction 
the campaign seems to be taking. 
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If, for instance, a large war is in progress, a player may 
wish to use his fighter for his active character. If the 
war is winding down, he might want to advance inactive 
non-fighter characters for the post-war adventures. 

As another example, the quest might be a dangerous 
trek across the wilderness to steal a magical item from 
an ancient defiler’s mansion. The player might use his 
ranger character to make the journey, but all the while 
might be using his inactive character advancements to 
make his thief more powerful for the final assault on the 
mansion. When the assault comes, the thief has levelled 
up enough to be a valuable asset on the mission. 


Exchanges between Characters 


Even though characters are on the same tree, they 
cannot freely exchange equipment, magical items, cash, 
or personal possessions. Keep separate lists for all such 
items. In some instances, if there is a compelling reason 
to do so, characters may exchange important items or 
information, but this is an option that can be easily 
abused. In general, items stick with the original character 
and that's that. 
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(here are two steps to casting a wizard spell 
on Athas. First, the wizard gathers the energy 
required for the magic to operate. Second, he 
performs the action that releases the energy. The latter 
includes somatic, verbal, and material components that 
release the spell from the wizard's mind. On Athas, this 
formula fizzles without a source of energy to power it. 
Several sources of magical energy exist. The most 
common is found in the aura surrounding plant life. 
The difference between a preserver and a defiler lies 
in how they gather that energy. À preserver is careful 
not to draw too much, leaving his source weakened 
but intact. [n a matter of hours, the plant's life energy 
restores itself. The defiler gathers as much power as he 
can from all sources within reach. Very strong plants, 
such as a great oak of the Forest Ridge, may survive a 
defilers touch but most die instantly. 
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Gathering Spell Energy 


The terrain in which a wizard finds himself determines 
how quickly he can gather spell energy. A wizard in 
the middle of a salt flat with not a plant in sight will 
take more time to gather the energy needed than if 
he were in a royal garden in one of the city-states. 
Furthermore, the more abundant the terrain, the more 
energy it provides. All wizards find that their spells are 
more powerful in more fertile terrain. 

The table below gives terrain modifiers to the wizard’s 
initiative score and caster level. Apply these in any 
round that the wizard wishes to cast a spell. A wizard 
can avoid these penalties by defiling - see below. 

Obsidian plains are devoid of plant life. If wizards 
have no alternative energy sources, or magic items such 
as wands, they are unable to cast spells in this terrain. 


Terrain Effects on Gathering Spell Energy 


Terrain 

Barren (boulder fields, sandy wastes, salt flats, silt) 
Infertile (stony barrens, rocky badlands, bare mountains) 
Fertile (cities, mountains, oases, scrub plains) 


Abundant (mud flats, verdant belts) 

Lush (forests, gardens) 

Defiling 

A wizard can rip life energy from the land faster than 
normal and without care by defiling. When defiling, 
a wizard treats the terrain as two steps more fertile, 
gaining an initiative bonus of -4 and +2 caster levels. 
This means that a defiler never suffers a penalty from 
terrain and enjoys a bonus in all but the most barren 
environments. Any wizard can defile, even preservers, 
although doing so may mean that they lose the ability 
to preserve - see below). 

When a wizard defiles, all vegetation in a sphere 
around him turns to ash. The higher level the spell, the 
larger the sphere. The sphere radius is shown on the 
terrain effects table above. 

Creatures except the caster caught within the defiling 
radius at casting time experience pain and suffer a +2 
penalty to initiative and a -2 penalty to attack rolls, 
saving throws, proficiency checks, and ability checks for 
one round. Plant creatures also suffer 2 hp damage x 
spell level expended. Normal plants are destroyed. 


Advanced Defiling 


Once the energy has been gathered, the spell is ready 
to cast. However, a wizard can decide not to stop there. 
He can draw even more energy than is needed from 
the land. With this energy, the caster can make his 
spell more powerful or recover an expended spell. This 
process is known as advanced defiling. 

To do so, the wizard extends the casting time of his 
spell to take the entire round - he cannot move and 
can do nothing but draw life energy from the land 
around him. At the end of the round - if the spell has 
not been interrupted - the wizard unleashes the stolen 
life energy with one of two effects. 

Firstly, the wizard can choose to cast the spell as 
if he were one level higher (as if standing in more 
fertile terrain). For example, a 5th-level wizard who used 
advanced defiling to cast a fireball is treated as a 6th- 
level caster, and would do 6d6 damage with the spell. 


Defiling e Pod 


Initiative Modifier 


Caster Level Modifier 


Defiling Radius 


+4 =2 10 feet/spell level 
arg -I 5 feet/spell level 
0 0 3 feet/spell level 
-2 arl 2 feet/spell level 
-4 +2 I foot/spell level 


Alternatively, the wizard can use the energy to regain 
a spell he has already cast earlier in the day. He can 
cast the spell as normal, even if he has no spell slots 
remaining. The wizard may recover a number of spell 
levels per day equal to his Insight Bonus (only the most 
intelligent wizards can master this technique). 

However he chooses to use the life energy, a wizard 
using advanced defiling is overwhelmed by the experience 
of so much energy coursing through him. He is staggered 
for one round per level of the spell cast — for that period 
he can either move or act, but not both. 


Defiler’s Ash 


The ash created by defiler magic is black and gray, 
completely devoid of life or life-giving elements. Nothing 
will grow in an area of defiler ash for one year. The 
ash itself is very light and usually blows away, leaving 
behind a lifeless, circular scar on the ground. Even with 
the ash gone, though, the defiler’s magic has leeched all 
life-giving nutrients from the soil, so that an area defiled 
may take many years to recover life, if it ever does. 
This leeching of energy has consequences for wizards 
who wish to cast spells on an area of defiled ground. 


Casting Spells on Defiled Ground 
An area of ground that has been defiled has no life 


energy remaining in it. A wizard who is standing in an 
area of defiled ground and wishes to cast a spell has 
three options: 

e He may defile, dragging life energy from adjacent 
land. The defiling radius increases by 5 feet for 
each spell that he casts on defiled ground. 

He may preserve (if he is able) and accept an 
additional +2 initiative penalty while he carefully 
draws life energy from adjacent areas. 

He may simply leave the area of defiled ground 
and cast his spells normally from undefiled 
ground. 
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The Road to Corruption 


All wizards can defile. Even the most selfless preserver 
occasionally will be faced with a situation that may call 
for a defiling spell. If he so desires, a preserver may 
ignore his training to grasp the power he needs. Any 
time the character wants to, he can declare that he is 
casting a spell as a defiler. 

There are several benefits to stepping over this line: 
the character may be able to cast a spell faster, cast 
it more than once, cast a spell for greater effect, and 
weaken enemies caught within his defiling radius. 

Although defilers are not altruistic, they are not 
necessarily evil. A number of defilers are of neutral 
allegiance and simply defile for survival’s sake. Defiling 
is not an evil act in and of itself, it depends to what use 
the wizard is putting his spells. However, it is possible 
to change from being a preserver to being a defiler by 
recklessly using defiling magic. 

A preserver who defiles is known as a tainted wizard. 
Tainted wizards are not defilers, but risk becoming so. 
Each use of defiling magic moves the tainted wizard 
closer to a very fine line. There comes a point when the 
tainted wizard can never be a preserver again. 


The Defiling Check 


Preservers who defile must roll a saving throw against 
death magic, with a cumulative -2 penalty for each time 
the wizard has defiled in the past. Preservers who fail 
this save become defilers. Preservers succeeding the save 
lose their preserver status and become tainted wizards. 
A character who becomes a defiler can no longer cast 
spells as a preserver. He has succumbed to the lure of 
power and now defiles with every spell that he casts. 
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The Search for Redemption 


There have been instances in which a tainted wizard or 
defiler changed her ways and became a preserver again. 
A tainted wizard may seek redemption from a druid. 
The druid, if willing and able, can cast a conversion 
spell on the tainted wizard, restoring her preserver status 
(resetting the number of times the tainted wizard defiled 
back to zero). 

Defilers can also seek redemption, but usually the 
defiler must undertake a quest or otherwise demonstrate 
a true willingness to redeem herself before the druid 
casts the conversion spell. 


The Rite of Blood 


There are ways for a preserver to gain the advantages of 
a defiler without risking becoming a tainted wizard or 
worse — but they carry a heavy cost. Preservers return 
energy to the soil after they drain it to power their spells. 
As preservers learn their craft, they also learn other 
ways to rekindle the spark of life. One such method 
is to replace spell energy they have taken through a 
combination of natural and mystical processes. This is 
known as the Rite of Blood. 

A preserver enacting the rite gives back to the soil 
what they have taken by sacrificing their own blood to 
repay their debt to nature. The preserver extends the 
casting time of his spell to one round and treats the 
terrain as one step more fertile, gaining +I caster level. 
Spells with a normal casting time of I round or longer 
require an extra round to be cast in this manner. 

The preserver takes I point of damage per spell level 
when casting a spell in this manner. 


id roficiencies are the skills and abilities a 
( 2) character has beyond those granted by his 
class. They are divided into two groups: weapon 
proficiencies (related to weapons and combat) and non- 
weapon proficiencies (related to everything else). 


The number of proficiency slots that a Istlevel character 
starts with is determined by his group, as shown in 
the table. The character's Intelligence can grant bonus 
proficiencies. Warriors can spend these bonus slots on 
weapon and non-weapon proficiencies. Other groups 
can spend bonus slots on non-weapon proficiencies. 


Thereafter, as the character advances in experience 


levels, he gains an additional weapon and non-weapon 
proficiency slot, as shown in the table below. Different 
groups acquire slots at different rates. 

Because Dark Sun characters start at 3rd level, some 
will begin play with extra proficiencies granted by their 
higher levels. Consult the table below to see which 
classes this applies to. 


Priest 2 4 4 3 
Psionicist 2 5 3 2 
Rogue 2 4 3 4 
Warrior 4 3 3 3 
Wizard I 6 4 3 
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Proficiency Ability Bard Cleric Druid Fighter Gladiator — Psionicist Ranger Templar Thief Trader Wizard 
Acrobatics Dex I 2 2 2 I 2 2 2 I I 2 
Alchemy Int I 2 2 2 2 2 2 2 2 2 I 
Animal Handling Wis I I I i I I I I I I I 
Animal Lore Wis 2 2 I 2 2 2 I 2 2 2 2 
Appraising Int I D 2 2 2 2 2 I I I 2 
Armour Optimisation Dex I 2 2 I I 2 I 2 2 9 2 
Bargain Cha I I jt I I I I I I I I 
Bureaucracy Cha I I 2 2 2 2 2 Í 2 I 2 
Charioteering Dex 2 2 2 I I 2 I 2 2 2 2 
Craft 
Armourer Int I g 2 I I 2 I 2 2 2 8) 
Blacksmithing Str I I I I i I I I I I I 
Bookbinding Dex 2 2 2 2 2 2 2 I 2 I I 
Bowyer/Fletcher Dex I 2 2 I I 2 [ 2 2 2 2 
Brewing Int I I I T I I I I I I I 
Carpentry Dex I I I I I I I I I I I 
Cobbling Dex I I I I I I I I I I I 
Cooking Wis I I I I I I i I I I I 
Gem Cutting Int I 2 2 2 2 I 2 I I I I 
Glassblowing Dex I I I I I I I I I I I 
Leatherworking Dex I I I I I I I I I I I 
Mining Str I I I I I I I I I I I 
Pottery Dex I I I I I I I I I I T 
Seamstress/Tailor Dex I I I I i I I Ji I I I 
Stonemasonry Str I I I I I I I I I I I 
Weaponsmithing Int I 2 2 I I 2 I 2 2 2 2 
Weaving Dex I I I I I I I I I I I 
Cryptography Int I 2 g 2 2 2 2 I I I I 
Crystal Focus Wis g g 2 2 D I D 2 2 2 2 
Disguise Cha I 2 2 2 2 2 2 I I I 2 
Endurance Con I 2 2 I I 2 I 2 2 2 2 
Etiquette Cha I I I I I I I I I I I 
Expression 
Artistic Ability Dex I I I I I I I I I I I 
Dancing Dex I J I I I I I i I I I 
Musical Instrument Dex I i I Ji I I I Ji ik I I 
Singing Cha I I I I I I I I I I I 
Fast Talk Cha I 2 2 2 2 2 2 2 I I 2 
Forgery Dex I 2 2 2 2 2 2 2 I I 2 
Gaming Cha I D g I I 2 i 2 I I 2 
Harness Subconscious Wis g 2 2 2 2 I 2 2 2 g D 
Healing Wis 2 i I 2 2 2 I I 2 2 2 
Heat Protection Int I I I I I I I I I I I 
Herbalism Wis I I I 2 2 2 li I I 2 I 
Training For example, a character might wait around for several 


Proficiencies do not leap unbidden into a characters days while her companions heal from battle. What is 
mind - instead, a character must study and train. she doing during that time? Among other things, she is 
Role-playing training to learn a new skill is not much | studying whatever new proficiencies she will eventually 
fun so there are no training times associated with any learn. Using this "down time" to handle the unexciting 
proficiency. When a character chooses a proficiency, it’s aspects of a campaign lets players concentrate on more 
assumed she had been studying it in his spare time. important (or interesting) matters. 
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Proficiency Ability Bard Cleric Druid Fighter 
Hunting Wis I I I I 
Hypnosis Cha 2 2 2 2 
Information Gathering Cha I 2 2 2 
Intimidation Str/Cha I 2 g I 
Knowledge 
Agriculture Int I I il I 
Ancient History Int 2 I I 2 
Arcanology Int 2 2 2 2 
Cosmology Int 2 i I 2 
Engineering Int g I I g 
Heraldry Int I Ji i I 
Local History Int I I I 2 
Psiology Int 2 2 2 2 
Religion Int 2 I I 2 
Language, ancient Int 2 I I 2 
Language, modern Int I ll I i 
Language, sign Int I 2 2 2 
Literacy N/A 2 2 2 2 
Meditative Focus Wis 2 2 2 2 
Mental Armour Con 2 2 2 2 
Mountaineering Str 2 2 2 I 
Navigation Wis 2 I I I 
Observation Wis I Ji Jt i 
Omen Reading Wis 2 I I 2 
Power Manipulation Int 2 2 2 2 
Psicraft Int 2 2 2 2 
Psionic Detection Wis I I I I 
Prestidigitation Dex I 2 2 2 
Reading Lips Int I 2 2 2 
Riding, Airborne Dex I ll I jl 
Riding, Land-based Dex I I I I 
Running Con 2 2 2 I 
Sailor Wis I I I I 
Spell Concealment Dex 2 Ji Ü 2 
Spellcraft Int D Ji it 2 
Survival Wis il 2 il i 
Taunting Cha 2 2 2 2 
Teaching Cha I I I I 
Tightrope Walking Dex I 2 2 2 
Tracking Wis I 2 2 jl 
Ventriloquism Cha I 2 2 D 
Water Find Wis it Il il I 
Weapon Improvisation Wis I 2 2 I 


Another part of training is finding a teacher. Most 
skills are easier to learn if someone teaches the character. 
The DM can handle this in several ways. For those who 
like simplicity, ignore the need for teachers - there are 
self-taught people everywhere in the world. For those 
who want more complexity, make the characters find 
someone to teach them any new proficiency they want 
to learn. This can be another character or an NPC. 


Gladiator 


Thief Trader Wizard 


I 


Psionicist Ranger Templar 


I I I 
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This can limit the PC's adventuring options, however, 
especially if he must stay in regular contact with his 
instructor. And most teachers want payment. While 
barter might be acceptable, the normal payment is cash. 
The actual cost of the service depends on the nature of 
the skill, the amount of training desired, the availability 
of tutors, the greed of the instructor, and the desire of 
the DM to remove excess cash from his campaign. 


Non-weapon Proficiencies 


Each character starts with a number of non-weapon 
proficiency slots and earns more as he advances. Initial 
slots must be assigned immediately; they cannot be held 
in reserve. All non-weapon proficiencies are available to 
all classes, but some are cheaper for certain character 
classes. The table above shows the costs for each class. 


Using Non-weapon P roficiencies 


Using a non-weapon proficiency normally takes an 
action. Either the attempt is automatically successful, 
or a proficiency check is needed. If the task is simple 
or the proficiency has limited game use, a check is 
generally not required. If the task is difficult or subject 
to failure, a check is required. Read the descriptions of 
the proficiencies for details about how and when each 
can be used. 

If a check is required, the table lists which ability to 
use with each proficiency. The player rolls d20. If their 
roll equals the relevant ability score or lower, the check 
succeeds. A roll of 20 always fails. A roll of I always 
succeeds. The DM determines any effects of failure. 

To use a proficiency, the character must have any 
necessary tools and materials. The character must also 
have enough time to do the job. Some proficiency 
descriptions state how much time is required for certain 
jobs. Most, however, are left to the DM's judgment. 

The DM can modify a character's chance of success 
if the situation calls for it. Factors affecting a check 
include availability and quality of tools, quality of raw 
material used, time spent on the job, difficulty of the 
job, and how familiar the character is with the task. 

Modifiers to a check generally fall into the following 
categories: +10 (trivial), +5 (easy), 0 (average), -5 (hard), 
-10 (very hard), -I5 or more (almost impossible). 

When two proficient characters work together on 
the same task, the highest ability score is used, with 
a +I bonus for the other characters assistance. The 
bonus can never be more than +I, as having too many 
assistants is sometimes worse than having none. 

Non-weapon proficiencies can be improved beyond 
the starting score. For every additional slot a character 
spends on a non-weapon proficiency, he gains a +I 
bonus to the ability score when rolling those checks. 

If a character doesn’t have a proficiency, the DM may 
allow them to roll against the relevant ability but this 
will always be at a penalty, if it is allowed at all. 


Non-weapon Proficiency Descriptions 


Acrobatics 


This proficiency covers breaking falls, juggling, jumping, 
pole-vaulting, and tumbling. 

Breaking Falls: On a successful proficiency check, 
the character suffers one-half the normal damage from 
falls of 60 feet or less and none from falls of IO feet or 
less. Falls from greater heights result in normal damage. 

Juggling: The character can juggle, a talent useful for 
entertainments, diversions, and certain rare emergencies. 
When juggling normally (to entertain or distract), no 
proficiency check is required. A check is made when 
trying spectacular tricks (“Watch me eat this renk in 
mid-air!”). However, juggling also enables the character 
to attempt desperate moves. On a successful attack roll 
vs. AC 20 (not a proficiency check), the character can 
catch small items thrown to harm him (as opposed to 
items thrown for him to catch). Thus, the character 
could catch a dagger or a dart before it hits. If this 
attack roll fails, however, the character automatically 
suffers damage. 

Jumping: The character can attempt exceptional 
leaps both vertically and horizontally. If the character 
has at least a 20-foot running start, he can leap (broad 
jump) 2d6 plus his level in feet. No character can 
broad jump more than six times his height, however. 
With the same start, he can leap vertically (high jump) 
Id3 plus half his level in feet. No character can high 
jump more than I I/2 times his own height. 

From a standing start, a character with this proficiency 
can broad jump Id6 plus half his level in feet and high 
jump only three feet. 

Pole-Vaulting: The character can also attempt vaults 
using a pole. A vault requires at least a 30-foot running 
start. If a pole is used, it must be four to IO feet 
longer than the character's height. The vault spans a 
distance equal to I I/2 times the length of the pole. 
The character can clear heights equal to the height of 
the pole. He can also choose to land on his feet if the 
vault carries him over an obstacle no higher than I/2 
the height of his pole. Thus, using a I2-foot pole, the 
character could either vault through a window I2 feet 
off the ground (tumbling into the room beyond), land 
on his feet in an opening six feet off the ground, or 
vault across a moat I8 feet wide. In all cases, the pole 
is dropped at the end of the vault. 
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Tumbling: The character is practised in all manner 
of acrobatics - dives, rolls, somersaults, handstands, flips, 
etc. Tumbling can only be performed while burdened 
with light encumbrance or less. Aside from entertaining, 
a character with tumbling proficiency can improve his 
Armour Class by +4 against attacks directed solely 
at him in combat, provided he has the initiative and 
foregoes all attacks that round. When in unarmed 


combat he gains a +2 bonus to CMB and CMD. 


Alchemy 


Alchemy requires a laboratory (which costs the character 
2,000 cp to set up and stock). A character with alchemy 
can use his laboratory to create and identify alchemical 
substances. 

Create Substances: The alchemist can create acid, 
incendiaries, and pyrotechnics from readily-available 
ingredients. Creating alchemical compounds takes 
Id3 days and (Id4+I) xIO cp per vial, or Id4+I 
days and (Id6+4) xIO cp per flask. The alchemist 
must pass a proficiency check in order to successfully 
manufacture the substance; failing the check with a 
natural 20 results in an explosion or other mishap that 
exposes the character to the effects of his work and 


damages the laboratory for 1096-6096 (Id6 x 10%) of 
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its construction value. If the alchemist has access to 
specialised ingredients, he can also make cave fisher 
adhesive, gaund egg slime, intoxicants, kip pheromone, 
painkillers, pakubrazi serum, stimulants, and tari disease 
infusion. 

Alchemical items are permanent - they do not expire 
like herbal concoctions. 

Identify Substances: The alchemist can identify 
unknown elements or compounds with a successful 
proficiency check. Identifying samples requires Id4 
days. Simple materials, such as powdered metals or 
ores, provide the alchemist with a +I to +4 bonus on 
his check. Rare, complex, or damaged or incomplete 
samples might impose a -I to -4 penalty. 


Animal Handling 


Proficiency in this area enables a character to calm 
animals, train animals, and tame wild animals. 

Calm Animals: The character can exercise a greater- 
than-normal degree of control over pack animals and 
beasts of burden. À successful non-weapon proficiency 
check indicates that the character has succeeded in 


calming an excited or agitated animal A character 


without this proficiency has only a 2096 chance of doing 
this. 


Tame Wild Animals: An animal trainer can also 
try to tame wild animals (preparing them for training 
later on). Wild animals can be tamed only when they 
are very young. The taming requires one month of 
uninterrupted work with the creature. At the end of 
the month, a proficiency check is made. If successful, 
the beast is suitable for training. If the check fails, the 
creature retains enough of its wild behaviour to make it 
untrainable. It can be kept, though it must be leashed 
or caged. 

Train Animals: Characters with this proficiency 
can also train one type of creature (declared when 
the proficiency is chosen) to obey simple commands 
and perform tricks. A character can spend additional 
proficiency slots to train other types of creatures or can 
improve his skill with an already chosen type. Creatures 
typically trained are boneclaws, kanks, erdlus, falcons, 
crodlu, inix, critic lizards, and parrots. A character 
can choose even more exotic creatures and monsters 
with animal Intelligence (although these are difficult to 
control). 

A trainer can work with up to three creatures at one 
time. The trainer may choose to teach general tasks 
or specific tricks. A general task gives the creature the 
ability to react to a number of non-specific commands 
to do its job. Examples include guard and attack, carry 
a rider, perform heavy labour, hunt, track, or fight 
alongside soldiers (such as a war crodlu or inix). A 
specific trick teaches the trained creature to do one 
specific action. A crodlu may rear on command, a 
falcon may pluck a designated object, a boneclaw may 
attack a specific person, or a critic may run through a 
particular maze. With enough time, a creature can be 
trained to do general tasks and specific tricks. 

Training for a general task requires three months of 
uninterrupted work. Training for a specific trick requires 
2d6 weeks. At the end of the training time, a proficiency 
check is made. If successful, the animal is trained. If the 
die roll fails, the beast is untrainable. An animal can 
be trained in 2d4 general tasks or specific tricks, or any 
combination of the two. 


Animal Lore 


This proficiency enables a character to interpret signs of 
animal behaviour and habitat, imitate animal calls and 
cries, harvest useful components, and aid with trapping 
animals. 


Assist Trapping: Animal lore grants a +2 bonus 
when attempting to set snares and traps (for hunting) 
since the character knows the general habits of the 
creature hunted. 

Harvest Animal the 
character to harvest useful components, organs, poison 


Components: lore allows 
glands, and other body parts from creatures with a 
successful proficiency check. Failure means that the 
attempt fails and the body part in question is ruined. 

Imitate Calls: A character may imitate the calls of 
animals that he is reasonably familiar with, based on 
his background. This ability is limited by volume. The 
roar of a lirr would be beyond the abilities of a normal 
character. À successful proficiency check means that 
only magical means can distinguish the character's call 
from that of the true animal. The cry is sufficient to fool 
animals, perhaps frightening them away or luring them 
closer. A failed check means the sound is incorrect 
in some slight way. A failed call may still fool some 
listeners, but creatures familiar with the cry automatically 
detect a false call. All others are allowed a Wisdom 
check to detect the fake. 

Interpret Signs: The character can observe the actions 
or habitat of an animal and interpret what is going 
on. Actions can show how dangerous the creature is, 
whether it is hungry, protecting its young, or defending 
a nearby den. Furthermore, careful observation of 
signs and behaviours can even indicate the location 
of a water hole, animal herd, predator, or impending 
danger, such as a forest fire. The DM will secretly 
roll a proficiency check. A successful check means the 
character understood the basic actions of the creature. If 
the check fails by 4 or less, no information is gained. If 
the check fails by 5 or more, the character misinterprets 
the actions of the animal. 


Appraising 


This skill allows the character to make generally accurate 
(+/-10%) assessments of common objects, including 
items made of precious metals and gemstones (although 
the DM can exclude those items too exotic or rare 
to be well known). The character can also assess, to 
+/-25%, the value of objects of art, tapestries, furniture, 
weapons, etc., provided a variety of these items are 
present in the game world. These assessments require 


no proficiency checks, but the DM can roll (d20 or 
dI00) to determine the accuracy of the appraisal. 
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A character who passes a proficiency check will be 
able to identify a forgery of a valuable object, to make 
a very accurate assessment of the value of a common 
item (within 5%), or to make a general assessment of 
the worth of an uncommon item, including artifacts. 


The DM may wish to roll this check; on a roll of 20 


the character makes a wildly inaccurate assessment. 


Armour Optimisation 


This proficiency allows a character to use his armour to 
best advantage against a particular opponent (much like 
the gladiator special ability). A successful proficiency 
check in the first round of any combat situation gives 
a +I bonus to the characters Armour Class until that 
combat comes to an end. 

A character must be wearing armour or a shield in 
order to use this proficiency. The bonus granted by the 
successful use of the armour optimisation proficiency 
adds to the armour or shield’s Armour Class bonus. 

The bonus for the proficiency also adds to that gained 
by a gladiator character's special ability. 


Bargain 


A character with the bargain proficiency can haggle 
over monetary, barter, and service transactions to gain a 
better deal. The DM should require players to role-play 
the bargaining to gain the benefits of this proficiency. 

Barter Transaction: In a simple barter, a successful 
check improves the perceived value of the bargainer’s 
goods by 10%. In a protracted barter, a successful check 
allows the bargainer to roll 3d6 instead of 2d6 for that 
round of barter; a separate check initiates every round. 

Monetary Transaction: A successful check allows 
the character to purchase an item for 10% less or sell 
one for 10% more than the going rate. 

Service Transaction: A successful check provides the 
bargainer 10% more than the going rate. 


Bureaucracy 


The bureaucracy proficiency helps characters in situations 
involving officials, rules, and established routines. A 
character with bureaucracy can reduce administration 
times, understand hierarchies, and reduce taxes. They 
can also turn the wheels of bureaucracy against someone 
else, slowing their progress or forcing them to pay more 
in taxes or fees. 


Reduce Administration: A successful check halves 


the time a character spends in a city lockup awaiting 
judgment. A successful check can speed the process 
of gaining an audience with an important templar or 
other official by a similar amount, or double the time 
someone else spends in similar circumstances. 

Reduce Taxes: A successful check allows a character 
to pay 10% less on a tax levied against him or increase 
a tax paid by another by 10%. Two successful checks 
in a row allow the character to avoid the tax completely. 

Understand Hierarchies: The bureaucracy proficiency 
helps a character understand political hierarchies and 
who to consult to get a job done. 

The proficiency functions in other ways (as allowed 
by the DM) to let a character understand and use (or 
abuse) bureaucratic systems with which he’s familiar 


Charioteering 


A character with this skill can effectively drive a chariot, 
sled, or sail cart at its normal speed over smooth terrain. 
The character requires no check to drive or steer the 
vehicle, including travelling across relatively flat, open 
countryside, charging into battle, and performing the 
turns, stops, and starts required on the battlefield. 

Dy making a proficiency check, the character can 
guide the vehicle through obstacles such as steeply 
climbing terrain, ditches, and rough or rocky ground. 
Also, with a successful check, the character can add 
I/3 to a vehicle's movement rate for the duration of a 
charge or a march. However, failure of this check means 
that the vehicle moves at its normal rate, but that any 
mounts fatigue in half the normal time. 

This proficiency does not impart the ability to move 
a vehicle over terrain it cannot traverse; even the best 
charioteer cannot take their vehicle into the mountains. 


Craft 


The craft category covers several individual proficiencies, 
including armourer, blacksmith, bookbinding, bowyer/ 
fletcher, brewing, carpentry, cobbling, cooking, gem 
cutting, glassblowing, leatherworking, mining, pottery, 
seamstress/tailor, stonemasonry, weaponsmithing, and 
weaving, A character who takes craft picks one of these 
sub-categories. Most crafts require a workshop and tools 
costing 25 cp, but some require more expensive gear — 
see below for details. 
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A character can make a daily wage with this proficiency, 
depending on the wealth level of his customers. Multiply 
the following amounts by the result of a successful 
proficiency check: 


Customers Multiplier Check Penalty 
Squalid I lead bead 0 
Poor I ceramic bit =I 
Middle-Class I ceramic piece -2 
Wealthy 10 ceramic pieces =3 


Armourer: This character can make all of the types of 
armour listed in Chapter Seven: Equipment, given the 
proper materials and facilities. When making armour, 
the proficiency check is rolled at the end of the normal 
construction time. 

The lack of metal on Athas means armourers must 
concentrate on other materials, namely chitin, bone, and 
stiffened leathers. Metal is so rarely used to construct 
armour that such an undertaking is usually handled by 
a team of armourers and blacksmiths. 

To craft metal armour, the character needs a fully 
equipped smithy, costing 20,000 cp. This doesn’t include 
the cost of the shelter where the smithy is located, 
which must be at least the size of a pavilion tent. This 
workshop is extensive enough to allow the character (or 
an overseer) and two apprentices to work full time. To 
expand the workshop costs an additional 50% per three 
workers (factor the price of the shelter into this). 

To craft non-metal armour, the character needs a fully 
equipped workshop, costing, 25 cp. A workshop must be 
located in a shelter at least the size of a large tent. As 
with a smithy, this allows three armourers to work full 
time - costs to expand the workshop are an extra 50% 
per three workers. 

An apprentice is any character with a proficiency 
score of I2 or higher. An overseer is any character with 
a proficiency score of I5 or higher. An overseer can 
supervise two apprentices. 

The cost to craft the armour is half its retail value. 
Staffing costs are 2 cp per week for each apprentice and 
I5 cp per week for each overseer. If the overseer is a 
player character, he can pay himself whatever he likes. 

The time required for an apprentice (supervised by an 
overseer) to make metal armour is equal to two weeks 
per point of Armour Class bonus. For example, a steel 
shield would require two weeks of work, whereas a suit 
of full plate armour would require 18 weeks of work. 


For non-metal armour, divide this time by five. 

Doubling the required staff can reduce this time by 
half. An overseer always counts as two apprentices, so 
an overseer working on his own can always halve these 
times, but can’t supervise apprentices while doing so. 
This generally only becomes relevant in large armouries 
with staff working on multiple items at the same time. 

If the proficiency check indicates failure but is within 
4 of the amount needed for success, the armourer 
has created usable, but flawed, armour. Such armour 
functions as I AC worse than usual, although it looks 
like the armour it was intended to be. Only a character 
with armourer proficiency can detect the flaws, and this 
requires careful and detailed inspection. 

If the flawed armour is struck in melee with a 
natural roll of I9 or 20, it breaks. The character's 
AC immediately worsens by -4 (although never below 
10), and the broken armour hampers the character's 
movement. Until the character can remove the broken 
armour (which takes Id4 rounds), he moves at I/2 of 
his normal rate and suffers a -á penalty to attack rolls. 

If an armourer is creating a suit of field or full plate 
armour, the character who will use the armour must be 
present at least once a week during its creation, since 
such types of armour require very exact fitting, 

Blacksmithing: A character with blacksmithing 
proficiency can make tools and implements from durable 
materials. Use of the proficiency requires a forge with a 
coal-fed fire and bellows, as well as a hammer and anvil. 
This costs 100 cp if the blacksmith does not work with 
metal, but 10,000 cp if he does. 

The character cannot make armour or most weapons, 
but can craft crowbars, grappling hooks, nails, hinges, 
ploughs, and most other objects. Working with actual 
iron is rare on Athas - most blacksmiths have shifted 
from metal to other durable substances. 

Bookbinding: A character with this skill is familiar 
with the process of assembling a book. On Athas, books 
are not necessarily paper pages between leather covers. 
This proficiency can cover all manner of methods of 
storing written information - palm leaf clusters, engraved 
skulls, bone necklaces etc. 

Creating such implements is a demanding task; the 
"pages must be prepared and held together, protected 
by various kinds of varnishes or treatments, and then 
fastened to a strong and durable binding. Additional 
chemicals or compounds to ward off mildew and deter 
moths and bookworms are a must. 
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This proficiency is especially helpful for a wizard 
assembling a spell book. Normally, a wizard must pay 
50 cp per page for a standard spell book, or 100 cp 
per page for a travelling spell book. A wizard who does 
this work himself reduces these costs by 50%, although 
the process takes at least two weeks, plus one day per 
five pages. 

If the character passes a proficiency check, his spell 
book gains a +2 bonus to item saving throws due to 
the quality and craftsmanship of the work. In addition, 
the wizard must succeed in a proficiency check if he is 
dealing with unusual or unsuitable materials, such as 
ivory sheets for pages or drake scales for a cover. 

Bowyer/Fletcher: This character can make bows and 
arrows. A weaponsmith is required to fashion arrowheads, 
but the bowyer/fletcher can perform all other necessary 
functions. The construction time for a long or short bow 
is one week, while composite bows require two weeks, 
and Id6 arrows can be made in one day. This presumes 
that the character is working full time. If adventuring at 
the same time, multiply these times by four. 

The bowyer doesn’t need a workshop, but a full set 
of tools costs IO cp. For I5 cp, the bowyer can have a 
set of tools that can be used simultaneously by up to 
three characters. 

Costs are negligible for most bows, which can be 
crafted from readily available materials. To create a 
heavy pull bow, the bowyer pays 50% of its retail price. 
For arrows, the character likewise pays 50% of retail 
value, unless he has access to the right materials (bone, 
chitin, obsidian, or even metal arrowheads). 

When the construction time for the weapon is 
completed, the player makes a proficiency check. If the 
check is successful, the weapon is of fine quality and 
will last for many years of normal use without breaking. 
If the check fails, the weapon is still usable, but has a 
limited life span: an arrow breaks on the first shot; a 
bow breaks if the character using it rolls an unmodified 
I on his Id20 attack roll. 

If a character wishes to create a heavy pull bow 
which allows the user to benefit from high Strength, a 
failure on the proficiency check means that the weapon 
is useless. However, a successful check means that the 
weapon enables the character to add Strength bonuses 
to damage rolls. Additionally, if the proficiency check is 
a natural I, the range of the bow is increased IO yards 
for all range classes or is of such fine work that it is 
suitable for enchantment. 
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Brewing: The character is trained in the art of 
brewing beers and other strong drinks. The character 
can prepare brewing formulas, select quality ingredients, 
set up and manage a brewery, control fermentation, and 
age the finished product. A character can perform all 
the basic functions of the brewer's art without requiring 
a proficiency check. If the brewer chooses to make the 
check, failure means that a batch has been wasted, but 
success produces a particularly fine vintage. 

Carpentry: This character knows the basics of working 
with wood and can create (with no check required) 
small structures, fences, platforms, cabinets, carts and 
wagons. The carpenter can make wooden wheels, but a 
blacksmith must form the rim or the wheel will have a 
very short life expectancy. 

A carpenter might build a short footbridge, a wooden 
clock, or a dumb-waiter system; these tasks will require a 
proficiency check. Larger projects such as major bridges, 
boats, or catapults, require the aid of a character with 
the engineering proficiency. 

Cobbling: A character with this skill can make shoes, 
boots, and sandals. No checks are normally required, 
but if the character attempts a field repair of damaged 
footwear, or tries to fashion shoes from wood or leather 
that has been scrounged up, a check is needed. 

Cooking: All characters know the basics of food 
preparation, but a character with this proficiency is a 
master chef. He can generally cook, bake, fry, and so 
forth without a proficiency check. Checks are required 
if the character attempts to prepare truly gourmet meals, 
or tries to make a palatable dinner out of unpalatable 
ingredients = grubs, roots, and bark, for example. 

Gem Cutting: À character with this proficiency 
can finish the rough gems that are discovered through 
mining at a rate of IdIO stones per day. A gem cutter 
derives no benefit from the assistance of non-proficient 
characters. A gem cutter must work with a good light 
source and must have an assortment of chisels, small 
hammers, and specially hardened blades. 

Uncut gems, while still of value, are not nearly 
as valuable as the finished product. If the cutting is 
successful (as determined by a proficiency check), the 
gem cutter increases the value of a given stone to the 
range appropriate for its type. If a I is rolled, the work 
is exceptionally brilliant and the value of the gem falls 
into the range for the next most valuable gem (the DM 
has the relevant tables for determining the value of 
gemstones). 
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Characters may also cut, shape and polish glass and 
stone into useful forms, including orbs and lenses. Some 
lenses may focus the sun’s rays to start fires. Others may 
magnify small objects. 

Wizards with the gem cutting proficiency can use 
it to craft obsidian spheres used in certain spells, and 
psionic characters use it to create a crystal focus. 

Glassblowing: A character skilled at this trade 
can manufacture all kinds of glass containers, jars, or 
bottles. Creating symmetrical or precise pieces requires a 
proficiency check, but if a character is making items for 
usefulness instead of decoration, he can produce about 
IO small containers, 5 medium containers, or 2 large 
ones ina day’s work. The character must have access to 
a specialised glaziers workshop and furnace costing 100 
cp in order to make use of this skill. 

Leatherworking: This proficiency enables a character 
to tan and treat leather and make clothing and other 
leather objects. The character can make leather armour, 
as well as backpacks, saddlebags, saddles, and all sorts 
of harnesses. Most tasks are automatic successes, but 
the leather worker will have to make a proficiency check 
when attempting unusual jobs such as making armour, 
making a leather patch for a boat hull, for example, or 
making a tent from scraps of hide. See the armourer 
non-weapon proficiency for rules on making armour. 

Mining: A character with mining proficiency is 
needed to site and supervise the operations of any 
mine. First, the character can attempt to determine what 
types of ores or gems can be found in a given area. To 
do this, he must spend at least a week searching a five- 
square-mile area (about the size of a single hex on the 
Tablelands map). The DM may rule that more area 
must be searched to find anything of value and may 
thus increase the amount of time required. At the end 
of the search, the character can say what is likely to be 
found in this area. After this, the character can site the 
mine. On a successful proficiency check (made secretly 
by the D™), the character has found a good site to 
begin mining for any minerals that may be in the area. 
The check does not guarantee a successful mine, only 
that a particular site is the best choice in a given area. 
The DM will determine what minerals, if any, are to be 
found in the region of the mine. On a failed check, the 
character only thinks he has found a good site. Much 
effort is spent before the character is proved wrong, of 
course. 


Once the mine is in operation, a character with 
mining proficiency must remain on site to supervise all 
work. Although this is a steady job, most characters will 
find it better to hire an NPC for this purpose. 

Pottery: The character can create ceramic vessels - 
jars, bottles, plates, bowls, etc. — of whatever type are in 
use in the region. The character requires a wheel and a 
kiln, as well as a supply of clay and glaze. The character 
can generally create two small- or medium-sized items 
or one large-sized item per day. The pieces of pottery 
must then be fired in the kiln for an additional day. 
A serviceable piece of crockery can be made without a 
proficiency check. 

If the character attempts to make a fine-quality piece, 
it will take about three days for an average-sized object 
and a successful proficiency check. Failure means 
the object is useless; success indicates the degree of 
excellence, with a roll of I indicating that the character 
has created a work of unique value. 

The raw materials involved cost I bd to make a small 
item, 5 bd to make a medium-sized item, and I bit to 
make a large item. 

Seamstress/Tailor: A character with this proficiency 
can sew garments out of all types of cloth - wool, cotton, 
silk, and well-tanned leather being the most common. 
The character can use needle and thread. The amount 
of time required for a job varies by its complexity, but 
checks are only required if the tailor is attempting to 
make something truly unique and spectacular. 

The tailor can also make field repairs on clothing 
that has been damaged by the vagaries of adventuring, 
These repairs typically require proficiency checks, with 
failure indicating that the patch will hold for only a 
very short time. 

Stonemasonry: A character with this skill knows how 
to excavate stone from quarries, cut that stone into 
blocks, make bricks, mix mortar, lay stone or brick, and 
carve simple designs and symbols into stone. The mason 
can lay cobblestones or bricks for roads and courtyards 
- this work can include small arches and cantilevered 
platforms. None of these tasks require proficiency checks. 
The character's tools include hammers, chisels, trowels, 
block and tackle, plumb lines, shovels, and wedges. A 
fully equipped mason can build a wall, 10’ long, 5 
high and I’ thick, in one day if the stone is already cut. 
The character can erect walls, buildings, pillars, stone 
abutments for bridges, etc. 
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The character can step up the work by making a 
proficiency check Also, if the stonemason doesnt 
have the benefit of the engineering proficiency, checks 
must be made for wall sections higher than IO’, and 
for structures involving arches or elaborate corners. À 
stonemason can also supervise the work of unskilled 
labourers to quarry stone; one stonemason 1s needed for 
every five labourers. 

Weaponsmithing: This proficiency enables a 
character to perform the difficult and highly exacting 
work involved in making weapons. To craft metal 
weapons, the character needs a fully equipped smithy, 
costing 20,000 cp. This doesn’t include the cost of 
the shelter where the smithy is located, which must be 
at least the size of a pavilion tent. This workshop is 
extensive enough to allow the character (or an overseer) 
and two apprentices to work full time. To expand the 
workshop costs an additional 50% per three workers 
(factor the price of the shelter into this). 

To craft non-metal weapons, the character needs a 
fully equipped workshop, costing 25 cp. A workshop 
must be located in a shelter at least the size of a large 
tent. As with a smithy, this allows three weaponsmiths 
to work full time — costs to expand the workshop are an 
extra 5096 per three workers. 

An apprentice is any character with a proficiency 
score of I2 or higher. Àn overseer is any character with 
a proficiency score of I5 or higher. An overseer can 
supervise two apprentices. 

The cost to craft the weapon is half its retail value. 
Staffing costs are 2 cp per week for each apprentice and 
I5 cp per week for each overseer. If the overseer is a 
player character, he can pay himself whatever he likes. 

The time to craft metal weapons is given below. For 
non-metal weapons, divide this time by five. This is the 
time it takes for one overseer-level weaponsmith to craft 
the weapon. If the weaponsmith also works with two 
apprentices, he can cut this time in half. 

If the character wishes to make a fine weapon (+1 
to either attack or damage rolls), it takes twice as long, 
costs an extra 500 cp (or 500 gp for metal weapons) 
with a -5 penalty to the check. For exceptional weapons 
(+I to attack and damage rolls), it takes four times 
as long, costs an additional I,000 cp (or 1,000 gp 
for metal weapons) and the penalty increases to -IO. 
This represents the cost of the additional materials and 


resources required. 


Weapon Type Examples Time 
Bladed weapon, light dagger, puchik 5 days 
Bladed weapon, small short sword, wrist razors 10 days 
Bladed weapon, medium long sword, cahulaks 20 days 
Bladed weapon, large two-handed sword 45 days 
Hafted weapon, small hand axe, singing sticks 5 days 
Hafted weapon, medium _ battleaxe, impaler 10 days 
Hafted weapon, large polearm, gythka 20 days 


Weaving: A character with weaving proficiency can 
create garments, tapestries, and draperies from wool or 
cotton, or even silk. The character requires a spinning 
apparatus and a loom to create cloth using this 
proficiency. A weaver can create two square yards of 
material per day. 


Cryptography 

The character with this proficiency has some training 
and skill in deciphering hidden messages and codes. 
In its basic form, the character is allowed to make 
a proficiency check when confronted with a coded 
message. If the check is successful, the DM can reveal 
a general overview of the secret missive and explain the 
code used to encrypt it. 

This proficiency is more fun when used as an aid 
to role-playing. Ideally, the use of the cryptography 
proficiency requires involvement from the player - and 
a certain amount of puzzle design by the DM - instead 
of simply passing a check and demanding that a coded 
message be explained by the DM. 

Rather, a character with the cryptography proficiency 
should have the chance of recognising a code concealed 
within a written or spoken message, or perhaps hidden 
by some other medium - an intricately woven tapestry, 
a sculpted piece of heraldry, or even in the words or 
notes of a song, for example. The DM will usually 
roll this check secretly, announcing that the character 
observes something unusual. 

If the character notices the encoded sigil, the DM 
should describe it in considerable detail - word for 
word, if it is a written message. The character can 
make an additional proficiency check during the course 
of the decoding; if successful, the DM can provide a 
significant clue regarding the contents of the message - 
a name, place, or date that is mentioned, for example. 


The bulk of the decoding should still be performed by 
the player. 
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Crystal Focus 


Many psionic characters find that they can achieve a 
deeper and more productive psionic trance by focusing 
their meditations on an inanimate object. Crystals and 
gemstones are the most frequently used foci, because 
of their clarity and durability. A crystal focus gives the 
character a +I bonus on power checks for one power. 

The character must first attune a crystal to one of his 
psionic powers, with a proficiency check and two hours 
of meditation. After that, he can use the +I bonus any 
time he uses the power if the crystal is in contact with 
his body. 

A psionic character may only attune one crystal at 
a time. If he rolls a natural I on his power check, the 
crystal burns out and is destroyed. The crystal doesn’t 
have to be valuable - plain quartz is usually enough to 
establish focus - but the character must use a crystal 
that has been polished and cleansed of flaws with craft 
(gem cutting). 


Disguise 


Characters trained in this proficiency can conceal their 
appearance through makeup and costuming, If they seek 
simply to alter their appearance without concealing size, 
sex, or race, they can do so without a proficiency check. 

If the task is more difficult - the character in disguise 
meets and talks with an acquaintance, for example - 
a successful proficiency check is required. Characters 
who try to alter the appearance of their sex, race, or 
size must make successful proficiency checks with a -2 
penalty for each category. 

Characters who attempt to disguise themselves as a 
specific person must make proficiency checks when they 
encounter and speak with someone who knows the other 
individual. These checks suffer a -5 penalty. Failure 
means that the disguise has been noticed. It may not 
necessarily mean that the character is recognised. 


Endura nce 


A character with the endurance proficiency is able to 
perform continual strenuous physical activity for twice 
as long as a normal character before becoming subject 
to the effects of fatigue and exhaustion. In those cases 
where extreme endurance is required, a successful 
proficiency check must be made. 


Note that this proficiency does not enable a character 
to extend the length of time that he can remain 
unaffected by a lack of food or water. It does, however, 
double the amount of time a character can endure a 
forced march before requiring a check for exhaustion. 
Furthermore, a character carrying out a forced march 
can roll an endurance check instead of a Constitution 
check when checking for exhaustion. 


Etiquette 


This proficiency gives the character a basic understanding 
of the proper forms of behaviour and address required 
in different situations, especially those involving nobility 
and persons of rank, and estimate the required level of 
a bribe. 

Estimate Bribes: Bribery is a way of life on Athas 
and knowing when to offer a bribe is an important 
of the proficiency. Equally 
important is the timing of the offer, correctly guessing 


application etiquette 
the amount that will most likely garner the reaction that 
is wanted, and the best way to disguise the bribe so 
that it doesn’t draw attention from unwanted witnesses. 

A successful etiquette proficiency check allows a 
character to estimate how big a bribe is necessary to 
get what he wants, if the one receiving the bribe will 
keep his side of the bargain, and how to offer the bribe 
without insulting the target. 

Proper Behaviour: A character with the etiquette 
proficiency will know the correct title to use when 
addressing nobles, the proper steps of ceremony to greet 
visiting diplomats, gestures to avoid in the presence of 
dwarves, etc. A proficiency check is not required for 
these circumstances. For extremely unusual occurrences 
or when dealing with an unknown or foreign culture, 
a proficiency check must be made for the character to 
know the proper etiquette for the situation (a meeting 
with a sorcerer-king, for example, is a sufficiently rare 
event). The check should be modified: +2 if the 
foreigners are the same race as the character, +I or 
more if the character has had some time to observe the 
foreigners. 

However, having the character know what is correct 
and actually do what is correct are two different matters. 
Encounters must still be role-played. Knowledge of 
etiquette does not give the character automatic protection 
from a gaffe or faux pas; many people who know the 
correct thing still manage to do the exact opposite. 
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Expression 


This proficiency covers a number of proficiencies, 
including artistic ability, dancing, musical instrument, 
and singing. A character who takes expression picks one 
of these subcategories. A character can make a daily 
wage using this proficiency, depending on the wealth 
of the audience. Multiply the result of a successful 
proficiency check by the following amounts: 


Customers Multiplier Check Penalty 
Squalid I lead bead 0 
Poor I ceramic bit =I 
Middle-Class I ceramic piece -2 
Wealthy IO ceramic pieces =3 


Artistic Ability: Player characters with artistic ability 
are naturally accomplished in various forms of the arts. 
They have an inherent understanding of colour, form, 
space, flow, tone, pitch, and rhythm. 

Characters with artistic ability must select one art form 
(painting, sculpture, composition, etc.) to be proficient 
in. Thereafter they can attempt to create artworks or 
musical compositions in their given field. Although it is 
not necessary to make a proficiency check, one can be 
made to determine the quality of the work. 
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If a I is rolled on the check, the artist has created a 
work with some truly lasting value. If the check fails, the 
artist has created something aesthetically unpleasant or 
just plain bad. 

Artistic ability also confers a +I bonus to all 
proficiency checks requiring artistic skill - music or 
dance - and to attempts to appraise objects of art. 

Slaves with artistic ability are sometimes brought out 
of the mud pits and into the homes of nobles, where 
they are taught to read. Once out of favour, however, 
these literate slaves can't be returned to the pits. They're 
either executed or sent to the arena. 

The thri-kreen use this non-weapon proficiency 
mostly for the art of body painting, in which colourful 
designs and symbols for good fortune or good hunting 
are painted onto the chitin of another thri-kreen with 
pigments made from animal-, plant-, or clay-based dyes. 
This proficiency also allows a skilled artist to make 
designs in a kreen’s chitin. 

Patterns and pictures can be etched and later 
coloured, gems or other tiny objects can be added, and 
rings can be placed into holes in the chitin. Placement 
of gems and so forth requires the artist to break through 
the chitin, place the object in the wound, and maintain 
a watch while new chitin grows around it. 


Cy 


A chitin-worker can also shape the chitin that grows 


after a wound, eliminating ugly knobs and spines, or 
forming artistic projections. Too-elaborate constructions 
will break away from the subject’s body rather easily, so 
kreen artists tend to stick to simple decoration. 

Dancing: The character knows and can perform the 
moves of many types of dances, including some that 
involve precise and detailed steps. All dances common 
to the character’s society will be familiar. Rare, archaic, or 
unusual dances will be known with a proficiency check. 
Also, characters who have had a chance to observe an 
unknown dance can perform it (-2 modifier, +I for 
each time after the first that it is seen performed). 

Musical Instrument: The character can play a specific 
musical instrument. An additional instrument can be 
added for every extra slot devoted to this proficiency. 
The character plays quite well, and no proficiency 
check is normally required. The DM may direct the 
character to make a proficiency check in what he feels 
are extraordinary circumstances. 

Singing: The character knows and can perform 
the many types of songs, including some that involve 
complex or difficult notes. All songs common to the 
characters society will be familiar. Rare, archaic, or 
unusual songs will be known with a proficiency check. 
Also, characters who have had a chance to hear an 
unknown song can perform it (-2 modifier, +I for each 
time after the first that it is heard). 

The character can compose his own songs, including 
choral works, with a successful proficiency check. 


Fast Talk 


Similar to the trader ability of the same name, fast talking 
is the art of distraction and misdirection, convincing 
others to behave a certain way, believe a lie, talk one’s 
way out of trouble, or simply getting a better price. 

Fast talk automatically works on targets with Intelligence 
3 and automatically fails on targets with Intelligence or 
Wisdom 20 or higher. Apply the target’s Insight Bonus 
and Will Bonus as penalties to the result. 

Fast-talk shouldn't replace good role-playing and can't 
be used on other player characters. 

The fast talk proficiency covers routine situations such 
as receiving up to 10% more or paying 10% less for 
an item than it's worth, persuading a target to believe a 
plausible exaggeration or falsehood, or talking your way 
out of sticky situation. 


A successful check indicates that the target believes 
the ruse, is convinced by the lie, or agrees to offer a 
discount on the suggested price. 

More elaborate ruses are beyond the scope of this 
proficiency, requiring, the skill of a trader. 


Forgery 


This proficiency enables the character to create 
duplicates of documents and handwriting and detect 
such forgeries created by others. 

Detect Forgery: Those with forgery proficiency may 
examine a document to learn if it is a forgery. On 
a successful proficiency roll, the authenticity of any 
document can be ascertained. If the die roll is failed 
but a 20 is not rolled, the answer is unknown. If a 20 
is rolled, the character reaches the incorrect conclusion. 
When trying, to detect forgeries created by the rogue 
skill, the character suffers a -6 penalty to their check. 

Forge Document: To forge a document (military 
orders, local decrees, etc.) where the handwriting is not 
specific to a person, the character needs only to have 
seen a similar document before and make a proficiency 
check. To forge a name, an autograph of that person 
is needed, and a check with a -2 penalty must be 
successfully rolled. To forge a longer document written 
in the hand of a particular person, a large sample of his 
handwriting is needed, with a -3 penalty to the check. 

The forger always thinks he has been successful; the 
DM rolls the character’s proficiency check in secret and 
the forger does not learn of a failure until it is too late. 

If the check succeeds, the work will pass examination 
by all except those intimately familiar with that 
handwriting or by those with the forgery proficiency who 
examine the document carefully. If the check is failed, 
the forgery is detectable to anyone familiar with the 
type of document or handwriting - if he examines the 
document closely. If the die roll is a 20, the forgery is 
immediately detectable to anyone who normally handles 
such documents without close examination. The forger 
will not realise this until too late. 


Gaming 


The character knows most common games of chance and 
skill, including cards, dice, bones, draughts, and chess. 
When playing a game, the character may either play 
out the actual game (which may take too much time for 


some) or make a check, with success indicating victory. 
If two proficient characters play each other, the one 
with the highest successful result wins. A character with 
gaming proficiency can also attempt to cheat, gaining a 
+I bonus to his ability score. If the proficiency check 
for the game is I7 or higher, however, the character has 
been caught cheating (even if he won the game). 


Harness Subconscious 


Through the use of this proficiency, a psionic character 
temporarily boosts his PSP total. To procure these 
extra PSPs, the character's PSP total must be at its 
maximum. The character must spend two full days (48 
consecutive hours) gathering energy from subconscious 
reserves. At the end of this time, the character makes 
a proficiency check. Success increases his PSP total by 
20%, rounded up. 

The extra PSPs are available for 72 hours or until 
used up, whichever comes first. At the end of 72 hours, 
the character loses as many PSPs as he gained from 
his current total (though the total won't drop below 0). 

During the these 72 hours, the character can’t recover 
PSPs if his current total equals or exceeds his usual 


maximum. Once all bonus PSPs have been used, PSPs 


can be recovered normally up to the usual maximum. 


Healing 


A character with the healing proficiency can administer 
battlefield healing, supervise the recovery of injured 
patients, treat poison, and treat diseases: 

Battlefield Healing: The healer can tend another 
immediately after wounding with a successful proficiency 
check. This restores Id3 hit points lost. One battlefield 
healing attempt can be made per patient per day. 

Supervised Healing: The healer can supervise the 
healing of up to six patients without a check. Patients 
recover an additional hit point per day when travelling 
or engaging in non-strenuous activity and an extra 2 
hit points per day when resting. If the healer also has 
the herbalism proficiency, resting patients recover an 
additional I hit point per day, for a total of 3 extra hit 
points per day. 

Treat Disease: A proficiency check reduces a normal 
disease to its mildest form and shortest duration. 
Herbalism adds +2 to this check. A proficiency check 


will diagnose a magical disease but cannot treat it. 


Treat Poison: The healer can treat injury poison 
without a proficiency check immediately after poisoning, 
The healer must tend the patient for 5 rounds. Following 
this, the patient makes their poison saving throw with a 
+2 bonus. If care is interrupted, the patient makes their 
save immediately with no bonus. If the healer also has 
herbalism, he can treat ingested and contact poisons. 


Heat Protection 


A character with the heat protection proficiency has 
learned to pace himself and use clothing and shelter 
to endure the rigours of Athas’ heat. He can also fight 
longer when wearing metal armour. 

Avoid Heat Stroke: With a successful check, the 
character is able to shield himself from the worst of the 
day's heat, and takes no Constitution damage from heat 
stroke that day. Modify the proficiency check depending 


on the temperature: 


e Hot 0 

e Very Hot: -3 
e Furnace: -6 
e. Inferno: -9 


If the character has the survival proficiency for that 
terrain, he receives a +2 on his heat protection roll. 

Fight in Metal Armour: In combat, the heat 
protection proficiency allows a character in metal 
armour to battle better and longer. A successful check 
each round avoids the attack penalty for that round. In 
addition, when he reaches his Constitution score limit 
for rounds of combat, a successful check allows him to 
fight for five more rounds. This check can be made at 
the end of every subsequent five-round period, but once 
it fails, the character collapses from exhaustion. 


Herbalism 


A character with this skill can improve their use of the 
healing proficiency, identify plants and fungi, prepare 
herbal brews, and prepare poisons. The herbalist can 
fulfil these functions with common ingredients. If the 
character does not have such ingredients, it takes a day 
of searching the local environment to refresh his stocks. 

Identify Plants: A successful proficiency check will 
reveal a plant's most common names and whether or 
not it is edible, poisonous, or medicinal. It allows the 
herbalist to know where a certain plant grows and to 
find it if any are growing nearby. 
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Improve Healing: The herbalist can add an extra hit 
point per day to resting patients receiving benefits of the 
healing proficiency, treat ingested and contact poisons, 
and improve treatment of non-magical diseases with 
healing proficiency, granting a +2 bonus to the check. 

Prepare Brews: A successful proficiency check creates 
one dose of a battlefield balm, healing salve, painkiller, 
or poison antidote that lasts for Id3 days. It takes I hour 
to make the dose and costs half the brew’s market price. 
The herbalist can make these from readily available 
ingredients. If the herbalist has access to rare herbs and 
special ingredients, he can make arena powder, draxia 
ointment, fordorran musk, healing infusions, intoxicants, 
ranike sap, strong painkillers, and stimulants. 

Prepare Poisons: A successful check means the 
character makes a single dose that lasts for 24 hours. 
It costs half the poison’s market price and takes 24 
hours to make the dose - the herbalist spends 4 hours 
preparing the poison, following which the mixture must 
brew for 20 hours before it is ready. There is a 5% 
chance the character poisons himself accidentally while 
preparing the poison (unless he is a bard or a trader). 

The herbalist can make type A, K, O, and G poison 
from easily obtainable ingredients (specifically, cha’thrang 
lime, redleaf paste, kank venom, and redleaf sap). If he 
has access to specialised ingredients, he can also create 
types I, M, C, and P (desert mastyrial extract, gray root, 
barbed scorpion venom, and siltweed extract). Other 
types of poison may be possible - consult your DM on 
the required processes and ingredients. 

Bards and traders can use this proficiency to brew 
additional doses of any poison they know. 


Hunting 


When in wilderness settings, the character can attempt 
to hunt game, set snares, and fish. 

Fish: The character is skilled in fishing, be it with 
hook and line, net, or spear. Normally this means 
fishing in the Sea of Silt or silt basins, but it can apply 
to bodies of water, at the DM's discretion. Each hour 
the character spends fishing, roll a proficiency check. If 
the roll is failed, nothing is caught that hour. Otherwise, 
a hook and line or a spear will land Id6 small creatures 
(silt crabs, silt spawn etc). À net will catch three times 
this amount. This number can be doubled if the area 
is rich in potential catch. It is reduced to one catch per 
hour if the character is seeking large quarry. 


Of course, nothing can be caught where no creatures 
are found. On the other hand, some areas teem with 
catch, such as a silt estuary during spawning season. The 
DM may modify the results according to the situation. 

Hunt Game: A proficiency check must be made with 
a -I penalty to the ability score for every non-proficient 
hunter in the party. If the die roll is successful, the 
hunter (and those with him) have come within IOI to 
200 yards (IdI00--100) of an animal. The group can 
attempt to close the range, but a proficiency check must 
be made for each 20 yards closed. If the stalking is 
successful, the hunter automatically surprises the game. 
The type of animal stalked depends on the nature of 
the terrain and the whim of the DM. 

Set Snares: The character can make simple snares 
and traps, primarily to catch small game. These can 
include rope snares and spring traps. A proficiency 
check must be rolled when the snare is first constructed 
and every time the snare is set. A failed proficiency 
check means the trap does not work for some reason. 
It may be that the workmanship was bad, the character 
left too much scent in the area, or he poorly concealed 
the finished work. The exact nature of the problem does 
not need to be known. The character can also attempt 
to set traps and snares for larger creatures: pits and net 
snares, for example. A proficiency check must be rolled, 
this time with a -4 penalty to the ability score. In both 
cases, setting a successful snare does not ensure that it 
catches anything, only that the snare works if triggered. 
The DM must decide if the trap is triggered. 

Thief characters (and only thieves) with this proficiency 
can also rig man-traps. These can involve such things 
as crossbows, deadfalls, spiked springboards, etc. The 
procedure is the same as that for setting a large snare. 
Damage for a man-trap is determined by the DM. 

Setting a small snare or trap takes one hour. Setting a 
larger trap requires two to three people (only one need 
have the proficiency) and 2d4 hours of work. Setting a 
man-trap requires one or more people (depending on 
its nature) and Id8 hours of work. To prepare any trap, 
the character must have appropriate materials on hand. 

Characters with the animal lore proficiency gain a 
+2 bonus to their ability score when attempting to 
set a snare for the purposes of catching game. Their 
knowledge of animals and the wilds serves them well for 
this purpose. They gain no benefit when attempting to 
trap monsters or intelligent beings. 
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Hypnosis 


With this proficiency, a character can hypnotise another 
character, placing the subject into a relaxed state in 
which he is very susceptible to suggestions. However, 
hypnosis is not possible unless the subject is willing and 
knows he is being hypnotised. 

Characters with this proficiency can hypnotise humans 
and demihumans with ease. Non-humans can be 
hypnotised, too, but the DM should assign a penalty to 
the proficiency check. The size of the penalty depends 
on how inhuman the subject is. A gith, for example, 
could be hypnotised with a -2 modifier, while a thri- 
kreen could be hypnotised only with a -8 modifier to 
the proficiency check. 

The act of hypnotising someone takes about five 
minutes. The subject is then very relaxed and willing to 
do almost anything that isn’t very dangerous or against 
his alignment. Note, however, that a hypnotised subject 
can be easily fooled; the subject may be convinced that 
he’s doing one thing, while he’s actually doing another. 
Lawful or good characters who trick their subjects in this 
fashion should beware. Characters who use hypnotism 
to make people do chaotic or evil things may find 
themselves with alignment problems of their own. 


Hypnotism can have the following (or similar) effects: 

e A character can be induced to remember things 
he has forgotten by reliving a frightening or distant 
event. 


e A character can be made calm in the face of a 

specific situation that he has been prepared for. 

e A character can be cured of a bad habit or 

addiction (but not of curses or magical afflictions). 

e A character can be prepared to impersonate 

someone by thoroughly adopting that individual's 
personality. 

Hypnotism has limitations, however. It cannot be used 
to increase a character's ability scores, give him abilities 
he does not naturally possess due to his race, let him do 
things that are beyond his capabilities due to his class, 
or give him information that he couldn't possibly know. 


Information Gathering 


This proficiency allows a character to gather information 
from underworld sources and from the word on the 
streets of the cities and villages. The character spends a 
day becoming aware of all major rumours circulating a 
particular area. No check is needed for this use of the 
proficiency, but the time must be accounted for. 


A successful check is needed to gather specific 
information about a person or place. The roll is modified 
by the characters Reaction Adjustment (determined by 
his Charisma score). In addition, the character must 
spend IdIO ceramic pieces to pay for small bribes, to 
buy drinks, and to otherwise loosen the lips of those in 
the know. 

If the character uses this proficiency outside familiar 
territory, the check suffers a -3 penalty. If the character 
doesn't spend the ceramic pieces, the check suffers an 
additional -3 penalty. 


Intimidation 


Intimidation is the use of psychological or physical 
tactics to impress upon others that the user is tough 
and dangerous. It has nothing to do with persuasion or 
negotiation, being more like bullying. This proficiency 
can be used in several ways. 

Whenever the character wants something and believes 
he must exercise force to get it, he can use intimidation 
to imply violence. Intimidated targets will usually give 
in to keep the peace. If the character is being pushed 
around, successful use of intimidation may stop the 
harassment. Finally, intimidation may be used to impress 
upon people the character's relative status and power. 

Intimidation may be attempted with Strength or 
Charisma. If Strength is used, the character threatens 
bodily harm. If Charisma is used, the intimidation 
consists of more subtle threats. 

The best sort of intimidation is achieved verbally or 
from facial expressions and gestures designed to convey 
the character’s growing annoyance, impatience, disgust, 
or aggression. This proficiency should be used as an 
adjunct to good role-playing, not as a substitute for it. 

Characters who can avoid a fight by successfully 
intimidating their opponents will be remembered as 
powerful, compelling, frightening, and worthy of respect. 

Those who must resort to physical violence (chopping 
a table in half, backhanding a slave) may succeed at 
intimidating people for the moment but do not usually 
impress those they are trying to intimidate. 

Intimidation may be used in lieu of other non-weapon 
proficiencies with the DM’s approval. It can substitute 
for bribery, stand in for etiquette among certain tribal 
people or hardened adventurers, and is useful in dealing 
with petty officials who can be frightened into performing 
some small task rather than facing the character’s wrath. 


Knowledge 


This proficiency covers any number of acquired 
knowledges. 

Agriculture: On Athas, low humidity makes grain 
storage easy, but raising crops more difficult. With this 
proficiency, the character has knowledge of the basics 
of farming. This includes planting, harvesting, storing 
crops, tending animals, butchering, and other typical 
farming chores. This proficiency also covers the best use 
of land and water for a given crop and how to keep 
that crop alive through the dry growing season. It can be 
used to tend rare flowers, herbs, and endangered trees. 

Knowledge of agriculture may be used to identify 
problems that affect plants: diseases, insect infestation, 
lack of essential nutrients and scarcity of water, for 
example. People with this non-weapon proficiency 
know how to rectify problems they can identify. Any 
land under the care of someone with this non-weapon 
proficiency produces to its maximum capacity so long 
as the means to alleviate any problems are available. 

Ancient History: The character has learned the 
legends, lore, and history of some ancient time and 
place. The proficiency is divided into four periods. Each 
period requires a separate non-weapon proficiency slot. 
The periods are: the Green Age, the Time of Magic, the 
Defiling, and the Age of Kings. Knowledge of ancient 
history may be illegal in some parts of the Tablelands. 

Characters with this proficiency are familiar with the 
legends, rulers, and writings of their chosen specific 
historical period. They will recognise, without a proficiency 
check, items, scrolls, artwork, etc. of that period. They 
will know the main historical figures, such as rulers 
and powerful villains, and the major circumstances of 
those individuals’ lives and deaths. With a successful 
proficiency check they will recall lesser figures, such as 
chieftains, champions, and heroes, and recall legendary 
tales, important sigils, and perhaps be able to decipher 
a small bit of text, symbols, or hieroglyphics. 

Arcanology: The study of the history and development 
of magic is termed arcanology. Each slot in this 
proficiency buys the character knowledge of the history 
of magic in one region (the Tyr region, Urik region, 
etc.) and a more general knowledge of magic as a whole. 
A person with arcanology is familiar with the works of 
past famous wizards from his region, be they notable 
members of the Veiled Alliance, arcanamachs, or well- 
known rogue spellcasters. Special magical items, spells, 


or forms of magic wielded by these ancient sorcerers are 
familiar to the arcanologist. A character with arcanology 
has an understanding of magical lore from his area of 
expertise and is well-versed in magical research. 

With a successful proficiency check, the arcanologist 
can glean some nugget for lore or identify the general 
purpose and function of an ancient magical item from 
his region; the DM may apply a penalty of -I to -4 
if the lore or item comes from a region outside the 
arcanologists normal studies, or is especially rare or 
obscure. Note that this ability doesn’t help someone 
identify items manufactured in recent times, unless they 
are particularly famous or made by notable figures. 

Arcanologists are also familiar with using libraries, 
laboratories, and other resources, and have a good grasp 
of the fundamental processes of experimentation and 
problem-solving. With a successful proficiency check, 
a character gains a +5% bonus to his success roll 
when researching a new spell and only requires one-half 
the usual amount of time to perform spell research 
or determine the process necessary to manufacture a 
magical item. However, the amount of money spent on 
research remains the same because the character is still 
expending the same amount of books and supplies. 

Cosmology: This proficiency provides its user with 
information concerning the Astral, Ethereal, Gray, 
Black, Hollow, and (para)elemental planes. With this 
proficiency, characters have a 50% chance to know some 
germane fact about all these planes. If the character is 
intimately concerned with that plane (such as clerics 
with their corresponding elemental plane), that chance 
rises to 65%. Until the character has actually interacted 
with the plane in some form, the chances to know 
information concerning them remain the same. 

Interaction raises the chance of specific knowledge 
about the plane with which the character interacted 
by 5%. Clerics capable of casting third-level spells 
are considered to have interacted with the specific 
plane(s) from which they draw their spells. Without this 
proficiency, characters know nothing of these realms 

Engineering: This proficiency is required to design and 
construct objects and installations of all sizes. Carpentry, 
stonemasonry, blacksmithing, or other proficiencies also 
might be necessary for the actual building, Characters 
can design and supervise the building of houses, boats, 
small bridges, palisades, and towers of up to about 30 
feet high without proficiency checks. 
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Characters with this non-weapon proficiency can try 
to design large bridges, fortresses, ships, war machines, 
locks and dams, and other more complicated projects. 
Plans for these types of objects generally require at least 
a week - more time is required if an exceptionally large 
project is being attempted. Complicated tasks require 
successful proficiency checks before a workable design 
can be made. 

If a check fails on a roll of 19 or lower, however, the 
engineer will be aware of the failure and can seek to 
create a new design - go back to the drawing board, 
so to speak. On a roll of 20, the design is flawed but 
the danger will not be discovered until after the object 
is built. 

Heraldry: The knowledge of heraldry enables the 
character to identify the different crests and symbols that 
denote different persons and groups. Heraldry comes in 
many forms and is used for many different purposes. It 
can be used to identify noblemen, merchant families, 
elf tribes, kreen packs, legions, slave tribes, political 
factions, and castes. The symbols may appear on flags, 
shields, helmets, badges, embroidery, standards, clothing, 
coins, and more. The symbols used may include 
geometric patterns, calligraphed lines of script, fantastic 
beasts, religious symbols, and magical seals (made for 
the express purpose of identification). Heraldry can vary 
from the highly formalised rules and regulations of Urik 
to the knowledge of different shield patterns and shapes 
used by Crescent Forest tribesmen. 

The character automatically knows the different 
heraldic symbols of his homeland and whom they are 
associated with. In addition, if the character makes a 
successful proficiency check, he can correctly identify 
the signs and symbols of other lands, provided he has 
at least a passing knowledge of the inhabitants of that 
land. His heraldry skill is of little use upon first entering 
a foreign land. 

Local History: The character is a storehouse of facts 
about the history of a region the size of a large county 
or a small province (the Tyr region, Urik region, Balic 
region, Sea of Silt etc). The character knows when the 
ruined tower on the hill was built and who built it (and 
what happened to him), what great heroes and villains 
fought and fell at the old battlefield, what great treasure 
is supposed to be kept in a local temple, how the leader 
of an elven tribe miraculously grew hair on his balding 
pate, and more. 
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The DM will provide information about local sites 
and events as the character needs to know them. The 


character can try to retell these events as entertaining 
stories. Once the subject is chosen, he can either make a 
proficiency check and, if successful, add that tale to his 
repertoire, or actually tell the story to other characters. If 
the character succeeds in entertaining them, the player 
need not make a proficiency roll for the character, since 
he has succeeded. The character can tell these stories 
to entertain others, granting him a +2 bonus to his 
Charisma for the encounter. But telling stories to hostile 
beings is probably not going to do any good. 

Psiology: This is the study of the history and 
development of psionics. Each slot buys knowledge of the 
history of psionics in one region (the Raam region, Gulg 
region, etc.) and a more general knowledge of psionics 
as a whole. Psiologists are familiar with the works of 
famous psionicists from their region, be they notable 
students of the Tarandan method or well-known wild 
talents. Psionic items and powers used by these ancient 
psions are familiar to the psiologist. A character with 
psiology has an understanding of psionic lore from his 
area of expertise and is well-versed in psionic research. 

With a successful proficiency check, the psiologist 
can glean some nugget for lore or identify the general 
purpose and function of an ancient psionic item from 
his region; the DM may apply a penalty of -I to 
-4 if the lore or item comes from a region outside 
the psiologists normal studies, or is especially rare or 
obscure. Note that this ability doesn't help someone 
identify items manufactured in recent times, unless they 
are particularly famous or made by notable figures. 

Psiology offers no help with creating psionic items; this 
is a function of psionic ability, not academic knowledge 

Religion: 
developed on Athas, though sorcerer-kings claim to be 


Large, organised religions have never 
gods or godlike and have surrounded themselves in 
religious mystique. On a local level, cities and villages 
have ancient lore about mysterious beings or demigods, 
but consistent mythic systems are never widespread. 

Characters with this proficiency know the common 
beliefs and cults of their home and the major faiths 
of neighbouring regions. Ordinary information (type of 
religious symbol used, basic attitude of the faith, etc.) of 
any religion is automatically known. Special information, 
such as how the clergy is organised or the significance 
of particular holy days, requires a check. 


Additional non-weapon proficiency slots spent on 
religion enable the character either to expand his 
general knowledge into more distant regions (using the 
guidelines above) or to gain precise information about 
the finer details of a single faith. 

If the latter is chosen, the character is no longer 
required to make a proficiency check when answering 
questions about that religion. Such expert knowledge is 
highly useful to priest characters when dealing with their 
own and rival faiths. 


Language, Ancient 


The character has mastered a difficult and obscure 
tongue, now primarily found in lost writings or inscriptions 
on forgotten ruins. The main use of the language is 
to read tomes of ancient secrets written by long-dead 
mystics. The character can speak the language. If the 
character has the literacy non-weapon proficiency, he 
can also read and write it. 


Language, Modern 


The character has learned to speak a language of 
the known world. To do so, there must be a teacher 
available. This could be another player character, an 
NPC hireling, or simply a local townsman. Common 
languages include: 


Aarakocran Hej-Kin 
Anakore Jozhal 
B'rohg Nibenese 
Baazrag Nikaal 
Dalikite Pterran 
Belgoi Raamin 
Braxat Scrab 
Draji Silt Runner 
Dwarven Slig 
Elven Ssurran 
Feylaar Tarek 
Gaj Tari 
Giant Elemental (various) 
Gith Thri-Kreen 
Gulgan Tyrian 
Halfling Urikite 


In most cases, a check is not needed. If the character 
is trying to understand an obscure dialect or unusual 
concept, the DM may call for a check, however. 
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Language, Sign 


Those who have mastered the use of sign language can 
communicate among themselves without words, provided 
they can see each other's hands. Signing is a language 
unto itself: it conveys ideas that any other character 
who has the sign language proficiency can understand, 
regardless of his or her native language. 

To use sign language for an entire round, all parties 
involved must make a successful check. Characters who 
succeed can converse together for an entire minute; 
those who fail can’t listen. 

When a PC signs successfully with an NPC, the 
DM should speak freely with the player for one minute 
per round. Every round of conversation requires another 
successful non-weapon proficiency check. A failed 
check means that the speaker didn’t perform his finger 
movements accurately, the listener wasn't watching 
the speaker closely enough, or something else blocked 
communication. 

On Athas, many groups employ sign language for 
covert conversations. In some city-states, using sign 
language can be grounds for imprisonment. Though sign 
language throughout Athas is generally consistent, some 
secret societies employ special codes so that unwanted 
eyes can't decipher specific conversations. 

Thri-kreen sign language is difficult for non-kreen to 
master, as it includes multiple limbs. A non-kreen who 
uses sign language to communicate with a thri-kreen has 
a -2 penalty to the proficiency check (and vice versa for 
kreen communicating, with non-kreen). 


Literacy 


The character knows how to read and write all languages 
that he speaks. Knowledge of reading and writing is 
illegal in most settlements in the Tablelands, unless 
one is a templar or a noble. Merchant houses have 
developed complicated “accounting” systems, however, 
that often fulfil the same purpose. 


Meditative Focus 


This proficiency allows a psionic character to focus his 
mental energy into one discipline, causing all powers 
within that discipline to receive power check bonuses; 
powers related to other disciplines receive power check 
penalties. Many psions use a crystal or orb as a focus 
for their meditation, but this is not required. 


The character must meditate for I2 consecutive 
hours. When the period ends, the character makes a 
proficiency check. Success means he has focused his 
energy into the chosen discipline. All power checks for 
powers within that discipline receive a +2 bonus for 
the next 24 hours or until his PSP total is reduced to 
0, whichever comes first. Other disciplines suffer a -I 
penalty for the same period. 


Mental Armour 


This proficiency allows a character to improve his Mental 
Armour Class (MAC). Each time this proficiency is 
placed in an available non-weapon slot, the character's 
MAC improves. Non-psionicists improve by +I for 
each slot; psionicists improve by +2. This proficiency 
may only be slotted once per level of advancement. 
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Before receiving the benefits of this proficiency, a 
successful check must be made. If the check fails, the 
character must wait 24 hours before trying to engage 
his mental armour again. Once the check succeeds, 
however, the MAC improvement is permanent. 


Mountaineering 


A character with this proficiency is skilled in the use of 
hammer and pitons to secure a route up a mountainside. 
He knows how to use rope and brackets to link a party 
of climbers. A proficient character can make a route 
across a steep section of rocks, and by the use of ropes 
allow other, non-proficient characters to follow. 

No check is required unless the DM declares 
that a route is perilous - steeply pitched, with few 
hand- and foot-holds, where those that exist are tiny or 
loose. If a character is roped to the mountaineer, the 
mountaineering character can make a proficiency check; 
success means that the others fall is arrested. Failure 
means that the other character continues to fall, and a 
roll of 20 means the mountaineer is pulled down, too. 

Characters with the mountaineering proficiency can 
add their proficiency rating to their percentage chance 
of climbing any surface; this includes rogues using the 
climb walls special ability. 


Navigation 


A character with this proficiency has an innate sense of 
direction. When travelling in the wilderness, a successful 
check reduces the chances of becoming lost by 20% 
(or 5% if the character cannot see the stars to navigate 
by). If the check fails, the DM randomly determines the 
new direction. If a 20 is rolled, the direction chosen is 
opposite the true heading (the DM rolls the check). 
The methods of direction finding common across the 
Tablelands prove equally useful for caravans crossing 
the trackless wastes or skimmers crossing the Sea of Silt. 


Observation 


Characters with this 
exceptional powers of observation. The DM may ask for 


proficiency have cultivated 
a proficiency check anytime there is something subtly 
wrong or unusual in the characters environment. For 
example, the character may note the fact that the tools 
of a potters shop are caked with a different kind of clay 


than that present in the workshop, or he might notice 
tell-tale marks of traffic that indicate the presence of a 
secret door. 

The player can also request to make a proficiency 
check if he wants his character to scan or search his 
surroundings. Ona successful roll, the DM can tell the 
player if there is anything noteworthy in the area. 


Omen Reading 


There are hundreds of superstitions about the art of 
divination. A character with this proficiency is skilled 
in a form of divination and knows the ceremonies and 
observations required to obtain a valid reading. 

Omen readers use dozens of methods for their 
auguries, including astrology, numerology, reading palms, 
examining animal entrails, casting bones, dice, or runes, 
and burning incense to observe the smoke. The exact 
nature of the character’s expertise is up to the player. 

To use this proficiency, the omen reader phrases a 
question about a course of action, such as “Is this a 
good day to start our journey?", "Should we try to track 
the gith to their lair, or wait for their next raid?", or 
"When will the Dragon return?" The DM makes a 
check in secret; if the roll fails, the DM can say the 
signs were inconclusive, or make up a false answer for a 
spectacular failure (a roll of a natural 20, for instance). 

If the check succeeds, the DM can give the character 
a vague answer based on his assessment of the situation. 
An omen is usually good, bad, or inconclusive, although 
an answer of “a day or two” or “proceed, but with 
caution" is acceptable. Omens aren't guaranteed; if a 
party ignores a bad omen, they might succeed anyway. 
An omen is nothing more than the DM’s best guess. 

Performing the divination requires an hour or more. 
Special tools such as runes may be necessary, depending 
on the character's form of omen reading. Some cultures 
place great value on omen reading, and a skilled diviner 


may be held in high regard by these people. 


Power Manipulation 


Power manipulation is the skill of amplifying a psionic 
power. It can only be used to manipulate powers in 
the characters primary discipline (for wild talents, 
use the first discipline learned). When the character 
manifests or maintains a psionic power, he may use 
power manipulation to boost its effects. 
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First he manifests the power with a normal power 
check. Then he may attempt power manipulation by 
making a proficiency check. The attempt incurs an 
additional cost of 5 PSPs or the powers maintenance 
cost (whichever is higher), whether he succeeds or fails. 
If the check is successful, he achieves the result listed 
as if he had rolled a natural 20 on the power check. 

If the character rolls a natural 20 on the proficiency 
check, he botches the manipulation attempt and suffers 
the ill effects of rolling a I on the power check. 


Prestidigitation 


Prestidigitation is the art of performing magic “tricks” 
that are obviously make-believe. This skill emphasises 
quick hand movements and distracting patter. All of a 
close-work magician’s tricks - everything from pulling 
ceramic bits from children’s ears to changing cloth into 
a bird in the twinkling of an eye - are part of this skill. 

Those skilled in this art can make small objects 
move around from hand to pocket to shoe to someone 
else’s pocket with ease. Small objects can be made to 
“disappear” or be planted on someone else if the person 
is close enough. The prestidigitator has the same chance 
as an average thief of his level has to pick pockets to 
utilise this particular aspect of the skill. 

Prestidigitation can be used to earn a few coins from 
those who have the leisure and desire for entertainment. 
Some wizards use this proficiency as a cover to disguise 
the casting of real magic, but spell concealment comes 
more easily than prestidigitation to most. However, if 
confronted by those who suspect he is a wizard, a mage 
could do worse than to laugh and pull out his bag of 
“tricks” to prove his innocence. It would then depend 
on how convincing the wizard - and how convincing his 
props — as what the consequences were. 


Psicraft 


This proficiency represents the study of practical 
psionics, specifically the manifestation of mental powers. 
A character versed in psicraft can identify powers and 
recognise patterns in mental combat. 

Identify Power: With a successful check, the character 
can identify the general effects of any psionic power. For 
example, the character sees a dwarf walking across a silt 
basin without sinking. With a successful check, he can 
determine that the dwarf is using body equilibrium. 


Recognise Patterns: With a proficiency check at a 
-4 penalty, a character can guess which attack and 
defence modes his opponent will be using that round. 
The DM rolls in secret; if it fails, randomly decide 
which powers the PC thinks his opponent is using. 

If two characters with psicraft engage in mental combat, 
the character with the highest successful proficiency 
check can read his opponents intentions. If their rolls 
are the same, neither character gains any information. 


Psionic Detection 


With this non-weapon proficiency, a character uses 
his latent psionic ability to detect the expenditure of 
PSPs around him. When employing this proficiency, a 
character must clear his mind and concentrate, taking 
at least one full round to prepare. A successful check 
allows the character to detect the expenditure of any 
PSPs within 50 yards of his location, regardless of 
intervening material objects. A character can maintain 
use of the proficiency for successive rounds, but during 
that time he cannot move or perform any other action. 
The proficiency check, however, must succeed on the 
round the PSPs are expended or the character detects 
nothing, 

The psionic detection non-weapon proficiency can 
only inform a character that PSPs were expended within 
50 yards, nothing more. The character cannot determine 
the number of PSPs, their source, their direction, the 
powers drawn upon, or the purpose of the expenditure 
(eg, to manifest a power or to maintain one). This 
proficiency is not cumulative with other detection 
techniques. 


Reading Lips 


A character with this non-weapon proficiency can 
understand the speech of those he can see but not 
hear. When this proficiency is chosen, the player must 
specify what language the character can lip read (it must 
be a language the character can already speak). To use 
the proficiency, the character must be within 30 feet of 
the speaker and be able to see him speak. A proficiency 
check is made. If the check fails, nothing is learned. 
If the check is successful, 70% of the conversation 
is understood. Since certain sounds are impossible to 
differentiate, the understanding of a lip-read conversation 
is never better than this. 


Ey 


Riding, Airborne 


A character with this non-weapon proficiency is trained 
in handling a flying mount. The particular creature 
that the character is skilled in riding must be chosen 
when the proficiency is chosen. Additional proficiency 
slots can be used to learn how to handle other types 
of mounts. Unlike land-based riding, a character must 
have this proficiency (or ride with someone who does) 
to handle a flying mount. 

In addition, a proficient character can do the following: 

e Leap onto the saddle of the creature (when it is 
standing on the ground) and spur it airborne as a 
single action. This action requires no proficiency 
check. 

e. Leap from the back of the mount and drop IO 
feet to the ground or onto the back of another 
mount. Those with only light encumbrance can 
drop to the ground without a proficiency check. 
In all other situations, a check is required. Failure 
means the character takes normal falling damage 
(for falling flat on his face) or misses his target 
(perhaps taking large amounts of damage as 
a result). A character who is dropping to the 
ground can attempt an immediate melee attack 
by making a successful proficiency check with a 
-4 penalty. Failure has the consequences given 
above. 

e. Spur his mount to greater speeds on a successful 
check, adding Id4 points to the mount's movement 
rate. This speed can be maintained for four 
consecutive rounds. If the check fails, an attempt 
can be made the next round. If two checks fail, 
no attempt can be made for a full turn. After the 
rounds of increased speed, its movement drops 
to 2/3 normal and its Manoeuvrability Class 
becomes one class worse. These conditions last 
until the mount lands and is rests for one hour. 

e The rider can guide the mount with his knees and 
feet, keeping his hands free. A check is made if the 
character suffers damage. If it fails, the character 
is knocked from the saddle. A second check 
allows the character to catch himself (hanging 
from the side by one hand or in some equally 
perilous position). If this fails, the rider falls. A 
rider can strap himself into the saddle, although 
this could be a disadvantage if his mount is slain 
and plummets toward the ground. 


Riding, Land-Based 


This proficiency covers the art of riding and handling 
crodlu or other types of terrestrial mounts. When the 


proficiency slot is filled, the character must declare which 
type of mount he is proficient in. Possibilities include 
kanks, crodlu, inix, and virtually any creatures used as 
mounts by humans, demihumans, or humanoids. 

A character with riding proficiency can perform all of 
the following feats. Some of them are automatic, while 
others require a proficiency check for success. 

e The character can vault onto a saddle whenever 
the mount is standing still, even when the 
character is wearing armour. This does not require 
a check. The character must make a check to 
get the mount moving during the same round in 
which he lands in its saddle. He must also make 
a check to vault onto a moving mount. Failure 
indicates that the character falls to the ground. 

e The character can urge the mount to jump 
obstacles or leap across gaps. No check is required 
if the obstacle is less than three feet tall or the 
gap is less than I2 feet wide. If the character 
wants to roll a proficiency check, the mount can 
be urged to leap obstacles up to seven feet high, 
or jump across gaps up to 30 feet wide. Success 
means that the mount has made the jump. Failure 
indicates that it balks, and the character must 
make another proficiency check to see whether he 
retains his seat or falls to the ground. 

e The character can spur his steed on to great 
speeds, adding I point to the animal’s movement 
rate for up to six turns. This requires a proficiency 
check each turn. If the initial check fails, no 
further attempts may be made, but the mount can 
move normally, If the second or subsequent check 
fails, the mount slows toa walk, and the character 
must dismount and lead the animal for a turn. In 
any event, after six turns of racing, the steed must 
be walked by its dismounted rider for one turn. 

e The character can guide his mount with his 
knees, enabling him to use weapons that require 
two hands (such as bows and two-handed swords) 
while mounted. This feat does not require a check 
unless the character takes damage while so riding, 
In this case, a proficiency check is required and 
failure means that the character falls to the ground 
and sustains an additional Id6 points of damage. 
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e The character can drop down and hang alongside But if the captain has to pick a path through unfamiliar 
the steed, using it as a shield against attack. silt shoals, a failed check might mean a bump on the 
The character cannot make an attack or wear bottom of the hull, or that the ship has run aground. 
armour while performing this feat. The character's Other crewmembers must make a check when 
AC is improved by +6 while this manoeuvre is something adverse happens to test their skills. Failure 
performed. Any attacks that would have struck the means the ship’s movement is reduced by I mile per 
characters normal Armour Class are considered day for each crewmember who fails their roll. 
to have struck the mount instead. No proficiency Bad weather and treacherous silt can penalise these 
check is required. proficiency checks, while fair breezes and superb visibility 
e The character can leap from the back of his steed should convey positive modifiers. 
to the ground and make a melee attack against 
any target within IO feet. The player must roll a Spell Concealment 
D poca sue MIELE s penal On Athas, where spellcasting is often illegal, the ability 
na failed roll, the character falls clumsily to the . . . E 
d d uffers Id3 damage: to hide the fact that one is casting a spell 1s important. 
ground, and s g . 
If the act of spellcasting can be concealed, a spell can 
" be unleashed without calling attention to the caster. 
Running A character using the spell concealment proficiency 


This proficiency allows the character to sprint over short 
distances as well as run faster over longer distances. 

Long Distance: The character can move at twice his 
normal movement rate for a day. At the end of the 
day he must sleep for eight hours. After the first day’s 
movement, the character must roll a proficiency check. 
If the check succeeds, he can continue running the next 
day. If the check fails, he cannot use this ability the 
next day. If involved in combat during a day he spent 
running, he suffers a -I penalty to his attack rolls. 

Sprinting: Characters can add 1/3 their normal top 
speed to their movement rates for up to I turn. After 
this, they must spend a turn resting, or 6 turns engaged 
in normal activity before they can sprint again. 

If the character also has the endurance proficiency, 
he can move at twice his normal movement rate for two 
days before needing to make a running check. 


Sailor 


Characters with this proficiency are trained to operate 
silt skimmers, from small skiffs to larger vessels. They 
can row, hang rigging, steer a helm, patch canvas, and 
repair hulls (with tar or pitch). They cannot use this 
proficiency to navigate. 

Sailing under normal conditions requires to check. 
The captain of a vessel must make proficiency checks to 
avoid certain hazards of the silt sea. Such a sailor might 
take the ship into a reef-lined bay with no difficulty if 


a local pilot is there to act as a guide. 


must announce to the DM his intention to do so at 
the beginning of the round. Then, when the character 
casts his spell, the DM makes the check in secret. A 
successful check indicates that anyone who can see the 
caster doesn’t recognise his activity as being magical in 
nature. 

Perhaps the caster conceals somatic components 
as other gestures, or disguises his spell as a psionic 
power by placing his fingertips against his forehead, or 
hides material components beneath his robes. He can 
also use this proficiency to conceal the appearance of 
magical energy (a glowing green light) when drawing on 
this energy to cast a spell. A failed check means that 
all who can view the casting wizard see his spellcasting 
for what it really is. 


Spellcraft 


Spellcraft is the study of practical spellcasting. It allows 
a character to identify spells and spelllike abilities 
through observation. It applies to one type of spellcasting 
- preserving or defiling, not both. A preserver using the 
spellcraft non-weapon proficiency to understand defiling 
magic suffers a -4 penalty to the proficiency check, and 
vice versa. 

If a character with spellcraft observes someone who 
is casting a spell, or if he examines the material 
components used, he can attempt to identify the spell 
being cast. A proficiency check must be rolled to make 
a correct identification. 
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Note that since the spellcaster must be observed until 
the very instant of casting, the spellcraft proficiency 
does not grant an advantage against combat spells. The 
proficiency is quite useful, however, for identifying spells 
that would otherwise have no visible effect. 

Those talented in this proficiency also have a chance 
(equal to I/2 of their normal proficiency check) of 
recognising magical or magically endowed constructs for 
what they are. 

This proficiency is different from arcanology, a 
knowledge skill dealing with the study of magic itself. 


Survival 


This proficiency must be applied to a specific environment. 
Athas contains boulder fields, forest, mountains, mud 
flats/ swamps, rocky badlands, salt flats, sandy wastes, 
scrub plains, silt seas, stony barrens, and verdant belts. 
The character has basic survival knowledge for that 
terrain type. Additional proficiency slots can be used 
to add more types of terrain. The survival non-weapon 
proficiency has several uses: 

Avoid Poisons: A successful check reveals whether a 
plant or animal is poisonous, provided the food source 
is native to the proficiency’s terrain type. 

Gather Food and Water: The character knows the 
methods to locate or gather drinkable water. He knows 
how to find basic, not necessarily appetising, food where 
none is apparent, thus staving off starvation. When 
using the proficiency to find food or water, the character 
must roll a proficiency check. If the check is failed, no 
more attempts can be made that day. 

A successful check allows a character to find enough 
water to avoid losing Constitution from dehydration. 
The character will not rehydrate, and may continue to 
dehydrate on subsequent days that he doesn’t receive 
water. The same check allows a character to find enough 
food to sustain him for a day. Typically, it takes Id6 
hours to find water and 2d6 turns to forage for food. 

Modify the proficiency check depending on the terrain: 


Barren 


(boulder fields, sandy wastes, salt flats, silt) 6 
Infertile -3 
(stony barrens, rocky badlands, bare mountains) 
Fertile 

bee ] . 0 
(cities, mountains, oases, scrub plains) 
Abundant +3 
(mud flats, verdant belts) 
Lush 36 


(forests, gardens) 


Lessen Exposure: The character has a basic knowledge 
of the hazards he might face in that terrain. He 
understands the effects of the weather and knows the 
proper steps to lessen risk of exposure. Survival grants a 
+2 bonus to heat protection rolls in the relevant terrain. 

Predict Weather: À successful check means the 
character has correctly guessed the general weather 
conditions in the next six hours. À failed check means 
they read the signs wrong and forecast the weather 
incorrectly. The DM rolls the check secretly. A check 
can be made once every six hours. 

For every six hours of observation, the character gains 
a +I bonus to his proficiency check (as he watches 
the weather change, the character gets a better sense of 
what is coming). This modifier is cumulative, although 
sleep or other activity that occupies the attention of 
the character for a long period negates any bonus 
accumulated through observation. 

Sometimes impending weather conditions are so 
obvious that no proficiency check is required. It is 
difficult not to notice the tornado funnel tearing across 
the plain or the mass of dark clouds on the horizon. In 
these cases, the player should be able to deduce what is 
about to happen to his character anyway. 

Start Fires: A character with survival does not 
normally need a tinderbox to start a fire. Given some 
dry wood and small pieces of tinder, he can start a fire 
in Id20 minutes automatically without needing to make 
a proficiency check. Flint and steel are not required. 
Wet wood, high winds, or other adverse conditions 
increase the time to 2d20. In such cases, a successful 
proficiency check must be rolled to start a fire. 

The survival proficiency in no way avoids the hardships 
and horrors of being lost in the wilderness. At best it 
alleviates a portion of the suffering. Food found is barely 
adequate; water is discovered in minuscule amounts. It 
is still possible for a character with survival knowledge 
to die in the wilderness. Indeed, the little knowledge the 
character has may lead to overconfidence and doom! 


Taunting 


This proficiency enables the character to taunt, goad, 
and in all ways be annoying and offensive to the enemy. 
The character must spend an entire round taunting his 
opponent. If the character makes the proficiency check 
and the opponent fails a saving throw vs. paralysation, 
the foe becomes enraged for a single round. 


00 —N 142 


= 5€ 


An enraged foe receives a -2 attack penalty, but +I 
to damage. In addition, enemies are generally so blinded 
by their rage that they fail to notice the small details 
essential to good combat, and therefore suffer a -I to 
Armour Class. 

NPCs with Wisdom of I4 or greater are immune to 
this effect, as are those 5 or more levels higher than 
the character. They recognise the taunt for what it is, 
and may disregard its effects if they wish. PCs are 
also immune, though they should play out their natural 
reactions to such acts. The DM should always take the 
personality of the taunted character into account. 


Teaching 


This proficiency allows the character to teach another 
character a weapon or non-weapon proficiency that he 
knows, impart knowledge about a particular subject, 
or to give instructions in how to do a specific thing, 
Just about any subject can be taught, from reading 
and writing to swordplay to the philosophy behind 
preservation to spellcasting. The skill of teaching relies 
heavily on the personality of the teacher. If the teacher 
is a compelling and interesting individual, whatever 
knowledge he is sharing will be absorbed more fully and 
quickly. Less skilled teachers take more time to impart 
instruction, assuming they are able to impart it at all. 

Teaching requires several days, weeks or months of 
instruction, during which time some lessons are learned 
better than others. Those with this proficiency are better 
than most at spotting such problems and correcting 
them. Some skills depend on raw talent for the student 
to excel. These include such talents as singing and 
playing instruments. Although the student may never 
become a virtuoso if he doesn’t have enough talent, 
he may learn the relevant theories and techniques well 
enough to perform them at a journeyman level. 

Each day (or week or month, as appropriate) he 
spends teaching someone, the teacher must roll on his 
proficiency. Then his student must roll on Intelligence. 
When a total of ten successful proficiency rolls and 
ten total Intelligence checks have been successful, the 
teacher has imparted his knowledge to the student. 

Characters may only learn new proficiencies if the 
teacher knows them and if the student has slots open 
to learn them. Otherwise, it is assumed the student is 
making progress toward learning a new skill and will 
have mastered it when his next slot is available. 


Tightrope Walking 


The character can attempt to walk narrow ropes or 
beams with greater than normal chances of success. He 
can negotiate any narrow surface not angled up or down 
greater than 45°. Each round the character can walk 60 
feet. One proficiency check is made every 60 feet (or 
part thereof), with failure indicating a fall. The check 
is made with a -IO penalty if the surface is one inch 
or less in width (a rope), a -5 penalty if two inches to 
six inches wide, and unmodified if seven inches to I2 
inches wide. Surfaces wider than one foot require no 
check under normal circumstances. Every additional slot 
spent on tightrope walking reduces these penalties by I. 
Use of a balancing rod reduces penalties by 2. Winds 
or vibrations in the line increases penalties by 2 to 6. 

The character can fight while on a tightrope, but 
suffers a -5 penalty to hit and must roll a successful 
check at the beginning of each round to avoid falling. 
Since the character. cannot manoeuvre, he gains no 
adjustments to his Armour Class for Dexterity. If struck 
while on the rope, he must pass a check or fall. 


Tracking 


Characters with tracking proficiency can follow the trail 
of creatures and characters across most types of terrain. 
Characters who are not rangers roll a proficiency check 
with a -6 penalty to their ability scores; rangers have 
no penalty to their ability scores. In addition, other 
cumulative modifiers are applied to the attempt. 

For tracking to succeed, the creature tracked must 
leave some type of trail. Thus, it is virtually impossible 
to track flying or non-corporeal creatures. The DM may 
allow this in rare instances, but he should also assign 
substantial penalties to the attempt. 


Terrain Modifier 
Soft or muddy ground +4 
Thick brush, vines, or reeds ar 
Occasional signs of passage, dust +2 
Normal ground, wood floor 0 
Loose sand -5 
Rocky ground, shallow water, or silt -10 
Every two creatures in the group +I 
Every I2 hours since trail was made =I 
Every hour of sandstorm or precipitation -5 
Poor lighting (moon or starlight) -6 
Tracked party attempts to hide trail -5 
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To track a creature, the character must first find the Ventriloquism 


trail. Indoors, the tracker must have seen the creature in 
the last 30 minutes and must begin tracking from the 
place last seen. 

Outdoors, the tracker must have seen the creature, 
have eyewitness reports of its recent movement, or have 
evidence that the creature is in the area (a well-used 
game trail). If these conditions are met, a proficiency 
check is rolled. Success on the proficiency check means 
a trail has been found. 

Failure on the proficiency check means no trail has 
been found. Another attempt cannot be made until 
the above conditions are met again under different 
circumstances. 

Once the trail is found, additional proficiency checks 
are rolled for the following situations: 


e The chance to track decreases (terrain, sandstorm, 
creatures leaving the group, darkness, etc.). 

e A second track crosses the first. 

e The party resumes tracking after a halt (to rest, 


eat, fight, etc.). 

Once the tracker fails a check, another can be rolled 
after spending at least one hour searching for new signs. 
If this check is failed, no further attempts can be made. 
If several trackers follow a trail, the most adept tracker 
receives a +I bonus. If he loses the trail, it is lost to all. 

If the modifiers lower the chance to track below 0 
(for example, the modifiers are -II and the character's 
Wisdom is I0), the trail is totally lost to that character 
and further tracking is impossible (even if the chance 
later improves). Others may be able to continue tracking, 
but that character has lost the trail permanently. 

A character can identify the type and approximate 
number of creatures being followed by rolling a 
proficiency check. All normal tracking modifiers apply. 
One identifying proficiency check can be rolled each 
time a check is rolled to follow the trail. A successful 
check identifies the creatures (provided the character 
has some knowledge of that type of creature) and gives 
an estimate of their numbers. 

When following a trail, the character (and those with 
him) must slow down, the speed depending on the 
character's modified chance to track: 

Chance to Track 


Movement Rate 


I-6 I/4 normal 
7-14 I/4 normal 
I4 or greater 3/4 normal 


The character has learned how to "throw his voice". 
He doesn't actually make sound come from somewhere 
else, but can deceive others into believing this to be 
so. The supposed source of the sound must be nearby. 
The nature of the speaking object and the audience's 
Intelligence modify the chance of success. If the character 
makes an obviously inanimate object talk, a -5 penalty 
is applied to his check. If a believable source is made 
to appear to speak, a +2 bonus is added to his check. 
The observer's Intelligence modifies this as follows: 


Intelligence Modifier 

less than 3 +6 
3-5 +4 
6-8 +2 
9-14 0 
15-16 =] 
17-18 =2 
19+ -4 


A successful check means the character has successfully 
deceived his audience. One check must be made for 
every sentence or response. The character is limited to 
sounds he could normally make. 

Since ventriloquism relies on deception, people's 
knowledge of speech, and assumptions about what 
should and shouldn't talk, it is effective only on 
intelligent creatures and has no effect on animals and 
the like. Furthermore, the audience must be watching 
the character since part of the deception is visual 
(Hey, his lips don't move"). Using ventriloquism to 
get someone to look behind him does not work, since 
the voice is not actually behind him (this requires the 
ventriloquism spell). All but those with the gullibility of 
children realise what is truly happening. They may be 
amused - or they may not be. 


Water Find 


Even the most barren desert yields water to those who 
know how to find it. Animals store water in burrows; 
some plants store water in roots beneath the soil; 
seemingly lifeless trees can hide moist heartwood. This 
proficiency can be used once per day and halves the 
characters movement for that day. A successful check 
indicates he’s found sufficient water to sustain himself 
for one day. It doesn’t mean he’s found enough water 
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to rehydrate, but he won't dehydrate further that day. 
The character can only find enough water for himself. 
If he shares his find with others, none of them gains 
any benefit. 

The difficulty to find water varies according to terrain. 
Apply the following modifiers to the proficiency check: 


Barren 


(boulder fields, sandy wastes, salt flats, silt) -6 
Infertile -3 
(stony barrens, rocky badlands, bare mountains) 

Fertile 0 
(cities, mountains, oases, scrub plains) 

Abundant +3 
(mud flats, verdant belts) 

Lush T 


(fo rests, ga rdens) 


Weapon Improvisation 


On Athas, virtually anything can be (and has been) used 
as a weapon. A successful check with this proficiency 
allows a character to improvise a usable weapon from 
just about any source. The improvised weapon deals 
Id6+I damage to Medium and smaller creatures, or 
Id3+I to larger opponents. 

After a single combat, the improvised weapon becomes 
useless (it breaks or suffers other fatal damage) and the 
character must craft a new one from fresh resources. 

It is harder to improvise weapons in inhospitable terrain 
due to a lack of resources. Infertile terrain imposes a 
-2 penalty to the proficiency check and barren terrain 
imposes a -4 penalty to the check. 


Weapon Proficiencies 


Characters spend weapon proficiency slots on gaining 
skill with weapons, shields, armour, and fighting styles. 
Different classes are eligible to spend proficiency slots 
in different ways - see the descriptions below for details. 
Warriors may spend their bonus proficiencies from 
Intelligence on weapon proficiencies if desired; other 
character classes can only spend these on non-weapon 
proficiencies. 


Armour Specialisation 


A character can spend time and effort learning how 
to use their armour more efficiently. While this doesn’t 
provide a bonus to Armour Class, it can help to offset 
the hefty encumbrance penalties of heavy armour. 
A character who spends a weapon proficiency slot 
specialising in a type of armour gains the benefit of not 
suffering a reduction in movement rate when wearing 
that armour. Warriors can specialise in entire classes 
of armour (all Medium armour or all Heavy armour) 
with a single slot. Non-warriors specialise in one type of 
armour at a time. 

For example, shell armour normally slows its wearer 
to MV 9, but a character specialised in shell armour 
(or Medium armour for warriors) does not suffer this 
reduction and still moves at MV I2. This represents 
the character's training in wearing the armour just the 
right way and his practice in moving around while 
wearing 30 pounds of chitin. 


Shield Specialisation 


The shield is a very important part of a character's 
protection. By spending a weapon proficiency slot, a 
character can become more skilled in the use of their 
shield. Firstly, a specialised character wielding a small 
shield gains an additional +I to AC. When wielding a 
medium or body shield, the bonus is +2. Secondly, the 
character can defend against any number of attackers 
per round, regardless of the size of the shield. 


Weapon Proficiency 

The level of skill with which a character fights is divided 
into six general categories. These are: non-proficiency, 
familiarity, proficiency, expertise, specialisation, and 
mastery. 


Many weapons are similar in construction and 


techniques of use; for example, using a bastard sword 
one-handed is not too different from using a long sword. 
Both weapons are heavy, two-edged blades that rely on 
slashing or chopping strokes to cut through armour. 
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Weapons are divided into weapon proficiency groups 


according to these similarities. All weapons in a 
proficiency group are considered to be related to each 
other. The weapons are listed by proficiency group at 


the end of this section. 


Non-proficiency 


If a character has never had any training or practice 
with a weapon, he is considered non-proficient with 
that weapon. He can only guess at the proper way 
to hold the weapon or attack his opponent. Anything 
fancier than a simple hack, slash, or bash is beyond 
his abilities - the character cannot attempt any special 
combat manoeuvres such as Disarm, Parry, or Sunder. 
All zero-level NPCs are non-proficient with all weapons 
unless otherwise stated. 

In addition to his inability to make special attacks, 
the character also suffers an attack roll penalty based 
on his character group. Warriors are proficient with all 
weapons, so never suffer non-proficiency penalties. Other 
characters don’t have their affinity for weapons and so 
are penalised. These penalties are shown in the table: 


Class Non-proficiency Familiarity 
Priest -3 -2 
Psionicist -4 z2 
Rogue -3 -9 
Wizard -5 =3 


Any weapon wielded by a non-proficient character is 
considered three speed factors slower than it really is, 
and missile weapons have their rate of fire halved. 


Familiarity 


All characters are automatically familiar with any weapon 
related to a weapon they are proficient in. Weapons are 
related if they are part of the same proficiency group. 
For example, a character who is proficient in the use of 
the light crossbow is familiar with all other crossbows 
because they're part of the same weapon group. 
Familiarity is not as good as proficiency, but it beats 
not knowing anything about a weapon at all. Characters 
only suffer half the normal non-proficiency penalty when 
attacking with weapons they are familiar with. They may 
attempt any normal attacks (the familiarity penalty still 
applies), and suffer no initiative or rate of fire penalties. 
Familiarity does not allow the wielder to use any 
special attacks that require proficiency in the weapon. 


Proficiency 


Being proficient is the basic level of competence 
most characters achieve with their weapons training, 
Proficiency allows the character to use a weapon with 
no penalties and employ all attack options and special 
weapon properties to their fullest extent. 

Warriors are automatically proficient with all weapons. 
Other characters spend one weapon proficiency slot per 
weapon they wish to be proficient with. 
in which 


weapons they can become proficient in - see their class 


Psionicists and wizards are restricted 
descriptions for a list. If a psionicist or wizard wants to 
become proficient in a weapon not listed, they pay two 


slots instead of one. 


Expertise 


Weapon expertise is a form of specialisation that is 
available to all characters. Full weapon specialisation 
(see below) is only available to fighters and gladiators, 
but weapon expertise can be learned by all other 
classes. Theres no reason a fighter couldnt learn 
expertise instead of specialisation, but expertise is just 
as expensive and isn't as good. A character must be 
proficient in a weapon to gain expertise with it. 

Weapon expertise grants a character +I to hit 
with their chosen weapon at the cost of one weapon 
proficiency slot. Fighters can gain expertise in an entire 
weapon group for a single weapon proficiency slot. 
Weapon expertise does not grant the character any 
damage bonuses, as weapon specialisation does - it 
simply grants a +I bonus to hit. 


Weapon Specialisation 


By spending a weapon proficiency slot on a weapon 
he is proficient with, a fighter or gladiator character 
can become a specialist. À fighter may initially only 
specialise in one weapon but a gladiator can specialise 
in as many weapons as he chooses. From 2Ist level 
onwards, a fighter can specialise in multiple weapons. 

The exact benefits of weapon specialisation vary with 
the particular weapon involved. 


Melee Weapons 


Specialising in a melee weapon grants a character a +I 
bonus to attack rolls and a +2 bonus to damage rolls 
with that weapon. 
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Missile Weapons 


This category includes slings, blowguns, and thrown 
weapons such as daggers, darts, and handaxes. Specialists 
gain a +I bonus to attack rolls and a +2 bonus to 
damage rolls. 


Bows 


Characters who specialise in the bow gain a +I bonus 
to hit at any range (normal range penalties still apply, 
of course) and a +2 bonus to damage rolls. 

If a bow specialist has an arrow nocked and drawn, 
and has his target in sight, he can fire at the beginning 
of the round before initiative rolls are made. This does 
not count against his usual number of available attacks 
per round. 


Crossbows 


Specialists with crossbows gain a +I bonus to hit and 
a +2 bonus to damage, just like archers. In addition, 
they share the archer's quick-shot benefit when covering 
an enemy with a bolt loaded and cocked, being able to 
fire before rolling for initiative. 

As with archers, this free attack does not count 
against the character's usual number of available attacks 
per round. 


Weapon Mastery 


A warrior who devotes his life to the study of martial 
combat and the characteristics of a single type of weapon 
can become a weapon master. 

Only fighters or gladiators can ever achieve weapon 
mastery - and, because fighters can only specialise in 
one weapon until reaching 20th level, they can similarly 
only achieve mastery in one weapon until reaching that 
level. 


Mastery 


To achieve mastery in a weapon, a character must first 
specialise in that weapon. Then, at 6th level or later, he 
can spend another weapon proficiency slot to become 
a weapon master. 

When a character spends a weapon proficiency slot 
on a melee weapon he already specialises in, his attack 
and damage bonuses increase to +3/+3, respectively 
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Fighting Style Specialisation 


Characters can specialise in different methods of fighting 
by spending a weapon proficiency slot. The exact effects 
of style specialisation vary from style to style. 

Characters can specialise in as many styles as they 
like, as long as they have the proficiency slots available. 
Rangers receive two free fighting style specialisations at 
first level. Each style has a number of options; each 
costs one weapon proficiency slot. 


Arena Combat Fighting Style 


This fighting style makes use of various trick, feints, and 
deceptions to gain an advantage. 

e Dirty Tricks: A successful Wisdom check grants 
you a -I bonus on initiative, a +I to hit, or +I 
damage, or imposes an equivalent penalty on an 
enemy’s rolls. You can use this ability once per 
opponent of Average or lower Intelligence. 

e Feign Weakness: A successful Charisma check 
feigns a weakness. If an enemy acts on this 
apparent weakness, your next attack against them 
receives a +3 to hit and damage. You can use 
this ability once per opponent. 

e Tactics: Spend a round studying up to four 
opponents to gain -I initiative or +I to hit against 
them for one combat. You can spend a second 
slot to specialise in opponents of a particular race, 
increasing the bonus to -2 initiative or +2 to hit 
(or -I initiative and +I to hit). 

e Weakness Identification: A successful Wisdom 
check reveals an enemy's weakness. A called shot 
against them will then inflict double damage. You 
can use this ability once per opponent. 


Blind Fighting Style 


This fighting style reduces penalties and disadvantages 
for combat in darkness. 

e Darkness Combatant: You only suffer a -I 
penalty to hit in total darkness (no penalty in 
poor lighting and no Armour Class penalties. 

e Invisible Efficacy: You only suffer a -2 attack 
penalty when fighting invisible creatures. 

e Retain Abilities: You retain all special abilities 
normally lost during combat in darkness. 

e Shadow Balance: You can move at full speed 
in darkness without needing to make a Dexterity 


check to avoid falling over. 


Combat Manoeuvre Fighting Style 


This fighting style applies when your character is using 
their Combat Manoeuvre Bonus or Combat Manoeuvre 
Defence (CMB or CMD). 

e Agile Manoeuvre: Replace your Strength To Hit 
Bonus with your Dexterity Reaction Adjustment 
when determining your CMB and CMD. 

e Powerful Defender: Your CMD equals IO plus 
a your attack bonus, plus twice your Strength To 
Hit bonus, plus a size adjustment. 


e Skilled Defender: Increase your CMD by +2. 
e Skilled Manoeuvre: Gain a +2 to CMB when 


using a melee weapon. 


Finesse Fighting Style 


This fighting style applies when your character is using 
size S weapons and missile weapons. 

e Accurate Blow: You apply your Reaction 
Adjustment from Dexterity to melee attack rolls 
with size S weapons instead of your To Hit bonus 
from Strength. 

e Piercing Blow: You apply your Reaction 
Adjustment from Dexterity to damage rolls with 
size S melee weapons instead of your Damage 
bonus from Strength. 

e Piercing Shot: You apply your Reaction 
Adjustment from Dexterity to damage rolls with 
fired missile weapons instead of your Damage 
bonus from Strength. 

e Piercing Throw: You apply your Reaction 
Adjustment from Dexterity to damage rolls with 
thrown size S weapons instead of your Damage 


bonus from Strength. 


Martial Arts Fighting Style 
This fighting style applies when your character is fighting 


with martial arts (see Campaign Options for rules on 
using martial arts). 

e Agile Sparring: Apply your Dexterity Reaction 
Adjustment to damage dealt with martial arts, 
instead of your Strength Damage Bonus. 

e Defensive Sparring: Gain a +I bonus to Armour 
Class while using martial arts. 

e Lethal Sparring: You can choose to deal lethal 
damage when using martial arts. 

e Skilled Sparring: Gain a +I table bonus when 


using martial arts. 
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Missile Fighting Style 


This fighting style applies when your character is using 
all types of missile weapon - fired, projectile, thrown or 
otherwise. It does not, however, apply to attacks made 
with siege weaponry 

e. Long Shot: You gain an extra range category 
- extreme, or “X”, at I/3 above the long range. 
The to hit penalty for firing à weapon at extreme 
range is -IO. If you already have extreme range 
from high mastery, the penalty for extreme range 
is reduced to -5. 

e Maintain Ammunition: Your missiles never 
break when fired. 

e. Rapid Fire: You can move at your combat 
movement rate and attack with your full rate of 
fire, or move at your full movement rate and 
attack at half your rate of fire. 

e. Swift Shot: Reduce the speed factor of one type 
of missile weapon by three. 


Mounted Fighting Style 


This fighting style applies to all forms of mounted 
combat - your character must be riding a mount for 
this fighting style to be effective. 

e Acrobatic Rider: You gain a +2 to ability 
checks and the riding non-weapon proficiency 
during mounted combat. 

e Agile Charge: Your mount can change direction 
when charging. 

e. Expert Rider: You suffer no penalties for fighting 
when mounted. 

e Fast Pace: Your mounts base movement rate 
increases by 20% (round down). 


Natural Weapons Fighting Style 


This fighting style applies when your character is 
attacking with natural weapons - it does not apply to 
attacks made using unarmed combat. 
e Accurate Assault: Gain a +I bonus to all attack 
rolls made with natural weapons. 
e Brutal Assault: Gain a +I bonus to all damage 
rolls made with natural weapons. 
e Overwhelming Assault: Gain a +2 bonus to 
CMB checks with natural weapons. 
e. Swift Assault: Reduce the speed factor of all 


attacks with natural weapons by 3. 


Polearm Fighting Style 


This fighting style applies to all polearms. 

e Guardian Strike: When standing behind an ally, 
gain one free attack per round against an enemy 
who attacks that ally in melee combat. 

e Haft Strike: You can strike with the butt of your 
polearm, gaining one extra attack for Id6 damage 
in addition to your normal attacks this round 
Treat this as fighting with two weapons. 

e Phalanx: You and two adjacent allies specialised 
in this fighting style can force enemies attacking 
you from the front to move back IO feet. If the 
enemy chooses not to move, you and your adjacent 
allies gain one free attack each against them. 

e Threaten Area: Sacrifice one primary attack to 
force a foe with a size S or M weapon to sacrifice 
one of their primary attacks when they close to 
melee with you. If they do not, you receive a free 
attack against them. 


Precision Combat Fighting Style 


This fighting style allows your character to turn 
disadvantages into superior results against the enemy at 
precisely the right time. 

e Accept Attack: Allow an enemy to hit you with 
a melee attack. You deal maximum damage on 
your next successful hit against them. 

e Counterstrike: If an enemy takes a free attack 
against you when you flee combat, you gain one 
against them. You may do this once per round. 

e Perfect Parry: Sacrifice a primary melee attack 
to automatically block an enemy's melee attack. 

e Perfect Strike: Sacrifice all multiple primary 
melee attacks in a round. Instead, attack once 
and deal maximum damage on a hit. You can 
only do this if you have multiple primary attacks 
available. 


Ranged Mastery Fighting Style 


This fighting style enhances skill with missile weapons. 
e Perfect Shot: Sacrifice all multiple primary missile 
attacks ina round. Instead, attack once and deal 
maximum damage on a hit. You can only do this 

if you have multiple primary attacks available. 
e. Ranged Backstab: Halve your rate of fire to 


backstab with a missile weapon. 
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e Ranged Critical: Score a critical hit with a 
missile weapon on a I9 or 20. 

e Rapid Reload: Forfeit all movement in the round 
to fire once per round with a heavy crossbow. 


Rapid Reaction Fighting Style 


This fighting style applies when your character is in close 
melee combat with the enemy, relying on their ability to 
react swiftly to the changing battle environment. 

e Combat Reflexes: You can make two free attacks 
against a foe who is fleeing combat instead of 
just one. 

e Flanking Defender: When fighting alongside 
an ally, suffer -2 to hit to grant the ally a +2 
Armour Class bonus. 

e Flanking Distraction: When you and an ally 
flank an enemy, the ally gains +I to hit against 
that enemy. 

e Rear Strike: You gain an additional +I to hit 
when attacking an enemy from behind. 


Shield Master Fighting Style 


This fighting style applies when your character is using 
a shield. 

e. Defensive Posture: Add +2 to your Parry total 
when fighting with a shield. 

e Powerful Bash: Whenever you perform a shield 
bash, you may also make a free Knockdown 
attempt against the target of the shield bash. 

e Skilled Intercept: You can apply your shield 
Armour Class bonus against touch attacks. 

e Stalwart Brace: Sacrifice all movement in the 
round to negate the effects of a charge carried out 
against you by one opponent. 


Siege Engine Fighting Style 


This fighting style applies to attacks made with siege 
engines. 

e Danger Close: Halve the minimum range for 
siege engines you command. 

e Efficient Crew: Siege engines you command can 
be crewed by half as many people. 

e Maintain Engines: Siege engines you command 
possess 50% more structural hit points (round 
down). 

e Rapid Crew: Siege engines you command have 
their reload times reduced by one half. 


Single Weapon Fighting Style 


This fighting style applies when your character is 
wielding a melee weapon in one hand and wielding 
nothing in the other. 

e Acrobatic Fighter: Gain a +2 to all Dexterity 
checks during combat when you are wielding a 
single weapon. 

e Agile Fighter: Gain a +I Armour Class bonus 
when you are wielding a single weapon. 

e Cunning Disarm: Gain a +2 bonus to all 
Disarm attempts when you are wielding a single 
weapon. 

e Precision Blow: Gain a +I to hit on called shots 
with a single weapon. 


Skirmisher Fighting Style 


This fighting style applies to characters who favour 
a rapid skirmish approach to combat. It applies to 
melee combatants and those using missile weapons, as 
appropriate. 

e Moving Target: You gain a +I bonus to Armour 
Class if you move at least thirty feet during the 
round. 

e. Rapid Combatant: You can move your full 
movement rate and still attack at your full melee 
attack rate. 

e Rapid Retreat: Opponents do not get a free 
attack against you when you flee combat, so long 
as you are wearing light or no armour. 

e Swift Strike: Reduce the speed factor of one type 
of one-handed melee weapon by three. 


Sniper Fighting Style 


This fighting style applies when your character is using 
missile weapons. It is used by characters who focus on 
precision fire. 

e Deep Cover: Forfeit all movement in the round 
in order to gain a +2 Armour Class bonus when 
firing a missile weapon from cover. 

e Pin-point Accuracy: You never risk hitting allies 
when firing into melee. 

e Precision Shot: Gain a +I to hit on called shots 
with a missile weapon. 

e. Steady Aim: You can choose to fire last in 
the round and receive +I to hit with a missile 
weapon in return for this delay. 
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Two Weapon Fighting Style 


This fighting style applies when your character engages 
in melee combat with two weapons - one wielded in 
each hand. 

e Deft Parry: Gain a +2 bonus to your Parry total 
when parrying with two weapons. 

e Improved Balance: Your off-hand weapon does 
not need to be smaller than your main weapon 
when fighting with two weapons. 

e Improved Coordination: Reduce the penalties 
for fighting with two weapons from -2 with your 
main hand and -4 with your off-hand to 0 with 
your main hand and -2 with your off-hand. 

e Wall of Blades: Gain a +I Armour Class bonus 


when wielding two weapons. 


Two-Handed Weapon Fighting Style 


This fighting style applies when your character engages 
in melee combat with weapons that require two hands 
to wield. 

e Mighty Knockdown: You gain a +2 bonus on 
Knockdown checks made when wielding a two- 
handed weapon. 

e Mighty Smash: You gain a +2 bonus on all 
Sunder checks when wielding a two-handed 
weapon. 

e Powerful Blow: You gain a +I damage bonus 
when wielding a single-handed weapon with two 
hands. 

e Swift Smash: Reduce the speed factor of all two- 
handed weapons by three. 


Unarmed Fighting Style 
This fighting style applies when fighting without weapons. 


This does not include attacks with natural weapons. 

e Agile Brawler: Gain a +I bonus to Armour 
Class while in unarmed combat. 

e Fearless Brawler: Armed opponents do not 
automatically attack first or get +4 to hit and 
damage against you when you are unarmed. 

e Lethal Brawler: You can choose to deal lethal 
damage in unarmed combat. 

e Skilled Brawler: Gain a +2 bonus to CMB and 
CMD in unarmed combat. 


Weapon and Shield Fighting Style 


This fighting style covers fighting with a weapon in one 
hand and a shield in the other. 

e Grip Weapon: Wield a Small weapon in your 

shield hand without losing the shield’s AC bonus. 

This only works with small shields and bucklers. 

e Improved Cover: Hide behind your shield to 

gain cover against missile attacks. When doing 

so, you can either move and hide or attack and 

hide - you cannot move and attack in the same 

round when hiding. You receive 25% cover with 

a small shield, 50% with a medium shield, and 

75% with a body shield; opponents receive a -2, 

-4, or -7 penalty respectively on their attack rolls. 


e Shield Bash: You can perform a shield bash 
without losing the shield’s AC bonus. The shield 


bash is at -2 to hit but you suffer no penalties to 


attacks made with your weapon hand. 
e Shield Wall: You and any adjacent allies also 
specialised in this fighting style gain +I AC. 


Axes 

Battleaxe 

Carrikal 

Forearm axe 
Greataxe 

Hawk hatchet 
Hand/throwing axe 
Tkaesali 


Blades, Long 
Bastard sword 
Broad sword 
Hook sword 
Khopesh 

Long sword 
Mandible sword 
Scimitar 

Thanak 
Two-handed sword 


Blades, Medium 
Short sword 
Slodak 

Tortoise blade 


Wrist razor 


Blades, Short 
Bard’s friend 
Dagger 

Knife 

Puchik 

Sickle 

Spike shield 
Talid 
Widow's knife 


Bows 

Composite long bow 
Composite short bow 
Long bow 

Short bow 


Clubbing Weapons 
Cavalry mace 

Club 

Club, great 

Crusher 

Datchi club 
Hamanu's staff 
Infantry mace 
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Weapon Proficiency Groups 


Morning star 
Quabone 
Quarterstaff 
Rim club 
Singing sticks 
Warhammer 
Whistling mace 


Crossbows 
Ha nd crossbow 
Heavy crossbow 


Light crossbow 


Flails 
Alhulak 
Cahulaks 
Cavalry flail 
Infantry flail 
Lajav 


Lances 

Heavy lance 
Light lance 
Jousting lance 
Medium lance 


Picks 
Cavalry pick 
Handfork 
Heartpick 
Infantry pick 
Impaler 


Koe 


Polearms 
Awl pike 
Bardiche 

Bec de corbin 
Bill-guisarme 
Dragon’s paw 
Fauchard 
Fauchard-fork 


Gladiator’s friend 


Glaive 
Glaive-guisarme 
Gouge 


Guisarme 


Guisarme-voulge 


Gythka 
Halberd 


Hook fauchard 
Lotulis 

Lucern hammer 
Mancatcher 
Military fork 
Partisan 

Quad fauchard 
Ranseur 
Spetum 

Trikal 

Voulge 
Weighted pike 


Slings 
Chatkcha 
Dejada 
Kyorkcha 
Sling 
Staff-sling 


Snares 
Bolas 
Garotte 
Lasso 


Net 


Spears 

Dart 

Harpoon 

Javelin 

Spear 

Spear, double-bladed 
Spear, long 

Trident 

Zerka 


Whips 

Chain whip 
Master's whip 
Scourge 


Whip 
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thas is nearly bereft of copper, iron, silver, and 
other metals. Perhaps ancient wars ruined the 


( 
J world’s store of these ores in the same way they 
ravaged the world-girding forests. Maybe these types of 
metal deposits were mined out centuries ago. Whatever 
the case, equipment crafted from metal appears only as 
ancient, enchanted heirlooms. Such treasures are well 
beyond the means of all but wealthy nobles or highly 
successful adventurers. 

As a consequence, most equipment on Athas is 
made from substitute materials - bone, stone, leather, 
obsidian, among, others. All metal items are worth 


considerably more than on other AD&D worlds. 


NMA annetary ~ d re 
etary Systems 


On Athas, the relative rarity of metal increases the 
value of metal items. Coins themselves are worth more, 
so fewer Athasian coins are needed to purchase things 
that aren't made of metal. 

Although barter and service are common ways to 
obtain desires goods, transactions where goods or services 
are purchased with money remain quite common on 
Athas, despite the lack of metals: Athas is metal-poor, 
not metal-depleted. Coins are a readily accepted means 
of payment and, considering the increased value of 
coins, are less bulky to carry around. 
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Virtually all Athasian city-states issue coins minted in 
tribute to their sorcerer-kings. Also, some independent 
dwarven communities and wealthy merchant families 
mint their own coins when precious metals are available 
to them. Though the currencies vary (a gold coin minted 
in Tyr might be a bit heavier than the square gold coins 
that bear the Ryharian family crest), they all fall under 
standard exchange rate (see below). 

That said, copper, silver, and gold are all extremely 
rare, so coins of these metals are seldom seen by the 
general populace. Other materials are more common. 


T 


D 


Bits, and Beads: The 


commonly used coin throughout the Tablelands is the 


Ceramic Pieces, most 
ceramic piece (cp). Ceramic coins can be manufactured 
from the most common clay of Athas, then glazed in 
specific colours and kilned to discourage forgery. 

The moulded shape of ceramic pieces allows them to 
be broken into I0 separate pie-shaped pieces. Each of 
these “bits” is worth I/IO of a ceramic piece. Loose bits 
soon come to dominate most Athasians’ coin pouches. 

Although each city-state has its own ceramic pieces, 
stamped with the head or crest of its monarch, or 
other design of local significance, they are treated as a 
universal currency, accepted everywhere throughout the 


Tablelands. 
The lowest unit of Athasian trade is the lead bead, 


worth I/100th of a ceramic piece. These small pieces of 
metal are less than one-eighth of an inch in diameter. 
Despite the relative scarcity of metals - lead included 
- the heaviness and malleability of the element makes 
it useless for making tools, while its relative ugliness 
compared to gold or silver has relegated it to the role 
of “loose change” instead of a valued precious metal. 

The exchange rate is as follows: 10,000 beads 
1,000 bits = 100 cp = IO sp = 2 ep = I gp 
I/5 pp. 
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The Merchants’ Code 


All merchant houses follow a strict code of behaviour 
known as the Merchants’ Code. Anyone wishing to 
join a merchant house must agree to abide by this 
code. Failure to abide by the code results in immediate 
expulsion. While the code varies from house to house, 
in most cases it conforms to the following principles: 

e By joining a merchant house, an agent forsakes 
citizenship in any city-state or membership in any 
tribe. 

e Agents swear an oath of allegiance to their 
merchant house. 

e Agents promise to perform in the best interest 
of their merchant house in exchange for a salary. 

e. Agents promise to deal honestly with stranger, 
friend, and foe. 

e Agents promise not to flaunt the wealth they gain 
through their association with their house. 

e. Agents agree to uphold the laws of the city-state 
in which they are stationed and to do nothing to 
attract the wrath of the local officials. 

e Agents promise to cooperate with other merchants 
to make life very expensive for any person who 
unjustly otherwise 


imprisons, blackmails, or 


harasses any merchant. 


Starting Money 


All PCs begin the game with a specific amount of 
money. The player should use this money to equip his 
character; campaign time need not be spent to “play 
out” these purchases unless the DM deems it important 
to the adventure. 

The table below indicates how much money each 
character starts the campaign with, based on their class. 


Character Class Die Roll 
Bard 2d6 x 30 cp 
Cleric 3d6 x 30 cp 
Druid 3d6 x 30 cp 
Fighter 5d4 x 30 cp 

Gladiator 5d4 x 30 cp 
Psionicist 3d4 x 30 cp 
Ranger 5d4 x 30 cp 
Templar 3d6 x 30 cp 
Thief 2d6 x 30 cp 
Trader 4d6 x 30 cp 
Wizard Id4+I x 30 cp 
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These figures are for starting 3rd-level characters. 
Characters generated as inactive members of a character 
tree also receive starting money. The owning player may 
equip inactive characters at any time prior to using 
them as active characters. 


Bartering 


Barter is the exchange of goods for other goods: no coins 
change hands. By its very nature, barter is an age-old 
ceremony of negotiation. Characters in Dark Sun can 
enter either a simple or protracted barter. 

Simple Barter: In simple barter, characters compare 
the costs of the items to be exchanged and then match 
the quantities until they are approximately even. 

For example, Kyuln wishes to exchange his crop of 
rice for a metal bastard sword. At his local market, 
Kyuln’s rice is worth 2 bits per pound, and the metal 
bastard sword he seeks is worth 25 gp (2,500 cp). Kyuln 
would have to trade 12,500 pounds of his rice (his 
entire harvest) to the weaponsmith in exchange for his 
new metal bastard sword. 

A successful bargain or fast talk non-weapon 
proficiency check can swing the price one way or the 
other by up to IO percent (see Chapter Six), or a trader 
might obtain a greater discount, but the weaponsmith 
might not be that hungry. 

Protracted Barter: In protracted barter, dice are thrown 
and costs recalculated in three separate rounds before 
a final exchange is made. Because of its complexity, 
protracted barter works best for items that cost more 
than 100 gp. For protracted barter, the Charisma scores 
of the parties involved must be known. 

In the first round of protracted barter, each party rolls 
2d6 and adds the result to his Charisma score; the 
higher roll wins the round. The winner has talked down 
the price of the losers barter item by IO percent. If 
either party decides to end the barter, it is finished here. 
If neither party decides to end the barter, it continues 
to a second round, and then to a third, if no consensus 
is reached after two rounds. 

A successful bargain non-weapon proficiency check 
allows the bargainer to roll 3d6 instead of 2d6 when 
engaging in protracted barter (see Chapter Six). 

Protracted barter can last no more than three rounds. 
Once entered into, a transaction will take place; neither 
party can back out of a deal once protracted barter has 
commenced. 
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Range 
Weapon Cost Weight Size Type Speed S-M L RF S M L Weapon Qualities 
Alhulak 9 cp 9 lbs. M P/B 5 Id6 Id6 == ser tes See Das 
Axe, battle 500 cp 7 lbs. M S 7 Id8 Id8 = = a 
Axe, great 1,500 cp 10 lbs. L S 9 IdIO 2d8 = — —  — Bully 
Axe, hand/throwing 100 cp 5lbs S S 4 1d6 1d4 I I PAS 
Axe, hawk hatchet 200 cp 6 lbs. M P/S 5 Id6+I/Id4+1  Id4/Id4 Ee —  —  — Disarm, Double Weapon 
Bard's friend 1,000 cp 3 lbs. S P/S 3 Id4--I Id3 = SLs Ses 
Blowgun 5 cp 2 lbs = = 5 = E 2 I 2 3 Bully 
Barbed Dart I bit E S P a Id3 Id2 = sm. cm. = Fine 
Needle 2 bd A S P = I I = = a Lco Inna 
Bolas 5bis Zle M B 8 Id4 Id4 I 6 I2 I8 Trip 
Bow, composite long 100 cp 3 lbs. L um 6 = = 2 ES Bik 
Flight arrow 30 cp/I2 B S D m: 1d6 1d6 = I2 24 42 
Pile arrow 30 cp/6 lá S S ES Id6 Id6 = 8 I6 34 Piercing 
Sheaf arrow 30 cp/6 * S P = Id8 Id8 = 8 I6 34 
Bow, composite short 75 cp 2lb. M — 5 = = 2 — —  — Bulky 
Flight arrow 30 cp/I2 5 S P pu 1d6 1d6 ms I0 20 36 
Bow, long 78g» Siem ib = 8 = = 2 = 9 e Bik 
Flight arrow 30 cp/I2 * S P i 1d6 1d6 eim I4 28 42 
Pile arrow 30 cp/6 * S 5 ad Id6 Id6 = IO 20 34 Piercing 
Sheaf arrow 30 cp/6 i S P = Id8 Id8 em I0 20 34 
Bow, short 30cp Qlb. M — 7 = = 2 — —  — Bull 
Flight arrow 30 cp/I2 s S D xd 1d6 1d6 = 10 20 30 
Cahulaks I2cp I2lbs M P/B 5 Id6/1d6 Id6/Id6 I I 2 3 Double Weapon, Trip 
Carrikal 8 cp 6 lbs. M S 5 Id6+I Id8 = RES 
Chatkcha Icp I/2lb S S 4 1d6+2 Id4+I 2 3 6 9 Kreen 
Hand-held Icp I/2lb S P/S 4 Id6 Id4 = UES 
Club = 3 lb. M B 4 Id6 Id3 I 2 4 6 
Club, great = 10 lbs. L B 9 2d4 Id6+I = zo em c jeullss 
Club, rim 2 bis 12 lbs. L B 10 Id6+I Id6+I me = = Bab Hef 
Club, war = 6 lbs. M B 7 Id6+I 1d4+I I 2 4 6 
Crossbow, hand 300cp 3 lbs. S pem 5 ui d I oS em 
Hand quarrel I00 cp * S P = Id3 Id2 ee 4 8 I2 
Crossbow, heavy 50cp I4lbs M — IO = - I/2 -—  —  — Bulky 
Heavy quarrel 20 cp y S D cud Id8--I IdIO+I = I6 32 48 Piercing 
Crossbow, light Ha Vim M = d m = I = see bulky 
Light quarrel 10 cp S S Ip D Id6+I Id8+I = I2 24 36 Piercing 
Crusher 24 cp 9 lbs. L B 10 Id4 Id3 = — —  — Bulky 
Dagger or dirk 200 cp Ilb. S P 2 Id4 Id3 2 I 2 3 
Dart 50 cp 1/2 lb. S P 2 Id3 Id2 3 I 2 4 
Datchi club 12 gy WO lls, JU B 3 1d6 1d4 = mx ex Biko 
Dejada 6 cp gib M € im = J5 x Ek We iem 
Dejada cestus 1,000 cp 9 lbs. M P/S/B 2 1d6 Id6 = = ees 
Dejada pelota, stone ac 1/2 lb. S P/B 8 1d6 Id4 I I 2 3 
Dejada pelota, metal 5cp I/2lb. S P/B 8 Id8 1d6 I I 2 3 
Flail, cavalry 800 cp 5 lbs. S B 6 Id4+I Id4+I = — —  — Disarm 
Flail, infantry 1,500 gp 15 lbs M B 7 Id6+I 2d4 x CM 
Forearm axe 1,000 cp 4 lbs. S S/P 3 Id6 Id6 = oe T 
Garotte 3 bits I lb. S == 2 Id4 = = Es Rest ae 
Gladiators friend, cavalry 1,000 cp 7 lbs M P/S/B 6 Id6/Id4 Id4/Id4 Em —  —  — Double Weapon 
Gladiators friend, infantry 1,500 cp I5 lbs. L P/S/B 8 Id6/Id6+I Id8/Id6 = — —  — Bulky, Double Weapon 
Handfork 200 cp 2 lbs. S S/P 4 Id6 1d6 I — — — Parry 
Harpoon 200 cp 6 lbs. L D d 2d4 2d6 I 2 4 6 Bulky, Trip 
Heartpick 9 cp 2]s M P 7 Id8 IdIO I = m c aana 
Impaler 400cp 5 lbs. M P 5 Id8 Id8 m SEE IE: 
Javelin 5bis 21b. M P 4 Id6 Id6 I 2 4 6 
Knife 5 sp 1/2 lb. S P/S 2 Id3 Id2 2 I 2 3 
Ko* I cp 3 lbs. S P/B 3 Id4 Id3 = = 
Kyorkcha 200 cp Ilb S S/B 6 1d8+2 2d6+2 2 3 6 9 Kreen 
Lance, jousting DW ge SE Jt D IO Id3-I Id2-I x = == => mae 
Lance, heavy I5cp 15 lbs. L P 8 Id8--I 3d6 ee m— c icm divas 
Lance, light 6 cp 5 lbs. L P 6 Id6 Id8 =s —  —  — Impale 
Lance, medium IO cp 10 lbs. L P 7 Id6+I 2d6 = = —  — Impale 
Lasso 5 bits 3 lbs. L = 10 € ed I 2 4 6 Bulky, Trip 
Lajav EECD UID MIR B 8 Id6 Id6 = = a ay 
Mace, cavalry 800 cp 10 lbs. S B 7 Id6+I 1d6 = =i ecc 
Mace, infantry 500 cp Glb. M B 6 Id6 Id4 = ur Be i ce! 
Mace, whistling, cavalry 900 cp 3lbs. S B 5 Id4+I Id2+I = M Ves 
Mace, whistling, infantry 1,200 cp 6 lbs. M B 6 Id6 Id4 == mO O 
Mancatcher 3,000 cp 8 lbs. L = 7 = Bulky, Impale, Trip 
Morning star 1,000 cp 12 lb. M B 2 2d4 Id6+I mu racecar 


* These weapons weigh little individually. Ten of these weigh one pound. 
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Weapon Cost Weight Size Type S 
Net 5cp 10 lb. M — 
Pick, cavalry 700 cp 4 lbs. S P 
Pick, infantry 800cp 6 lbs. M p 
olearm 
Awl pike 500 cp 12 lbs. L D 
Bardiche 700 cp 12 lbs. L S 
Bec de corbin 800 cp 10 lbs. L P/B 
Bill-guisarme 700 cp 15 lbs. L P/S 
Dragons paw 1,500 cp 9 lbs. L P/S 
Fauchard 500 cp 7 lbs. L P/S 
Fauchard-fork 800 cp 9lbs L P/S 
Glaive 600 cp 8 lbs. L S 
Glaive-guisarme 1,000 cp 10 lbs. L P/S 
Gouge 6,00 cp 12 lbs. L P/S 
Guisarme 500 cp 8 lbs. L S 
Guisarme-voulge 800 cp 15 lbs. L  P/S 
Gythka 600 cp 12 lbs. L P/B 
Thrown 600 cp 12 lbs. L P 
Halberd 1,000 cp 15 lbs. L P/S 
Hook fauchard 1,000 cp 8 lbs. L P/S 
Lotulis 1,500 cp IO lbs. L P/S/B 
Lucern hammer 700 cp 15 lbs. L P/B 
Military fork 500 cp 7 lbs. L D 
Partisan 1,000 cp 8 lbs. L P 
Quad fauchard 2,000 cp 20 lbs. L S 
Ranseur 600cp 7 lbs. L p 
Spetum 500cp 7lbs. L p 
Tkaesali HU» Tilbe IL S 
Trikal 1,200 cp 8 lbs. L S/B 
Voulge 500 cp 12 lbs. L S 
Weighted pike 600cp 4lbs M P/S 
Puchik 600cp I Mb. S P/S 
Quabone Icp 4lb M P/S 
Quarterstaff x A is Jt B 
Quarterstaff, Hamanu’s staff 1,000 cp 5 lbs. L B 
Scourge I cp 2b S = 
Sickle 60 cp 3lbs. S S 
Singing sticks 50cp Ilb. S B 
Sling sh e NE 
Sling bullet le Nel S B 
Sling stone x: gll S B 
Slodak 80cp 4lbs M S 
Spear, one-handed 8bis 5lbs M P 
Spear, two-handed 8 bits 5lbs M P 
Spear, double-bladed 200cp 6 lbs. M p 
Spear, long Se Gl ÍL P 
Spike shield 1,500 cp 12 lbs. L P 
Staff-sling 2bits 2lbs M B 
Sling stone, large aad Il. S B 
Sword, bastard I-H 2500 cp IO lbs. M S 
Sword, bastard 2-H 2500 cp IO lbs. M S 
Sword, broad 1,000 cp 4 lbs. M S 
Sword, hook L500cp 4lb. M S 
Sword, khopesh 1,000 cp 7 lbs. M S 
Sword, long 1,500 cp 4 lbs. M S 
Sword, mandible 6 cp 3 lbs. M P 
Sword, scimitar 1,500 cp 4 lbs. M S 
Sword, short 1,000 cp 31b. €S P 
Sword, two-handed 5,000 cp I5 lbs L S 
Talid 400 cp Ilb S P/S/B 
Thanak 100 cp 10 lbs. L P/S 
Tortoise blade 900 cp Ilb. S P/S/B 
Trident 1,500 cp 5 lbs. L P 
Warhammer 200 cp 6lbs S B 
Whip Wie 9m Mb = 
Whip, chain 2,100 cp 3 lbs. M B 
Whip, master's 6 cp 3 lbs. M p 
Widow's knife 500 cp Ilb. S S 
Wrist razor 1,000 cp 9 lbs. S S 
Zerka 400cp 3 lbs. L P 


peed 
IO 


5 
7 
I3 
9 
9 
IO 
8 
8 
8 
8 
9 
8 
8 
IO 
9 
8 
9 
9 
8 
9) 
7 
9 
9 
8 
8 
8 
8 
IO 
I2 
2 
7 
4 
4 
5 
4 
2 
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1d4+I 
Id6+I 
Id6 
2d4 
Id8 
2d4 
Id6/Id4 
Id6 
Id8 
Id6 
2d4 
Id8 
2d4 
2d4 
2d4/92d4 
1d6+2 
IdIO 
1d4 


IdI0/IdI0 


9d4 


2d4 
Id6/Id6 
1d4+I 
1d4 
1d6 
Id8 
Id4 


1d4+I 
1d4 
Id8 
Id6 
Id6+1 
Id8 
2d6 
Id8 
Id6 
1d4+I 
Id8 
2d4 
2d4 
Id8+I 
2d4 
Id8 
Id8/Id6 
Id8 
Id6 
IdIO 
Id6 
2d6 
Id6 
Id6+I 
1d4+I 
Id2 
Id3 
Id3 
Id4 
Id6+I 
2d4 


IdIO 
1d6+1/1d4+1 
Id8 
IdIO 
IdIO 
2d6 
IdIO 
Id8 
2d4 
IdIO/IdIO 
1d8+2 
2d6 
1d4 
IdI2/IdI2 
Id6 


IdI2/1d4 
1d4+I 
1d3 
1d6 
Id8 
1d2 
1d4 
1d4 


Id6+I 
Id4 
Id8 
Id8 
2d8 
Id8 
3d6 
Id6 
Id6 

Id6+I 
IdI2 
2d8 

Id6+I 
Id8 
1d6 
IdI2 

1d6/1d4 
Id8 
Id8 
3d6 

Id6-I 
2d6 

Id6+I 
3d4 
Id4 


Id4+I 
IdIO 


I 
I 
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Weapon Qualities 
Bully, Disarm, Trip 
Piercing 
Piercing 


Brace, Bulky 

Bulky 

Bulky 

Bulky, Trip 

Bulky, Double Weapon, Parry 
Bully 

Bully 

Brace (L+), Bulky 
Brace (L+), Bully, Trip 
Bulky 

Bulky, Trip 

Bulky, Trip 

Bulky, Double Weapon 


Bulky, Double Weapon 
Brace, Bully 

Brace (L+), Bulky 
Brace, Bulky, Parry 
Bully 

Brace, Bulky, Parry, Trip 
Brace, Bulky, Parry 


Brace, Bulky, Double Weapon 
Pin 


Bully, Double Weapon 
Bully, Double Weapon 


Disarm, Repelled (medium, heavy) 


Brace 

Brace, Bulky 

Brace, Bully, Double Weapon 
Brace, Bulky 


Axcing, Bulky 


Disarm, Momentum 
Disarm 


Double Weapon 


Bulky 
Bulky 
Bulky 
Disarm, Repelled (all), Trip 


Trip 
Repelled (all), Trip 


Bulky, Trip 


Weapons 


Because metal is rare on Athas, weapons crafted from 
it are expensive, as craftsmen who know how to craft 
metal items are rare. Most metal weapons date back to 
when Athas was green, or were crafted from the meagre 
resources of Tyrs iron mines. 

Due to the high cost of metal, most weapons are 
constructed from inferior, but functional, materials. 
Most common are chitin, bone, and stone such as flint, 
or obsidian, but treated agafari wood is used as well. 

Some weapons are designed to be constructed from 
non-metal materials, and do not suffer from inferior 
materials penalties. All other weapons (listed in italics 
on the weapons table) are affected by the material used, 
as shown on the following table: 


Weapon Materials 


Material Cost Weight To Hit Damage** 
Steel 100% 100% = = 
Bronze 75% 100%/50% = -I 
Bone, chitin, agafari 50% 50% -I -I 
Stone or obsidian 30% 75% -2 -I 
Wood 10% 50% -8 -2 


* Does not apply to missile weapons 
** Minimum of one point of damage 


Wea pon Breaka ge 


Weapons made from inferior materials are prone to 
breaking. Two events will cause accidental weapon 
breakage when using a non-metal weapon: 

e If you roll maximum damage with an inferior weapon, 
there is a I in 20 chance the weapon breaks. 
When you roll a natural 20 with an inferior 
weapon, you can choose to deal maximum damage 
automatically. However, this will also cause the 
weapon to break automatically. 


(and 


intentionally using the Sunder action. 


be broken 


Weapons armour) can also 


Dasl Weapons and Breakage 
Dasl (a crystal made by the thri-kreen) is an exception 


to this rule. Dasl weapons never risk accidental breakage. 


Metal Weapons and Sundering Inferior Weapons 
When you roll a natural 20 with a metal weapon, you 
can choose to deal maximum damage. You can instead 
deal no damage, but make a free Sunder attempt against 
your opponents inferior weapon or armour. 


Weapon Qualities 


Some weapon have particular qualities - they require 
two hands to wield, are good for disarming foes, can 
be set to receive a charge, and so on. These qualities 
are noted on the weapons table above and summarised 
below. Some qualities require the wielder to be proficient 
in the weapon. See the weapon descriptions for further 
details. 

e. Arcing: These weapons have no short range and 
cannot hit targets that are closer than medium 
range. Use the values listed on the weapons table 
for this weapon's medium and long ranges. 
Brace: These weapons inflict double damage if 
firmly set to receive a charge. Some weapons only 
provide this quality against targets of size Large or 
greater — see the table for details. 

Bulky: These weapons require two hands to wield 
regardless of the wielder's size. 

Disarm: These weapons grant a +2 CMB bonus 
when used to carry out a Disarm. 

Double Weapon: These are double weapons and 
can be used to make an off-hand attack each 
round, as if fighting with two weapons. 

Fine: These weapons suffer a -4 penalty to hit 
against heavy armour. 

Heft: These weapons grant a +2 damage bonus 
when used to strike from higher ground. 

Impale: These weapons inflict double damage 
when wielded in a mounted charge. 

Kreen: Non-kreen throw these weapons at a rate 
of one per round - only kreen gain the full rate 
NI 

Momentum: These weapons grant a +I damage 
bonus when used to strike from a moving mount 
or vehicle. 

Parry: These weapons grant a +2 bonus when 
used to perform a Parry. 

Piercing: These weapons ignore a certain number 
of Armour Class points - see weapon description 
for details. 

Pin: These weapons grant a +2 CMB bonus 
when used to carry out a Pin. 

Repelled: These weapons are ineffective against 
opponents in certain types of armour - see the 
weapon table for details. 

Trip: These weapons grant a +2 CMB bonus 


when used to carry out a Trip. 
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Weapon Descriptions 


Proficient Use: Some weapons are more effective in 
the hands of skilled wielders. Characters proficient with 
those weapons gain added options when wielding them, 
as noted below. 


Alhulak 


The alhulak is a fivefoot rope with a four-bladed 
grappling hook on one end. The other end of the rope 
is secured to a two-foot long handle, which can also be 
used to block attacks from other weapons. The head 
of the alhulak is commonly carved from mekillot ribs, 
while the haft securing it to the rope is usually of wood 
or bone. 

Proficient Use: A character proficient with the 
alhulak gains a +2 CMB bonus on Trip attacks. 


Axe 


Hundreds of variations on the axe exist. Generally, any 
heavy axe that can be used one-handed or two-handed 
falls into this category. (If an axe can only be used two- 
handed, its a greataxe.) Battleaxes can have a spike, 
hammer, or smaller blade backing the primary blade 
- add half the cost of a warhammer, infantry pick, or 
handaxe to the cost of the battleaxe in such cases. 

In such cases, these added elements can be used 
interchangeably, functioning as a warhammer, infantry 
pick, or handaxe as appropriate. Such additions do not 
allow the battle axe to function as a double weapon, 
however. 


Axe, Hawk Hatchet 


The hawk hatchet gets its name from the shape of its 
head. The head is shaped like that of a hawk. Beneath 
the hawk’s head are a pair of bladed "wings, one longer 
than the other. 

On the weapons table, the damage before the slash 
is for the axe, and the damage after the slash is for the 
wings. The wielder chooses which part of the weapon 
he strikes with. 

Proficient Use: A hawk hatchet is a double weapon, 
and can be used by a proficient wielder to make an 
extra attack each round, as if fighting with two weapons. 

A character proficient with the hawk hatchet gains a 
+2 CMB bonus on Disarm attacks. 


Bard’s Friend 


Popularised by the bards of Balic, the bard’s friend is 
a particularly gruesome-looking weapon, sporting several 
blades and prongs. If properly used, it is an excellent 
parrying weapon and brawl-stopper. 

The blades themselves are most often formed of metal 
or obsidian, strapped and mounted to a central wooden 
grip. The prongs are usually metal or wood, though 
they can be the fangs of desert predators. The grip may 
have holes for the fingers; when there are no holes, the 
weapon is usually worn with leather straps holding it 
to the hand. Known to be a bard’s weapon, it is not 
uncommon to see the blades dripping with poison. 

Proficient Use: A character proficient with the bard’s 
friend gains a +3 bonus to their Parry total. 


Blowgun 


Blowguns can fire two types of ammunition: a barbed 
dart, suitable for hunting small fowl, and a needle for 
carrying poison. Most blowguns are six or seven feet 
in length, although bards and assassins might carry 
a miniature weapon two feet long that can only fire 
needles. 

Blowgun ammunition is very light and cannot easily 
penetrate heavy armour. If a target is protected by heavy 
armour, the attacker suffers an additional -4 to his 
attack roll. 


Bolas 


Bolas consist of two or three weights joined by a 
sturdy leather cord or rope. They can be thrown to 
entangle a target, but only a proficient user can do so 
properly. Non-proficient users can only use them to 
deal bludgeoning damage. 

Proficient Use: A character proficient with the 
bolas gains a +2 CMB bonus on Trip attacks. A 
target tripped by bolas must make a Strength check to 
disentangle himself. 

Bolas can also be used for special called shots. A 
called shot at the target's arms will prevent the target 
from using his weapon or shield until he spends a 
round and succeeds in a Strength check to disentangle 
himself. A called shot at the target's head wraps the 
bolas around his neck and begins to strangle him. He 
suffers Id3 points of damage from strangulation each 
round until the bolas are removed or he dies. 


IGI)) 


A knife, dagger, or similar short blade can be used 
to sever a bola’s cords. This replaces the Strength check 
to get free, and is automatically successful. Of course, 


the victim must have an arm free to cut the bolas loose. 


Bow 


If a bow is made from a single piece of wood, it is a plain 
long or short bow; if it is made from laminated horn, 
wood, bone, or any other materials, it is a composite 
bow. Composite bows are slightly faster on the draw 
than regular bows, as reflected in their lower speed 
factor. 

If a character has a Strength score below 9, he must 
apply any damage penalties to his archery. He is forced 
to use bows that have a lighter pull due his lower 
Strength. 

If a character wishes to gain any damage bonuses for 
a high Strength score when firing a bow, he must obtain 
a custom-made heavy pull bow. 

Heavier pull bows are more expensive than standard 
bows but are able to grant bonuses to damage from 
high Strength. To gain the benefit of Strength 13-15, 
the bow costs three times as much. To gain the benefit 
of Strength I6 or I7, the bow costs four times as much. 
To gain the benefit of Strength 18, the bow costs five 
times as much. Double this for each point of Strength 
over I8. 

A higher-Strength character can always use a lower- 
Strength. bow, gaining bonuses up to the maximum 
permitted by the bow. For example, a character with a 
Strength of I8 can use a bow made for a Strength of 
I7, gaining a +2 to damage instead of his normal full 
bonus of +3. 

Short bows and composite short bows fire flight 
arrows and can be used while mounted. Long bows and 
composite long bows can fire any kind of arrow. Long 
bows cannot be used while mounted. Composite long 
bows can be fired while mounted if the bow is made for 
mounted fire. Such a bow costs twice the normal price. 

Flight arrows are the basic war or hunting arrow. They 
fly farther than sheaf arrows, which have a heavier head 
for more damage. 

Pile arrows are constructed with small, dense points 
designed to pierce heavy armour. À pile arrow fired at 
short range penalises the target's AC from armour by 
2 points. This only applies to that portion of a target's 
armour that is derived from physical armour; Dexterity, 
Cover, or magical bonuses are not affected. 


Cahulaks 
Cahulaks are a pair of fourbladed weapons held 


together with a length of rope (essentially two alhulak 
heads joined by a single rope). A pair of cahulaks can 
be used in each hand as melee weapons; one or both 
can also be thrown to tangle and cause damage to an 
opponent. 

The blades are commonly carved from the hip or 
shoulder bones of a mekillot, but more expensive 
versions can be forged of steel. The hafts are made 
of solid lengths of wood or, rarely, sturdy bone. The 
connecting rope is up to I2 feet long; an experienced 
cahulak wielder keeps most of that length looped loosely 
in one hand when preparing for combat. 

Proficient Use: A character proficient with cahulaks 
gains a +2 CMB bonus on Trip attacks. When used 
in melee, cahulaks are a double weapon, and can be 
used by a proficient wielder to make an extra attack 
each round, as if fighting with two weapons. 


Carrikal 


The carrikal is made by lashing a length of mekillot 
bone to the jawbone of a jozhal. The sharp ridges of 
the jozhal’s teeth run down half the length of the bone 
handle, while the hinges of the jaw are sharpened to a 
keen edge. This makes the carrikal resemble a battle 
axe with both heads pointing in the same direction. 
A leather thong protrudes from a hole drilled in the 
bottom of the bone shaft, so that the user may retain 
his grip in even the bloodiest of battles. 

The carrikal is a simple weapon but favoured by the 
desert tribes for its ease of manufacture. 


Chatkcha 


This thri-kreen throwing weapon is common among the 
steppes tribes. It is a dasl crystal wedge that can be 
thrown up to 90 yards and, due to its spin and effect 
upon the air, still return to the thrower if it misses. 

For non-kreen, the rate of fire is one per round; 
kreen gain the full fire rate listed on the weapons table. 
Chatkcha can also be used in melee. 

Proficient Use: A chatkcha thrown by a proficient 
kreen wielder automatically returns to the thrower on 
a miss (a Dexterity check is required if the wielder is 
distracted). Non-kreen must spend a weapon proficiency 
slot to learn how to catch a returning chatkcha. 
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Club 


Clubs range from something as simple as an animal's 
thigh bone to well-balanced works of art. Clubs can be 
fashioned to work as melee weapons, throwing weapons, 
or both. Clubs are effectively free, but if a character 
wants one that is recognised as a warriors weapon, it 
may cost anywhere from 5 bits to IO cp. 


Club, Rim 


The rim club is an improvised weapon: a three- to four- 
foot-long fragment from the rim of a broken wagon or 
chariot wheel (a heavy one), or a weapon shaped that 
way when made from scratch by a craftsman (the price 
is for the latter). 

A rim club is essentially a curved great club. Muls, 
half-giants, and those powerful enough to favour brute- 
force weapons all use it; only half-giants can use it 
one-handed. 

Proficient Use: When the rim club’s wielder is in 
a position above his foe, whether atop a rock, stairway, 
chariot, or mount, he adds +2 to the weapon’s damage 


due to the curved haft. 


Crossbow 
The light crossbow can be cocked by hand, but the heavy 


crossbow requires the use of an attached cranequin to 
draw it. The hand crossbow is a rare and expensive 
weapon used for personal defence or assassination. 

At medium range, light and heavy crossbows reduce 
the AC of an armoured foe by 2 points (see pile arrow 
description under bow). At short range, light and heavy 
crossbows reduce the AC of an armoured opponent by 
5 points. Hand crossbows do not have this ability. 

Strength bonuses or penalties do not apply to 
crossbows, since these are purely mechanical devices. 


Crusher 


A crusher is a spiked stone (or, rarely) metal ball at 
the end of a 20- to 25-foot flexible pole. The wielder 
plants one end of the pole in the ground, then whips 
the weighted end back and forth until it nearly strikes 
the ground both in front of and behind him. 

Weaponsmiths have found that the springy, straight 
root of the cachava plant, native to the salt flats of 
the Ivory Plain, is the ideal raw material for crusher 
construction. 


While other materials can be used, the cachava root 
retains its flexibility for many weeks after harvest. While 
difficult to use in individual combat, crushers can be 


employed behind a line of friendly troops to disrupt the 
enemy. 

Proficient Use: A proficient wielder can use a crusher 
to attack foes up to I5 feet away, striking over the heads 
of intervening combatants if necessary. 


Dart 


Darts are usually as large as a typical arrow, with a 
weighted head. They are used as small javelins by 
skirmishers and light cavalry. 


Dejada 


The dejada consists of a long, scooped basket (cestum) 
worn on the arm and used to propel projectiles (pelota). 
The cestum can be made by taking the rib bones 
from an erdlu and weaving a slender, curved basket 
between them. The wielder inserts her hand into the 
open bottom end where a glove-like handle is placed. 
The cestum for human use is 2 feet long and 6 inches 
wide; size varies with the wielder’s race. Cesti are used 
on one hand, since the other hand is required to load 
the weapon with pelota. 

Pelota are spherical objects approximately 2 inches 
in diameter. Stone, spiked metal balls, and balls of 
brambleweed qualify as pelota. Ceramic balls filled with 
gas, oil, poison, or other substances may also be used. 
There is some debate on whether this weapon originated 
in the Ringing Mountains or in the Crescent Forest. 
It has been documented that mountain halflings use 
cesti to hurl agony beetles at the backs of powerful foes. 
Metal cesti are extremely rare, while metal pelota are 
much more common. 

The wielder uses the dejada by loading a pelota into 
the cestum, then propelling the projectile with a long 
throwing motion of the arm. The projectile reaches great 
speeds due to the velocity and whip action of the throw. 
The thrown projectile may reach speeds of 200 miles 
per hour or more, but only for a short distance. Strength 
bonus is added for each attack. 

Proficient Use: A proficient wielder may attempt to 
catch a pelota thrown at him by saving vs. petrification. 
The wielder is then allowed an immediate return throw 
if he has any subsequent attacks in that round. 
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Dejada Cestus 


This weapon is a reinforced version of the normal 
dejada cestum, made with heavier bones to stand up to 
the impact of blows in melee combat. It is also heavily 
studded with spikes, ensuring that the gladiator will 
(unlike normal dejada users) be able to defend herself 
against any opponent who manages to close the range. 
Arena fighters love this version, as it gives them both 
melee and short-range missile attack capabilities. 

Proficient Use: A proficient wielder may attempt 
to catch a pelota thrown at him by making a saving 
throw vs. petrification. The wielder is then allowed an 
immediate return throw if he has any subsequent attacks 
in that round. 


Datchi Club 


The datchi club is a specialised arena weapon, favoured 
among more ruthless crowds because of the horrible 
wounds it can inflict. The head of the club is four to 
five feet long, attached to a wooden or bone handle 
three feet long. The head is made of porous material, 
either insect hive or dried roots, and is incredibly light. 
It is then embedded with dozens of razor points. The 
razors can be metallic but are more often fashioned 
from teeth and claws. The handle is very solid, allowing 
the wielder to grip the base for greater range or to 
spread his grip to enhance his leverage. 

Proficient Use: A proficient wielder can use a datchi 
club to make a spinning attack. If the datchi club hits, 
the wielder makes a Strength check to spin the datchi 
club, dealing an additional Id3 points of damage with 
the embedded razors. 


Dragon's Paw 


The dragon’s paw is a specialised multi-bladed polearm 
popular among the arena masters of Urik and Tyr for 
its flexibility and exotic appearance. 

The dragon’s paw has two blades, made from any 
material, one at each end of a five- to six-foot wooden 
shaft. Around the centre of the shaft is a bar or basket 
that both protects the hand and holds another blade 
jutting perpendicular to the central shaft. This blade is 
called the forward blade, while the others are called the 
outer blades. The wielder spins and whirls the outer 
blades while stabbing his opponents with the forward 
blade. 


Proficient Use: A dragon’s paw is a double weapon, 


and can be used by a proficient wielder to make an 
extra attack each round, as if fighting with two weapons. 
A character proficient with the dragon’s paw gains a +2 
bonus to their Parry total. 


Flail 


The cavalry flail was developed from the farmers 
threshing tool, usually in the form of the classic ball- 
and-chain weapon. Giant hair is often substituted for 
metal. 

The infantry flail is a different weapon entirely. It consists 


of a sturdy shaft with a hinged, spiked head. Normally 
made from metal, heads fashioned from chunks of 
obsidian or even brambleweed have been seen. 

Proficient Use: A proficient wielder gains a +2 
bonus on Disarm attempts with a cavalry flail. 


Forearm Axe 
The forearm axe consists of the head of a double-bladed 


battle axe with a spike on the outside centre, worn like 
a buckler. Unlike most bucklers, it can cause serious 
damage to an unwary opponent and can be used in 
close quarters where other weapons may not be effective. 

Proficient Use: A proficient wielder treats a forearm 
axe as piecemeal armour, gaining a +I AC bonus, and 
can wield a forearm axe on each arm - the weapon is 
exempt from the rule that off-hand weapons need to be 
smaller than primary weapons. 


Garotte 


A garotte is a length of fine, sturdy twine (usually made 
from giants hair or cha’thrang tether) stretched between 
two handles. The wielder slips this around his target’s 
neck and tightens the cord, strangling the target. 

The garotte deals a small amount of damage against 
its target, but its true potency lies in its ability to choke. 
The wielder makes an attack roll each round he is 
attempting strangulation. If he makes three successful 
consecutive attacks, the victim dies. 

If the attacker strikes with surprise, he gains a +3 
bonus to his attack rolls. If he does not have surprise, 
he suffers a -3 penalty to his attack rolls. 

The victim can escape the garotte by making a 
successful bend bars/lift gates roll. In some cases, it 
might be possible for the victim to cut the cord. 
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Gladiator’s Friend 


The gladiators friend is a multi-functional weapon 


designed to give gladiators an appropriate weapon 
type (bludgeoning, piercing, or slashing) as needed in 
combat. The butt end has a spike which inflicts damage 
as a spear. The other end sports the head of an infantry 
mace, topped by a fauchard blade. 

The cavalry version features a cavalry mace with a 
curved blade on the head and a spike at the other end 
of the handle. The cavalry version does less damage 
than the infantry, but can be wielded more quickly and 
is therefore favoured by mounted combatants. 

The first damage listed on the weapons table is for 
the blade or spike. The second damage listed is for 
the mace head. The wielder chooses which part of the 
weapon he strikes with. 

Proficient Use: A gladiators friend is a double 
weapon, and can be used by a proficient wielder to 
make an extra attack each round, as if fighting with two 
weapons. 


Gouge 


The shoulder-strapped gouge is a specialised polearm 
perfected for the slave armies of the Shadow King of 
Nibenay. It can inflict significant damage against an 
opponent and is unlikely to be dropped in the event 
of a rout. 

The gouge has a wide bone, obsidian, or chitin blade 
mounted onto a three-foot-long wooden shaft. A smaller 
handle protrudes from a forward position on the main 
shaft, while the rear of the shaft has a wide grip used 
to drive the weapon home. The shoulder strap is made 
of leather or cloth, and is sometimes expanded to a 
complete harness around the neck and shoulders. 

Proficient Use: A proficient gouge wielder can use 
the handles to make a gouging attack. After making 
a successful attack, the wielder can announce his 
intention to gouge on the subsequent round. If, in that 
subsequent round, the wielder has better initiative than 
his opponent, he automatically hits, gouging the weapon 
into the opponent and inflicting +2 damage. 

If the opponent wins initiative, he avoids the gouge 
attack; the wielder can still make a normal attack at -4 
to hit for having instead prepared to gouge. The wielder 
of the gouge must declare his intent before initiative is 


rolled. 


Gythka 


This thri-kreen polearm has wicked blades at either end. 
The weapon’s thick shaft allows it to be used like a 
quarterstaff against similarly armed opponents. A gythka 
can also be thrown like a spear. 

Proficient Use: A gythka is a double weapon, and 
can be used by a proficient wielder to make an extra 
attack each round, as if fighting with two weapons. 


Handfork 


The handfork is a tarek weapon - a three-tined fork 
- that serves equally well as a parrying tool or slicing 
weapon. Most are made from obsidian, but they can be 
forged from steel to make strong and useful weapons. 

Proficient Use: A proficient wielder gains a +2 
bonus to their Parry total with a handfork. 


Harpoon 


The head of a harpoon is hinged to lodge in a wound 
and fix the harpoon to its target. On a hit, there is a 
50% chance the harpoon is stuck in the victim, causing 
an additional Id6 damage if the harpoon is pulled from 
the wound. 

Proficient Use: If the harpoon is equipped with a line 
and lodges in the victim, a proficient character can use 
it to carry out a Trip attack with a +2 CMB bonus. 
If equipped with a line, the harpoon’s range is reduced 
to 1/2/3. 


Heartpick 


The heartpick is a tarek weapon, usually made of bone. 
It is fashioned like a hammer, with a serrated pick on 
the front and a heavy, flat head on the back to add 
weight to the weapon when swung. 

Proficient Use: À heartpick can pierce armour. À 
proficient wielder ignores two points of a targets Armour 
Class if that target is wearing armour. 


Impaler 


An impaler is a weapon developed for arena combat. 
It has a single shaft about four feet long with a pair of 
long pointed blades, splitting to each side and forming 
a deadly “T”. The weapon can be swung horizontally 
or vertically over the head. 
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Koe 


The ko* (breaker) is basically a rock, pointed at one 
end and rounded on the other. The ko* is a hand-held 
melee weapon designed to break the chitin of an enemy. 
The wielder holds a ko* with the rounded end in the 
palm and the pointed end out. 

Ko* are wielded in opposite pairs, with standard 
penalties for characters using more than one weapon. 
Doth ko* in a pair are swung at the same time, aiming 
to catch a portion of the target's body between them, 
and an attack roll must be made for each one. 

Proficient Use: A proficient wielder can use two 
ko* to carry out a piercing attack If only one hits, 
damage is as listed; if both hit, the damage is as listed, 
and the victim of the strike suffers the piercing attack 
automatically, as a hole is punched in the chitin. 

A thri-kreen or other creature with an exoskeleton 
suffers a -I AC penalty when subjected to a piercing 
attack. This can make the victim’s base AC as poor as 
10. Normal healing takes Id4 weeks. 


Kyorkcha 
The kyorkcha is a larger variant of the chatkcha. It 


consists of a curved blade like a boomerang, with several 
protrusions along the edge, as well as spikes that jut out 
near each end. The kyorkcha, like the chatkcha, has a 
hole in the middle. For non-kreen, the rate of fire is one 
per round; only kreen gain its full fire rate of fire. 

Most kyorkcha are made of dasl and would cost I00 
cp, but the kreen rarely sell them. Others are made 
of stone, bone, hardwood, or metal. The price listed 
is for a steel kyorkcha; apply cost, damage and to hit 
modifications when dealing with kyorkcha made from 
inferior materials. 

Proficient Use: Most kyorkcha are edged on front 
and back, though some are made with a blunt back 
edge; proficient wielders can use these to knock out foes 
or prey. Only a blunt kyorkcha can be used in this way. 

A proficient user suffers a -I attack roll penalty when 
attempting a knockout. On a successful hit, the chance 
for a knockout is 3% per point of damage caused. Only 
25% of knockout damage is real; the rest is temporary. 
A thri-kreen cannot be instantly knocked out, but might 
fall unconscious if he takes enough damage. 

Kyorkcha thrown by a proficient kreen wielder return 
to the thrower on a miss - see the chatkcha for details. 


Lasso 


The lasso, or lariat, is a length of rope used to loop 
around and restrain a target. Lassos cannot be wielded 
by non-proficient characters with any effectiveness. 
Lassos are most effective when used in conjunction with 
a called shot attack; their only other use is for tripping 
targets. 

Proficient Use: A character proficient with the lasso 
gains a +2 CMB bonus on Trip attacks. If the wielder 
is mounted and has the lasso made fast to his saddle, 
he is considered to be the size of his mount, so a rider 
on a crodlu is size L for purposes of the CMB check, 
gaining an additional +I to CMB. 

If the wielder succeeds with a called shot against 
his opponents arms, he can trap his enemy's weapon, 
shield, or both by pinning his arms to his body. The 
wielders attack roll is made against AC IO, with only 
Dexterity and magical protections modifying this AC. 

If the attack is successful, one arm (randomly 
determined) of the defender is trapped. If the attack 
hits by 4 or more, both arms are trapped. In addition, if 
the attacker is mounted and the lasso is tied off to the 
saddle, he can make a Trip attack next round without 
an attack roll simply by spurring his mount. 

Last but not least, the wielder can use a lasso to pull 
a rider from his mount by succeeding in a called shot. If 
the rider is moving and the lasso is tied off to something 
solid (like a tree), the rider is automatically pulled from 
his mount. If the rider isn't moving or the lasso isn't tied 
off, à CMB check is used to determine whether or not 
the rider is pulled from his mount. 


Lajav 
The lajav (cracker) is designed for use against creatures 
with chitin. It consists of two short, thick rods (usually 
made of bone or hardwood) connected by a stiff hinge. 
It is designed for use by kreen; creatures with only two 
arms would struggle to use a lajav. Only one lajav is 
wielded at a time, using both arms on one side. The 
lajav is wielded in the upper primary hand for a normal 
attack roll. If the attack hits, the listed damage is caused. 
Proficient Use: A proficient wielder can use the lajav 
to make a crushing attack. If the wielder hits with the 
upper arm of the lajav, he then makes another attack 
roll, for the lower arm on the same side, to catch the 
other end of the lajav. 
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If this roll is successful, the listed damage is caused 
again as the limb is crushed between the two rods of the 
lajav. The victim must then save vs. paralysation or the 


limb is broken, and cannot be used. Normal healing 


time is 2d4 weeks. 


Lance 


The lance is a mounted spear. Prior to the invention of 
the stirrup, the lance could not be couched for a charge; 
instead, the rider would stab overhand with the weapon 
or even throw it. As a rule of thumb, a rider must be 
on a mount appropriate for his lance, or else his weapon 
will be reduced in effectiveness. A heavy lance requires 
a heavy crodlu or an inix, a medium lance requires a 
regular crodlu, and a light lance is suitable for kanks. If 
the lance is too heavy for the mount, it does damage as 
if it were the correct type, so a heavy lance used from a 
kank does damage as a light lance. 

Lances are an exception to the size requirement rules; 
a rider with stirrups can use any lance in one hand, 
but a rider without stirrups has to use two hands for the 
lance. As noted above, a rider with stirrups can couch 
the lance for a mounted charge, which causes double 
damage on a successful hit. 


Lotulis 


The lotulis is a long shaft with a curved crescent blade 
at either end. It resembles two outwardly curved crescent 
moons mounted on a long metal shaft. The crescents 
also have barbed spikes near the points. In the hands 
of a warrior trained in its use, it is a truly dangerous 
weapon. Though the lotulis is ponderous, its damage 
potential is something to make even a half-giant wary. 
Proficient Use: A lotulis is a double weapon, and 
can be used by a proficient wielder to make an extra 
attack each round, as if fighting with two weapons. 


Mace, Whistling 


The majority of these maces have partially hollowed-out 
heads, giving them a pitted appearance. When swung, 
the wind whistles through the heads, creating an eerie 
and unnerving sound. Stone versions of this weapon 
have heads made of batik, a volcanic rock peculiar 
to Athas, porous as pumice but as hard as flint or 
obsidian. 


Bone and wooden heads also exist, and must be 
laboriously drilled by craftsmen. Steel-headed versions, 
meanwhile, require special moulds. The lighter weight 
means these maces inflict less damage than conventional 
versions, but aside from their effects on morale, the 
increased quickness often makes up for the reduced 
damage. 

Proficient Use: A proficient wielder is able to create 
the eerie keening sound at will, forcing his opponent 
to make a morale check. All modifiers apply; if the 
opponent has never heard such a weapon before, the 
morale check is at a -2 penalty. 


Mancatcher 


The mancatcher is a short polearm with two curving, 
fork-like prongs at the business end. The prongs are 
hinged so that they can be pushed tightly closed around 
the target. The mancatcher only works against Medium 
creatures. Mancatchers ignore armour; only Dexterity 
and magical adjustments apply. On a hit, the victim 
suffers the listed damage. Each round, the wielder can 
yank the victim about for an automatic Id2 damage. 

Once caught, the victim loses all Dexterity and shield 
adjustments to AC. He can only escape by hacking 
through the weapon's haft (AC I6, IO hp, size M) 
or making a bend bars/lift gates roll, which causes an 
additional Id2 damage. 

Proficient Use: A character proficient with the 
mancatcher gains a +2 CMB bonus on Trip attacks. 


Net 


Unlike a fishing net, a fighting net often features small 
barbs or weights in the weave and a trailing rope for 
guidance and control over netted targets. The net’s only 
function in hand-to-hand combat is to block, trap, or 
disarm an opponent; it deals no damage. As such, it is 
only effective in the hands of a proficient wielder. 

Proficient Use: A character proficient with the net 
gains a +2 CMB bonus on Disarm and Trip attacks, 
simply by snaring the targets limbs. 

A net is most dangerous, however, when it is thrown 
at an enemy. Only the target’s Dexterity and magical 
adjustments to Armour Class count. If the net hits, it 
traps the opponent’s weapon and shield. If the victim is 
trapped, he can only break free with a Strength check 
- otherwise he remains trapped in the net. 
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In subsequent rounds, the net wielder has the choice 
of leaving the net where it is and attacking with another 
weapon, or of trying to improve the capture. 

To improve the net’s capture, the wielder loops the 
nets trailing rope around the target. This requires 
another attack roll (as before, only count Dexterity and 
magic.) If the wielder hits, the victim’s Strength suffers a 
-4 penalty until he is able to free himself. 

Nets must be folded properly to be effectively thrown. 
The first time a character throws his net in a fight, he 
makes a normal attack roll. After the net is unfolded, it 
can only by thrown with a -4 penalty to hit. It takes 2 
combat rounds for a proficient user to fold a net. 


Polearm 


Polearms are long, hafted weapons designed for two- 
handed use. There are several broad types of polearm. 

Spear-like weapons: These are primarily thrusting 
weapons and are especially effective when set against 
charges. The pike is a long weapon with a small head; 
the ranseur, spetum, and partisan are shorter weapons 
with side blades or spikes. 

Poleaxes: These are heavy weapons with bladed heads 
that are designed for maximum striking power, much 
like oversized battleaxes. Poleaxes include the bardiche, 
the halberd, and the voulge. 

Glaives: These are simple polearms that consist of a 
single long, curving blade used for both slashing and 
thrusting attacks. They lack the sheer cutting power 
or strong, straight point of poleaxes or other spear- 
like weapons, and are generally not as effective as the 
previous weapons. Glaives include the glaive (naturally) 
and the fauchard. 

Bills: These are multi-function polearms that include 
a cutting surface, a spear-like spike, and hooks or curved 
blades on the back for dismounting riding opponents. 

Bill-guisarmes, glaive-guisarmes, and guisarmes all fall 
into this category. 

Athasian double-weapons: Athasian double-weapons 
allow proficient wielders to attack more than once per 
round. These include the dragon's paw, gythka, lotulis, 
and weighted pike. Each of these has its own entry. 

Athasian Other Athasian 


polearms are unusual weapons designed for a special 


specialist polearms: 


purpose. These include the crusher, gouge, quad- 
fauchard, tkaesali, and the trikal. See their individual 


entries for more information. 


Other polearms listed here include weapons without 


a true category. These specialised weapons can't be 
classified as one of the above types, and include 
weapons such as the bec de corbin, lucern hammer, 
and military fork. 

Proficient Use: Ranseurs, spetums, and partisans 
grant proficient wielders a +2 bonus to their Parry total. 

A character proficient with a bill, guisarme, or ranseur 
gains a +2 CMB bonus on Trip attacks. Those proficient 
with bills can also use Trip against mounted opponents, 
forcing them from their mount on a successful roll. 


Puchik 


The puchik is a punching and parrying weapon designed 
for close fighting. It is a dagger, two feet long, with hand- 
guards jutting from the hilt at a 45° angle to protect the 
wielder’s hands. 

The grip of the puchik is perpendicular to the length 
of the blade and held in place by the two prongs 
extending down from the handguards. Holed leather 
strips wrap around the hilt keep the grip from slipping 
in sweaty hands. 

Proficient Use: À puchik grants a proficient wielder 
a +2 CMB bonus on attempts to Pin an opponents 
weapon. 


Quabone 


This weapon is constructed from four identical shanks 
of bone, lashed together to form a radially symmetrical, 
sword-length rod. With its lightness and crudely 
sharpened end, the quabone is a fairly ineffective 
weapon. The quabone is used in arenas where combat is 
intended to be drawn out for a long period of time and 
is consequently popular with those who run gladiator 


fights. 


Quad Fauchard 


This polearm is created by lashing four fauchard blades 
at the end of a single pole so that the wielder can 
slash out at a foe from any direction without taking the 
time to shift his grip on the weapon. This makes it a 
favourite among blind fighters, but it is also favoured by 
reavers and beast trainers. 

Proficient Use: À quad fauchard is a double weapon, 
and can be used by a proficient wielder to make an 
extra attack each round, as if fighting with two weapons. 
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Quarterstaff 


A length of sturdy wood, the quarterstaff is easy to 
obtain at no cost. Should a character desire a more 
ornate staff, one could be had from 5 bits to 20 cp, 
either made to order or obtained from a quality purveyor 
of such goods. 

For 200 cp, a character can obtain a staff fashioned 
from a brambletree, which inflicts an extra Id6 damage 
per strike. 

Proficient Use: A quarterstaff is a double weapon, 
and can be used by a proficient wielder to make an 
extra attack each round, as if fighting with two weapons. 


Quarterstaff, Hamanu’s Staff 


This weapon is common among the gladiators of Urik, 
It looks like a quarterstaff-sized version of the “staves of 
Hamanu” that are scattered throughout Urik’s “Pit of 
Black Death" arena - specifically, a staff covered with 
short spikes, save for two areas barely large enough for a 
Medium or smaller gladiator safely to hold it. 

One sight that amuses the fans of Urik is to see a 
gladiator try hastily to pick up a dropped staff of this 
nature. A character trying to grab a dropped staff during 
combat must make a Dexterity check or suffer Id4 
piercing damage from the barbs that line the weapon. 
If the character fails, he can still pick up the weapon. 

Ideally, these spikes are made from metal - hence the 
high price of the weapon - but inferior materials can 
be used instead. Due to Urik’s nearby obsidian mines, 
most of these staves use this black stone (and will be 
cheaper and less effective in combat as a result). 

Proficient Use: A Hamanu’s staff is a double weapon, 
and can be used by a proficient wielder to make an 
extra attack each round, as if fighting with two weapons. 


Scourge 


The scourge is a torturers weapon that is of limited use 
in combat. It consists of a handle with several leather 
whips, often studded with barbs, nails, or other similar 
devices. The scourge ’s whips can catch and grab an 
enemys weapon, but the flexible nature of its whip- 
tails make the scourge ineffective against opponents in 
medium or heavy armour. 

Proficient Use: A scourge grants a proficient wielder 
a +2 bonus on attempts to Disarm an opponent. 


Singing Sticks 


These weapons are one inch in diameter and about two 
and a half feet long. Singing sticks rely more on agility 
and ability than on simple brute force. They are almost 
always used in pairs. Made of springy, straight wood 
such as the cachava plant, they are nearly impossible to 
break, even when swung, with great force. 

Singing sticks are extremely light, carved so that the 
diameter of the ends is slightly larger than that of the 
centre. This unusual shape, combined with the type of 
wood, is what gives the sticks their name, for they whistle 
and moan as they are whirled through the air. Adhesive 
oil is normally applied before battle so the sticks do not 
slip from the user's grasp during high-speed manoeuvres. 

Although they are light and generally favoured for 
sparring practice, singing sticks can be used with deadly 
precision in the arena. Many a gladiator has misjudged 
an opponent because the foe was wielding only these 
sticks, and has gone to her doom lamenting her mistake. 

Proficient Use: When wielded by a proficient 
character, singing sticks are exempt from the rule that 
off-hand weapons need to be smaller than the main 
weapon when fighting with two weapons. A proficient 
wielder can fight with two singing sticks at the usual 
penalties for fighting with two weapons. 


Sling 


The sling is a simple length of cord or cloth with a cup 
in the centre that can hurl small stones or lead bullets. 
The projectile is placed in the cup, and the sling is 
whirled rapidly before loosing the projectile with lethal 
force. Slings can be improvised from many materials. 
Sling stones can be found in any rocky landscape. 
Normally, small round rocks are best, such as the type 
found in old streambeds. Sling bullets are made of lead, 
bronze, or iron, and are commensurately expensive. 


Slodak 


The slodak is a pterran weapon carved from young 
hardwood trees and treated with a mixture of tree sap 
and id fiend blood. This treatment renders the blade of 
the weapon extremely strong, giving it nearly the strength 
of steel. Slodaks are not treated as being made from 
inferior materials when it comes to breakage. Slodaks 
are not made available to non-pterrans and can only be 
obtained from pterran tribes. 
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Spear, Double-Bladed 


The double-bladed spear is nearly identical to the 
normal spear, however, it carries an additional spearhead 
on the butt end. 

Proficient Use: A double-bladed spear is a double 
weapon, and can be used by a proficient wielder to 
make an extra attack each round, as if fighting with two 


weapons. 

A proficient wielder can use the double-bladed spear 
to make a disorienting display by twirling the blades - 
this uses up one of the wielder’s attacks for that round. 
Intelligent opponents who have never seen it before 
suffer a -I penalty to attacks and damage for 2 rounds. 


Spike Shield 


The spike shield is a large circular shield. Its wooden 
foundation is covered with a layer of leather and 
festooned with sharp spikes. 

Perhaps the ultimate brute-force weapon, the spike 
shield’s use is simple. The wielder crouches behind the 
shield and charges at his target, seeking to bowl over 
his opponent as well as impale him with the spikes (ie, 
a Knockdown attack using CMB that deals the listed 
damage). The weapon may also be used for a standard 
shield bash. If used alongside a melee attack, this is 
treated as fighting with two weapons. 

Training with a spike shield is more complex than it 
seems. Holding his shield close, the gladiator is trained 
to pivot on his heels and face a new foe instantly. It is 
for this reason that the spike shield’s speed factor is as 
low as it is. All brute-force gladiators use this weapon; 
dwarves use a shorter version with longer spikes (same 
stats). 

Proficient Use: A proficient wielder adds +2 to 
damage inflicted against foes of size M or smaller that 
he subjects to a Knockdown attack. 


Staff-sling 


The staff-sling simply consists of a short wooden staff 
with a leather sling at one end. It can be used to throw 
larger and heavier projectiles than a normal sling, but 
it cannot throw them as far or as accurately, It can also 
throw pots containing alchemical compounds and other 
materials or be used as a melee weapon. 

The staff-sling has no short range category, as shown 
on the weapons table above. 


Sword, Bastard 


This sword is similar to a long sword in size and weight, 
but has a longer hilt. It can be used one- or two- 
handed. Use the speed factor and damage appropriate 
to the grip. If used two-handed, the wielder may not also 
employ any type of shield larger than a buckler. 


Sword, Hook 


The hook sword is a scimitar-like weapon with a cutting 
edge that juts out slightly in a hook-like curve from the 
main part of the blade. The wielder uses this to disarm 
his foes and also takes advantage of the weapon's curved 
shape to deal increased damage from higher ground 
against his target. 

Because of the benefits it provides, the hook sword 
is favoured by montare who specialise in the move-by 
attack style. 

Proficient Use: Because of the curve to the cutting 
portion of the blade, the hook sword does an extra point 
of damage to foes of all sizes when the wielder slashes 
down from a chariot or mount, using both gravity and 
the forward momentum of the animal or vehicle to put 
more power into the slash. 

A proficient wielder gains a +2 bonus to Disarm 
attempts with a hook sword. 


Sword, Khopesh 
A khopesh has about six inches of handle and quillons. 


Its blade is straight from the quillons for about two feet. 
The blade becomes sickle-shaped at this point, being 
about two additional feet long but effectively extending 
the overall length of the sword by only a foot and a half. 

This makes the khopesh both heavy and unwieldy, 
difficult to employ properly, and slow to recover, 
particularly after a badly missed blow. 

Proficient Use: A proficient wielder can use the 
sickle portion of a khopesh to snag an opponent or an 
opposing weapon, gaining a +2 on all Disarm attempts. 


Sword, Mandible 


There is only one material this can be made of: the 
mandible of a giant insect such as a kank, soldier 
antloid, or gaj. When added to a hilt, this mandible 
becomes a sabre-sized weapon lighter than steel, making 
it a handier weapon in the cut-and-parry of melee. 
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As such, it is favoured by all gladiators who prefer 
» g 
speed and finesse over brute force. It is also a common 


weapon among the tribes of the wastes, who fashion 
them from herded kanks or creatures slain in defence 
of their homes. 

The outer edge of the mandible is sharpened to serve 
as the normal cutting edge of the blade, but the jagged 
interior is also kept sharp. The wielder can attack with 
either side of the mandible. Though doing less damage, 
wounds created by the jagged edge are bloodier, and 
thus more popular with the brutal fans. Because of this 
effect, it is one of the few swords favoured by the jazst. 

On the weapons table, the damage before the slash is 
for the front edge, and the damage after the slash is for 
the back edge. The wielder chooses which part of the 
weapon he strikes with. 

Proficient Use: A mandible sword is a double 
weapon, and can be used by a proficient wielder to 
make an extra attack each round, as if fighting with two 
weapons. 


Talid 


Also known as a gladiators gauntlet, the talid is made 
of stiff leather with metal, chitin, or bone plating on the 
hand cover and all along the forearm. Spikes protrude 
from each of the knuckles and along the back of the 
hand. A sharp blade runs along the thumb for cramped 
fighting styles, and there is a six-inch spike on the elbow. 
The talid relies more on brute power than subtlety, 
though some gladiators have shown that it can be used 
effectively when combined with other, quicker attacks. 


Thanak 


The thanak is a pterran weapon that resembles a saw 
blade. It is made of two strips of hardwood bound 
together. Between the strips is a row of teeth taken from 
a pterrax. The thanak is wielded in a manner similar to 
an axe in that it is swung at the target. When it strikes, 
its toothed edge rips into the target’s flesh. 

Thanaks are not made available to non-pterrans and 
are only available from pterran tribes. 

Proficient Use: A proficient wielder can use the 
thanak to carry out a ripping attack. On a roll of 20, 
instead of dealing maximum damage, the wielder can 
instead roll for damage normally and inflict one point 
of Strength damage on the target. 


Tkaesali 


The tkaesali is a nikaal polearm, not made and seldom 
used by another other people. It is a length of hardened 
wood (usually agafari) topped with a circular blade, 
usually crafted from bone and studded with obsidian, 
thorns, or jagged teeth. The weapon is swung and deals 
deep, piercing wounds. 

The tkaesali is usually adorned with trinkets, totems, 
and items of significance to its owner (who is usually a 
chieftain or revered warrior). Losing a tkaesali is a grave 
dishonour among the nikaal. 

Nikaal rarely sell these weapons, instead preferring to 
give them as gifts to honoured and trusted allies as a 
sign of friendship or respect. Some do make their way 
onto the open market, however, and are often carried 
as a status symbol by those who are familiar with their 
rarity and cultural significance. 

Proficient Use: A wielder proficient in the tkaesali 
can use the weapon to carry out a tearing attack. When 
attacking a foe wearing light armour, if the wielder beats 
the number required to hit by four points or more, he 
has torn the opponent’s armour, reducing the protection 
it gives by one AC point until it is repaired. 


Tortoise Blade 


This weapon is a small shield with a protruding blade. 
Though named for a specific creature, its protective 
shell can be carved from bone or chitin, or hardened 
leather. The blade is mounted to the underside of the 
shell, and the entire ensemble is worn on the forearm. 

Proficient Use: A proficient wielder treats a tortoise 
blade as piecemeal armour, gaining a +I AC bonus, 
and can wield a tortoise blade on each arm - the 
weapon is exempt from the rule that off-hand weapons 
need to be smaller than primary weapons. 


Trikal 


The trikal is a small pole arm, roughly six feet long. Five 
feet of that length is a stout wooden shaft. The final foot 
is a metal head with three blades projecting from the 
central shaft. Below these are a series of serrations, each 
as sharp as the blades above them. The butt end of the 
shaft is slightly weighted to ensure that the momentum 
of the swing gains an extra push for maximum damage. 

Proficient Use: A character proficient with the trikal 
gains a +2 CMB bonus on Trip attacks. 
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Weighted Pike 


The weighted pike combines the effectiveness of the pike 
with that of the mace. Its seven- to eight-foot shaft is 
almost always made of strong wood (agafari, if possible, 
though these can be double the price). The pike blade 
can be metal, but is more often bone or fang. The 
weighted, spiked ball is often ceramic, baked onto the 
end of the shaft with glass or metal spikes. The first 
damage listed is for when the weapon is used as a pike, 
the second is for when it is used as a mace. 
Proficient Use: A weighted pike is a double weapon, 
and can be used by a proficient wielder to make an 
extra attack each round, as if fighting with two weapons. 


Whip 
The whip cannot damage targets in any kind of armour. 


Proficient Use: A character proficient with the whip 
gains a +2 CMB bonus on Trip and Disarm attacks. 


Whip, Chain 


The chain whip is a seven-foot length of chain made of 
thin links and fine steel. This weapon was created when 
gladiators managed to break their chains and use them 
as whips on their guards. Montare who favour the catch- 
and-drag style use this weapon, as do beast trainers, who 
use it to whip their charges into submission. 

Because the chain whip weighs more than a normal 
whip, montare (who automatically gain specialisation 
in the whip at no cost) must still pay to specialise 
separately in the chain whip. 

Proficient Use: A proficient wielder can use the 
chain whip to carry out an entangling attack. The 
wielder makes a CMB check. If successful, he entangles 
one of his opponent’s limbs, rendering it useless. The 
opponent must make a CMB check to break free (or 
Sunder the chain). 

A character proficient with the chain whip gains a +2 
CMB bonus on Trip attacks. 


Whip, Master’s 


Used by task masters and arena guards, the master’s 
whip has a carved bone or ivory handle inlaid with 
decorative elements appropriate to the rank of the 
wielder. The whip is fashioned from leather or giant's 
hair (the latter increasing the cost by I5 cp). A bone 
head sports five separate hollow-tipped barbs. 


Proficient Use: A character proficient with the 
masters whip gains a +2 CMB bonus on Trip attacks. 
They can also apply poisons to the hollow-tipped barbs 
and use them effectively against an opponent. 


Separate poisons may be applied to each of the five 
barbs, though only injury or contact poisons can have 
an effect on the target creature. On each successful hit 
with the master’s whip, the wielder must roll Id6 to 
determine which barb struck the victim; I-4 indicates 
that one of the side barbs struck home, while a roll of 
5 or 6 indicates that the end barb hit the mark. Once 


applied by the master's whip, the poison takes effect. 


Widow's Knife 


Named for a similar-looking harvesting tool used in the 
verdant belts, this weapon has a wide blade on one end 
of a wood or an ivory handle. The widow’s knife can 
also be thrown as a missile weapon. 

Proficient Use: Hidden within the handle are two 
spring-loaded prongs. A thumb latch on the handle 
releases the prongs; with a second attack roll, a proficient 
wielder can deal an extra Id3 damage. It takes a full 
round to reload them. 


Wrist Razor 


Wrist razors consist of a trio of blades that protrude 
from a heavy arm band. The razors project out over the 
back of the hand, are extremely sharp, and can be up 
to six inches long. 

Proficient Use: A proficient wielder can wear a wrist 
razor on each arm - the weapon 1s exempt from the rule 
that off-hand weapons need to be smaller than primary 
weapons. 


Zerka 
The zerka (meat-seeker) is a short barbed javelin. While 


usually wielded in melee, it can be equipped with a line 
and thrown, like a harpoon. Once the zerka hits, it takes 
a successful open doors roll to pull out the weapon. 
Failure inflicts a point of damage and the weapon 
remains lodged in the target. Success inflicts a second 
(normal) damage roll as the weapon is pulled out. 

Proficient Use: If the zerka is equipped with a line, 
a proficient wielder can use it to carry out a Trip 
attack with a +2 CMB bonus. In such a case, range 
increments are reduced to I/2/3. 
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Armour 


The high price of metal and the extreme heat make 
metal armour less than desirable on Athas. A suit 
of field plate armour costs 4,000 gp on Athas, the 
equivalent of 400,000 gp on other AD&D campaign 
worlds. Simply put, a sorcerer-king can either purchase 
several suits of field plate or build a substantial addition 
to his city walls. 

Likewise, the intense heat across Athas’ barren surface 
makes metal armour a liability. In any daytime combat 
situation, a character wearing metal armour suffers 
a cumulative -I penalty to all attack rolls for every 
round of combat beyond the first. That same character 
collapses, exhausted from the heat, in a number of 
rounds equal to his Constitution score. 

Fortunately, however, many types of armour can be 
constructed without metal on Athas, using more readily 
available materials. In addition to the standard armours, 
Athasian craftsmen also create superior versions of 
leather, hide and shell armour when they have the 
materials. The price list includes these armours. 


Armour Descriptions 


Barding: Leather and chitin are two types of barding 
for the various beasts of burden on Athas. 

Leather barding is made with stiffened leather pads, 
often reinforced with bone or chitin, and joined together 
with cloth or soft leather straps. Leather barding gives 
the animal a +I bonus to its AC. 

Chitin barding is made from plates of insectoid 
carapace, chitin, and bone, fastened together with 
leather and cloth. Chitin barding gives the animal an 
AC bonus of +2, or +3 if it is heavy chitin. Leather 
and chitin barding can’t be combined. 

Chitin: A full warsuit of chitin plates, this armour 
features a long shell shirt covering the torso and waist, 
chitin pauldrons and vambraces, chitin gauntlets, 
long chitin greaves covering the legs, and a bone or 
chitin helmet, often made of a creature’s skull or head 
exoskeleton. Chitin warsuits are fashioned from a variety 
of creatures. Large beasts such as the inix, mekillot, 
drik, or mastyrial provide the larger components, while 
smaller, interlocking segments come from kank, scrab, 
jalath’gak, or similar creatures. The warsuit comes with 
padding worn beneath the actual armour to prevent 
abrasions. 
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Armour 


Item Bonus Weight Move Cost 
Light Armour 

Padded qril 10 lbs. 12 4 cp 
Leather +2 15 lbs. 12 5 cp 
Studded leather T3 20 lbs. 12 20 cp 
Leather, erdlu/inix +4 15 lbs. I2 I50 cp 
Medium Armour 

Hide +3 25 lbs. I5 cp 
Scale +4 30 lbs. 50 cp 
Shell +5 30 lbs. 75 cp 
Hide, klar/braxat +5 20 lbs. I2 500 cp 
Shell, inix/skrit +6 20 lbs. 9 1,000 cp 
Hide, sandworm +7 25 ]bs. 5,000 cp 
Shell, ankheg/braxat +8 30 lbs. 20,000 cp 
Heavy Armour 

Chitin +6 25 lbs. 6 600 cp 
Half plate +7 50 lbs. 6 60,000 cp 
Field plate +8 50 lbs. 6 400,000+ cp 
Shields 

Shield, buckler aril 3 ]bs. = 3 cp 
Shield, small +I 5 Ibs. = 5 cp 
Shield, medium qril 7 lbs. = I0 cp 
Shield, body +I/+2 10 lbs. = I5 cp 
Barding 

Item Bonus Weight Move Cost 
Crodlu, leather +I 50 lbs. = 250 cp 
Crodlu, chitin are 80 lbs. = 400 cp 
Crodlu, heavy chitin +3 100 lbs. = 600 cp 
Erdland, leather aril 50 lbs. 5 200 cp 
Erdland, chitin +2 80 lbs. = 380 cp 
Erdland, heavy chitin +3 100 lbs. c 550 cp 
Erdlu, leather +I 25 lbs. = 175 cp 
Erdlu, chitin F2 40 lbs. = 360 cp 
Erdlu, heavy chitin +3 60 lbs. == 500 cp 
Inix, leather arl I00 lbs. = 350 cp 
Inix, chitin +2 160 lbs. = 500 cp 
Inix, heavy chitin +3 200 lbs. = 600 cp 
Kank, leather TI 50 lbs. = 150 cp 
Kank, chitin 4-8) 80 lbs. = 350 cp 
Kank, heavy chitin +3 100 lbs. = 480 cp 
Mekillot, leather 3pll 200 lbs. = 5,000 cp 
Mekillot, chitin +2 320 lbs. = 7,500 cp 
Mekillot, heavy chitin +3 500 lbs. = 10,000 cp 


Light Armour 


Field Plate: This is elaborate plate armour, consisting 
of shaped and fitted metal plates riveted and interlocked 
to cover the entire body. It includes gauntlets, boots, 
and a visored helmet. A thick layer of padding must be 
worn underneath. However, the weight of the suit is well- 


distributed over the whole body. Each suit of field plate 


must be individually fitted to its owner by a master 


armourer, although captured pieces can be resized to fit 
the new owner (unless such is patently absurd, such as 
a human trying to resize a halflings armour). Wearing 
field plate brings the usual problems associated with 
metal armour on Athas. 

Half-Plate: This armour is a combination of chain 
with metal plates (cuirass, epaulettes, elbow guards, 
gauntlets, tassets, and greaves) covering vital areas. The 
weight is distributed over the whole body and the whole 
thing is held together by buckles and straps. Half-plate 
brings the usual problems associated with wearing metal 
armour on Athas. 

Hide: Solid armour made from multiple layers of the 
thick skin of the mekillot or drik, or layers of thinner 
hide from sygra or carru. Superior hide armour can be 
made from the hide of the braxat, klar, or sandworm. 

Leather: À supple suit of leather, stitched into close- 
fitting armour. Carru, kip, gorak, or sygra hide are the 
usual materials of choice, but the softer parts of a 
mekillot underbelly are also sometimes used. Erdlu and 
inix hide can be used to craft superior leather armour. 
The studded variant of this armour utilises rivets made 
from talons, bone, stone, wood, or obsidian. 
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Padded: This armour is usually made from woven 
giant hair layered between tough cloth. Other material 
is not unknown - including cloth, soft leather, and 
cactus leaves - but few fabrics can match the durability 
of giant hair. 

Scale: This thick leather armour is usually fashioned 
from the thick wing scales of an erdlu and the softer 
scales of z'tal, erdland, or immature inix. It includes a 
matching set of thick leather gauntlets. Crodlu, lirr, or 
even dune reaper scales, are sometimes used to craft 
a similarly protective suit. For an extra 500 cp, behir 
scales can be added to the armour for decorative effect. 

Shell: A suit of light and supple half-plate armour 
carved from the chitinous shells of creatures such as 
the aprig, ankheg, mekillot, or fordorran. The armour 
includes similarly fashioned gauntlets and helm. 
Ankheg, inix, skrit, and braxat shells can be used to 
make superior shell armour. 

Shields: Shields are mostly constructed with layers 
of leather stretched over a wooden or bone frame and 
hardened. Shields can also be constructed of chitinous 
materials scavenged from dead insectoids. Shields on 
Athas come in the typical varieties: bucklers and small, 
medium, or body shields: 

Shield, buckler: Protects against one attack per round. 

Shield, small: Protects against two attacks per round. 

Shield, medium: Protects against all attacks in a 
round. 

Shield, body: Protects against all attacks in a round, 
gives +2 AC vs. missile attacks. 
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Piecemeal Armour 


Athasians often scavenge fragments of armour, both 
metal and non-metal. While the oppressive heat of 
the Athasian sun and the scarcity of metal make full 
suits of armour impractical, one or two pieces of metal 
armour can sometimes be worn without trouble. It’s not 
uncommon, at least among heroic sorts, for a character 
to wear scavenged portions of various suits of armour, 
however - hence “piecemeal armour”. 

Each piece of armour grants an individual AC bonus. 
Thus, a character who is exploring some ancient ruins 
and finds an old, battered breastplate from a suit of 
field plate armour would be able to don it, improving 
his AC by +3. 

The two tables below show the piecemeal armour 
bonuses for non-metal and metal armours. 


Non-metal Piecemeal Armour 


Armour Type Full Suit Breastplate 
Chitin +6 +3 
Hide EE all 
Hide, klar or braxat +5 +2 
Hide, sandworm ary a8} 
Leather +2 +I 
Leather, erdlu or inix +4 2 
Leather, studded +3 +I 
Padded TI TI 
Scale +4 +2 
Shell +5 +2 
Shell, ankheg or braxat +8 +4 
Shell, inix or skrit +6 un) 
Metal Piecemeal Armour 

Armour Type Full Suit Breastplate 
Banded Mail +6 +3 
Bronze Plate +6 a3} 
Chain Mail +5 +2 
Field Plate +8 +4 
Half Plate +7 +3 
Splint Mail +6 +3 


Note that almost none of the metal armours below 
are made on Athas any more - this information will 
generally only apply to items scavenged or looted. 

Although piecemeal armour is lighter than full suits 
of armour, it can still be quite heavy and cumbersome. 
Breastplates weigh one-half the weight of a complete suit 
of that armour type, and each arm or leg piece weighs 
one-eighth the weight of the original suit. No more than 
one piece of armour may be worn to protect a specific 
region of the body. Thus, it would be impossible for a 
character to wear two breastplates and claim a double 
bonus to his Armour Class. 

Characters wearing piecemeal metal armour are also 
subject to the exhausting effects of Athas’ hot climate. 
A character who has metal armour covering more than 
two limbs or is wearing a breastplate is subject to the 


full effects of the savage heat. 
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Adventuring Gear 


Beyond armour and weapons, there is a wide variety of 
gear a character can buy. Items listed in italics on the 
tables are made from metal, and thus more expensive. 
Some of the pieces of gear are described below, along 
with any special benefits they confer on the user. 

Backpack: A backpack can hold 50 lbs. of gear. 

Barrel: The small barrel listed carries 30 gallons. 

Basket: A small basket can hold IO lbs. of goods, 
while a large basket can hold up to 20 lbs. 

Belt Pouch: A small belt pouch can hold 5 lbs. of 
items, while a large pouch can hold up to 8 lbs. 

Caltrops: A caltrop is a four-pronged bone, bramble, 
or stone spike crafted so that one prong always faces 
up. You scatter caltrops on the ground in the hope 
that your enemies step on them or are at least forced to 
slow down to avoid them. One 2-pound bag of caltrops 
covers an area 5 feet square. 

Each time a creature moves into an area covered by 
caltrops (or spends a round fighting in such an area), 
it might step on one. The caltrops make an attack roll 
(melee +0) against the creature. For this attack, the 
creature’ shield and armour bonuses do not count. If 
the creature is wearing shoes or other footwear, it gets 
a +2 AC bonus. If the attack roll hits, the creature 
has stepped on a caltrop and takes I point of damage. 
Their speed is halved because their foot is wounded. 

This movement penalty lasts for 24 hours, until 
the creature is successfully treated with the healing 
proficiency, or receives at least I point of magical curing, 

A charging or running creature must stop if it steps 
ona caltrop. A creature moving, at half speed or slower 
can pick its way through caltrops with no trouble. 

Candle: A candle dimly illuminates a 5-foot radius 
and burns for IO minutes per inch 

Chain: Light chain has 20 hit points and heavy 
chain has 50 hit points. Both are AC 20. Chain can 
be broken with a bend bars/lift gates roll by a character 
with Strength 20. 

Chest: A small chest can hold 40 lbs. of items, while 
a large chest can hold up to 100 lbs. 

Crowbar: À crowbar is useful for prising open items 
and grants a +I bonus on all Strength checks made for 
such purposes. If used in combat, treat a crowbar as a 
one-handed improvised weapon that deals bludgeoning 
damage equal to that of a club. Athasian crowbars are 


made from agafari wood. 


Dust Goggles: This item consists of large glass lenses 
covering the eyes, held in place by cloth or leather, 
preventing dust from reaching the eyes. Wearing a pair 
of dust goggles reduces the initiative and attack penalties 
of the silt-borne Gray Death condition by one point. 

Filter Mask: A filter mask is a fine cloth mesh, 
usually of silk or cotton, that covers your mouth and 
nose. Cords or straps fasten the cloth around the back 
of your head. A filter mask grants a +I bonus on saves 
against inhaled poisons and gases. It prevents suffocation 
from the Gray Death and halves the associated attack 
and initiative roll penalties for a single day, so long as 
it is kept moist with a I/2 gallon of water. After this 
time, the mesh is clogged. A clogged filter mask requires 
thorough laundering before it can be reused, but most 
travellers simply replace it with fresh fabric. 

Fire Kit: Lighting a torch with a fire kit takes a full 
round. Lighting any other fire with one takes at least 
that long. Though flint is readily available, steel is 
scarce on Athas. The standard fire-starting kit therefore 
uses a bow and sticks rather than flint and steel. 

Grappling Hook: Throwing a grappling hook 
successfully requires a successful attack roll against AC 
IO, +I per IO feet of distance thrown. A grappling hook 
is usually crafted from heavy bone or agafari wood. 

Hammer: If a hammer is used in combat, treat it as a 
one-handed improvised weapon that deals bludgeoning 
damage equal to that of a talid. 

Holy Item: Holy items are small representations of 
the sacred elements - blessed bowls, sacred incense 
burners, ritual fans, revered soil, anointed oils, blessed 
wine, sacred teachings, and more. All holy items have 
similar effects on undead and other evil creatures, 
provided they are wielded by a follower of the elements. 

Because of their special nature, holy items cannot 
normally be purchased. Different sects tend to protect 
the symbols of their faith to prevent their misuse or 
corruption. Therefore such items must be obtained 
through the auspices of a local congregation. 

This is not difficult for sincere followers of that 
element, although requests for rare or unusual items 
must always be justified. Non-believers are given holy 
items only if there is a clear and present danger to the 
faith. 

Ink: This is black ink. You can buy ink in other 
colours, but it costs twice as much. 

Jug, Clay: This basic ceramic jug is fitted with a 
stopper and holds I gallon of liquid. 
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Item 


Backpack (empty) 

Barrel (30 gallons, empty) 
Barrel, small 

Basket (large) 

Basket (small) 

Bedroll 

Bell 

Belt pouch, large 

Belt pouch, small 
Blanket 

Block and tackle 

Bolt case 

Bottle, wine, glass 

Bucket (empty) 

Caltrops, bone 

Caltrops, obsidian 
Candle 

Canvas (square yard) 
Case, map or scroll 
Chain, heavy (per foot) 
Chain, light (per foot) 
Chalk, I piece 

Chest, large 

Chest, small 

Cloth, common (I0 square yards) 
Cloth, fine (10 square yards) 
Cloth, rich (IO square yards) 
Crampons 

Crowbar 

Dust goggles 

Filter mask 

Fire kit 

Firewood (per day) 
Fish-hook 

Fishing net, 25 square feet 
Flask (empty) 

Glass bottle 

Grappling hook 

Hammer 

Holy item 

Ink (I oz. vial) 

Ink pen 

Tron pot 

Jug, clay 

Ladder, 10-foot 

Lamp, common 

Lantern, paper 

Lantern, bullseye 


Lantern, hooded 
Lock, simple 


ep) 
I cp 
I cp 
I bd 
I bit 
4 cp 
3 bd 
10 cp 
I cp 
5 bit 
25 cp 
8 cp 
I bit 
50 cp 
3 bd 
5 bd 
I bit 
3 cp 
I2 cp 
7 cp 
20 cp 


2 lbs. 
9 lbs. 
20 lbs. 
I lb. 
2 lbs. 
3 ]bs. 
2 lbs. 
I lb. 


Item 
Lock, average 


Lock, good 

Lock, superior 
Magnifying glass 
Manacles 

Manacles, masterwork 
Map or scroll case 
Merchants scale 
Mirror, small metal 
Mirror, small obsidian 
Mug/tankard, clay 

Net 

Oil, Balican fire 

Oil, lamp 

Paper (sheet) 

Papyrus (per sheet 
Parasol 

Parchment (sheet) 
Perfume (per vial) 
Pitcher, clay 

Piton 

Pole, I0-foot 

Pouch, belt (empty) 
Quiver 

Ram, portable 

Rations, trail (per day) 
Rope, hempen (50 feet) 
Rope, silk (50 feet) 
Rope, giant’s hair (50 feet) 
Rope, cha’thrang/cave fisher (50 feet) 
Sack (empty) 

Sealing wax 

Sewing needle 

Signal whistle 

Signet ring 

Sledge 

Soap (per |b.) 

Spade or shovel 
Spyglass 

Tent, small 

Tent, large 

Tent, pavilion 

Thieves’ picks, bone 
Thieves’ picks, metal 
Torch 

Vial, ink or potion 
Water, tun (250 gallons, empty) 
Water clock 

Waterskin (I gallon, empty) 
Whetstone 


Cost 
100 cp 


2,000 cp 
I0,000 cp 
100 cp 
1,500 cp 
5,000 cp 
8 bits 
2 cp 
1,000 cp 
30 cp 
2 bd 
4 cp 
IO cp 
I cp 
4 bit 
I bit 
3 cp 
2 bit 
5 cp 
2 bd 
I bit 
2 bit 
I cp 
8 bits 
1,000 cp 
5 bit 
I cp 
IO cp 
I00 cp 
300 cp 
I bit 
I cp 
5 bit 
8 bit 
5 cp 
IO cp 
5 bit 
2 cp 
1,000 cp 
2 G 
DoEGD 
I00 cp 
30 cp 
5,000 cp 
I bd 
IO cp 
IO cp 
I,000 cp 
I cp 
2 bd 


IO lbs. 
I lb. 
8 lbs. 
I lb. 
IO lbs.* 
20 |bs.* 
50 Ibs.* 
I lb. 
I Ib. 
I lb. 
1/10 lb. 
250 lbs. 
200 lbs. 
4 lbs.* 
I lb. 


* These items weigh one-quarter this amount when made for Small characters. Containers for Small characters also carry one-quarter the normal amount. 
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Lamp, Common: A lamp clearly illuminates a I5- 


foot radius, provides shadowy illumination out to a 30- 
foot radius, and burns for 6 hours on a pint of oil. You 
can carry a lamp in one hand. 

Lantern, Beacon: A beacon lantern is a large affair 
and must be mounted on the prow of a silt skimmer, 
the bed of a wagon, or other large structure. It operates 
like the bullseye lantern but radiates light out to a 
distance of 240 feet. The beacon goes through oil 
quickly, burning a flask every two hours. 

Lantern, Bullseye: A bullseye lantern has only a 
single shutter, the other sides being highly polished to 
reflect the light in a single direction. It illuminates a 60- 
foot cone and burns for 6 hours on a pint of oil. You 
can carry a bullseye lantern in one hand. 

Lantern, Hooded: This is a standard lantern with 
shuttered or hinged sides. It is not directional; its light 
is cast equally in all directions and illuminates a 30-foot 
radius, burning for 6 hours on a pint of oil. You can 
carry a hooded lantern in one hand. 

Lock: The modifier to open a lock with the open 
locks skill depends on the lock's quality: simple (+20%), 
average (no modifier), good (-20%), or superior (-40%). 
Simple and average locks are of non-metal manufacture 
(elegant constructions of wood, bone, ceramic and 
giant-hair are all common). Locks of good or superior 
manufacture incorporate metal components and are 
correspondingly more expensive. 

Magnifying Glass: This simple lens is more an 
oddity than a useful tool. It does not greatly enhance 
viewing, especially since many are unevenly ground, 
creating distortion. It is useful as a substitute for a fire 
kit when starting fires. 

Manacles and Manacles, Masterwork: Manacles 
can bind a Small or Medium creature. ÀA manacled 
creature can use the escape bonds skill to slip free 
(-20% for masterwork manacles). Breaking the manacles 
requires a bend bars/lift gates check (-20% for 
masterwork manacles). Most manacles have locks; add 
the cost of the lock to the cost of the manacles. For a 
Large creature, manacles cost ten times the indicated 
amount, and for a Huge creature, one hundred times 
this amount. Creatures larger or smaller than this can 
be held only by specially made manacles. 

Merchants Scale: This is a small balance and 
pans along with an assortment of weights. Its main 
use is to weigh coins - a common method of settling 


a transaction. As coins can be undersized, shaved, or 
plated, the only protection is to check coins against a 
set of established weights. It is also needed when using 
foreign coins to make a purchase or exchange. 

Of course, merchants are no more noble than anyone 
else and may use sets of false weights - one set heavier 
than normal for selling an item (causing the customer 
to pay more) and another set lighter than usual for 
buying items (letting the merchant pay less). In well- 
regulated areas, officials verify the accuracy of weights 
and measures, but this is no protection. Characters may 
wish to have a set of merchant scales for their own 
protection. 

Oil: A pint of oil burns for 6 hours in a lantern. You 
can use a flask of oil as a splash weapon. It takes a full 
round to prepare a flask with a fuse. Once it is thrown, 
there is a 50% chance of the flask igniting successfully. 
You can pour a pint of oil on the ground to cover an 
area 5 feet square, provided that the surface is smooth. 
If lit, the oil burns for 2 rounds and deals 2d6 points of 
fire damage to each creature in the area the first round, 
and Id6 damage the next. 

Oil, Balican Fire: This is a compound of oil and 
chemicals that is sticky and difficult to extinguish. It is 
highly flammable (100% chance of igniting) and burns 
twice as long as normal oil - four rounds, dealing 2d6 
damage per round for the first two rounds, and Id6 
damage per round thereafter. 

Parasol: A parasol is a shade that offers protection 
from the sun. It can range from an animal hide draped 
over a crude framework to a collapsible construction of 
textile and agafari wood. The typical parasol described 
here is made of stretched canvas over wood or bone. A 
parasol offers immunity to sun glare and grants shade 
from sun and heat. 

Ram, Portable: This iron-shod wooden beam gives 
you a +I bonus on rolls to open doors. 

Rope, Hempen: This rope is AC I5 with 5 hit 
points and can be burst with a bend bars/lift gates roll. 

Rope, Silk: Silk rope is AC 16 with I0 hit points 
and can be burst with a bend bars/lift gates roll by a 
character with Strength I7. 

Rope, Giant Hair: Giant hair is very strong and 
frequently woven together to form a very strong cord. 
Giant hair rope is AC I7 with I5 hit points and can 
be burst with a bend bars/lift gates roll by a character 
with Strength 2I. 
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Rope, Cha’thrang/Cave Fisher: Incredibly strong 
and made from several cha'thrang or cave fisher tethers 
twisted into a sinewy length, this rope is AC I9 with 20 
hit points and can be burst with a bend bars/lift gates 
roll by a character with Strength 23. 

Sack: A small sack can hold I5 lbs. of items, while 
a large sack can hold up to 30 lbs. 

Spyglass: Like the magnifying glass, the spyglass is 
more of an oddity than a useful item. Objects viewed 
through it are a little closer, although not much. For 
better results, magical items are preferred. The spyglass 
gives from two to three times magnification. 

Thieves’ Picks: This is a small collection of tools 
useful to burglars. The kit includes one or more skeleton 
keys, long picks, a long-nosed clamp, a small bone hand 
saw, and a small wedge and hammer. These combined 
with some common tools (such as a crowbar) make up 
most of the special equipment a thief needs to perform 
his trade. Bone thieves’ picks impose a -10% penalty 
on open locks rolls. There is a 10% chance they will 
break when used. 

Torch: A torch burns for I/2 an hour, illuminating a 
I5-foot radius. If a torch is used in combat, treat it as a 
one-handed improvised weapon that deals bludgeoning 
damage equal to that of a club, plus I point of fire 
damage. 


quipment 


Vial: A vial holds I ounce of liquid. The stoppered 
container usually is no more than I inch wide and 3 
inches high. 

Water, Tun: In most Athasian cities, water is drawn 
from a collective cistern maintained by the sorcerer-king 
and his templars. It is not at all uncommon for the price 
of water to increase dramatically during particularly dry 
periods or when the templars are attempting to extort 
more money from consumers. 

Water Clock: This bulky item is good for giving the 
time accurate to a half-hour. Activated by a regulated 
flow of drops, the water clock is not something you 
carry in your pocket. For it to work at all, it must 
have a source of water and be left undisturbed. A very 
uncommon item, it is primarily an amusement for the 
wealthy and a tool for the student of arcane lore. The 
vast majority of society is not concerned with exact time, 
and most Athasians do not have the water to spare for 
running, one. 

Waterskin: The waterskin listed carries I gallon of 
liquid. 
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General Trade Goods 


Item 


Ale 
Amber 
Beer 
Bronze 
Butter 
Candy 
Ceramics 
Chalk 
Chitin 
Cider 
Cinnabar 
Cloth (per 10 sq yds) 
Common 
Fine 
Rich 
Coal 
Copper 
Cosmetics 
Cotton 
Crodlu 
Riding 
Heavy 
Heavy warmount 
Dyes/pigments 
Eggs (2 dozen) 
Eggs (100) 
Erdlu 
Feathers 
Rare 
Common 
Figs 
Fruit 
Furs 
Glass 
Gold 
Hardwood 
Herbs 
Herbs (1/8 Ib) 
Incense 
Inix 
Riding 
Warmount 
Ink, poor 
Ink, fine 
Iron 


Jade 


Cost 
2 bits/gallon 


500 cp/oz. 
5 bits/gallon 
500 cp/lb. 
2 bits/lb. 

I bit/lb. 

I cp/IO pieces 
I bit/lb. 
40 cp/lb. 

8 cp/tun 
IO cp/oz. 


7 cp 

50 cp 
I00 cp 
3 cp/lb. 
20 cp/lb. 
IO sp/oz. 
2 cp/lb. 


I00 cp 
200 cp 
400 cp 
IO cp/oz. 
2 bits 
8 bits 
IO cp 


50 cp ea. 
3 cp/I00 
I bit/lb. 
2 bits/lb. 
3 sp ea. 
IO cp/lb. 
5,000 cp/lb. 
100 cp/lb. 
3 bits/lb. 
I bit 
20 sp/oz. 


I00 cp 
250 cp 
5 bits/oz. 
8 cp/oz. 
100 cp/lb. 
10 cp/lb. 


*Cost varies greatly. DM makes decisions for final price. 


Item 


Kank 
Herding 
Riding 
Warmount 
Kank nectar 
Leather (I square yard) 
Marble 
Medicines 
Mekillot 
Mirrors 
Nuts 
Obsidian 
Oil 
Flammable 
Lamp 
Cooking 
Paintings 
Paper 
Perfume 
Raisins 
Resins 
Rice 
Rope 
Cha’thrang (50 feet) 
Giant hair (50 feet) 
Hemp (50 feet) 
Silk (50 feet) 
Rugs 
Salt 
Silk, raw 
Silver 
Slaves 
Songbirds 
Spell books 
Spell components 
Spice 
Exotic 
Rare 
Uncommon 
Statues 
Sugar 
Tools 
Vegetables 
Water 
Wax 
Wine 
Wheat 
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Cost 


50 cp 
I20 cp 
250 cp 
IO cp/lb. 
5 cp 
20 cp/lb. 
50 cp/oz. 
200 cp 
IO cp ea. 
3 cp/lb. 
5 cp/lb. 


20 cp/gallon 
I bit/gallon 
8 bits/gallon 
100 cp ea. 
200 cp/100 ct 
5 cp/oz. 
2 bits/lb. 
80 cp/oz. 
I bit/lb. 


300 cp 
I00 cp 
I cp 
IO cp 
100 cp ea. 
2 bits/lb. 
40 cp/oz. 
500 cp/lb. 


* 


I cp/ea. 
* 


* 


I5 cp/lb. 
2 cp/lb. 
I cp/lb. 
100 cp ea. 
4 bits/lb. 
I cp ea. 
2 bits/lb. 
IO cp/tun 
7 bits/lb. 
20 cp/tun 
I cp/lb. 


Food and Lodging 


Item Cost 
Ale (I gallon) 2 bits 
Banquet (per person) IO cp 
Beer (I gallon) I bit 
Bread 5 bd 
Cheese 4 bits 
City room (per month) 
Poor 6 bits 
Common 20 cp 
Good 50 cp 
Fresh vegetables 5 bits 
Honey 5 bits 
Inn lodgings (per day/week) 
Poor 5 bd/2 bits 
Common 2 bits/3 cp 
Good 2 cp/I2 cp 
Meals per day 2 cp 
Poor I bit 
Common 3 bits 
Good 5 bits 
Meat for one meal I bit 
Separate latrine for rooms (per month) 2 cp 
Soup 5 bits 
Wine (pitcher) 2 bits 


City Room: Lodging can be had in most places in 
the Tablelands if one has the coin. Poor rooms are 
litle more than bare stone or mud-brick, often without 
a lock (or sometimes even a door). Common rooms 
will have basic furnishings, perhaps a simple lock, and 
be in relatively good repair. Good rooms are high- 
quality lodgings with secure doors, locks, and often an 
arrangement with the watch to keep an eye on matters. 

Inn: Poor accommodations at an inn amount to a place 
on the floor near the hearth. Common accommodations 
consist of a place on a raised, heated floor, the use of 
a blanket and a pillow. Good accommodations consist 
of a small, private room with one bed, some amenities, 
and a covered chamber pot in the corner. 

Meals: Poor meals are little more than a meat skewer 
or stew and simple greens, possibly with a pitcher of well 
water. Common meals include better meats, a broader 
variety of vegetables, and come with water or possibly 
a simple wine or ale. Good meals run the gamut of 
high-class banquets, with all manner of food and drink 
on offer. 


Clothing 


Item Cost 
Belt 3 bits 
Boots, riding 3 cp 
Doots, soft I cp 
Breeches 2) 9 
Brooch, plain IO cp 
Cap/hat I bit 
Cloak, common 8 bits 
Cloak, fine 50 cp 
Girdle 3 cp 
Gloves I cp 
Gown, common I2 bits 
Gown, fine 30 cp 
Hose 2 cp 
Jacket, silk 80 cp 
Knife sheath 3 bd 
Pants 8 bits 
Pin 6 cp 
Robe, common 9 bits 
Robe, embroidered 20 cp 
Sandals 5 bd 
Sarami 5 bits 
Sash 2 bits 
Shoes I cp 
Surcoat 6 bits 
Sword scabbard or baldric 4 cp 
Tabard 6 bits 
Toga, coarse 8 bd 
Tunic 8 bits 
Waistcoat 6 bits 


In the Athasian heat, the less worn the better. Modesty 
is not an issue, but some form of clothing is always worn 
in public. Most residents wear a loose-fitting cotton 
garment, sometimes gathered by a belt at the waist. 
Others wear loincloths and vests. Experienced travellers 
know of the importance to shield one’s skin from the 
blistering sun. Light gauze or silks are ofttimes draped 
over heads and across one’s arms. Turbans or other light 
headgear are worn. Nobles tend to remain inside during 
the day, their finery only seen at dusk. 

Styles vary across the Tablelands, from the tunics 
of Tyr and the robes favoured in Urik to the togas 
common in Balic and the saramis of Nibenay. All 
follow the general approach, however, of keeping the 
wearer cool whenever possible. 
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General Services 


Item Cost 
Bath (clean water) 40 cp 
Bath (used water) 4 bits 
Laundry (by load) 2 bits 
Passage on vehicle I bit per mile 
Road or gate toll I bd 


Passage on Vehicle: Some traders will sell passage 
aboard their argosies. Most vessels that sail on the Sea 
of Silt do not specialise in passengers, but many have 
the capability to take a few along when transporting 
cargo. 

Double the given cost for creatures larger than 
Medium or creatures that are otherwise difficult to bring 
aboard a vessel or vehicle. Such passage includes food 
and accommodation for the journey. 

Road or Gate Toll: A toll is sometimes charged to 
cross a well-trodden and guarded road to pay for patrols 
and upkeep. Occasionally, a city-state charges a toll to 
enter or exit (or sometimes just to enter). 


Hirelings 
Standard Hirelings 


Hireling Daily Weekly Monthly 
Bearer/porter I bit 5 bits I cp 
Carpenter I bit I cp 5 cp 
Clerk 2 bits 2 cp 8 cp 
Draqoman varies varies varies 
Groom 2 bd 2 bits I cp 
Huntsman I bit 2EGD IO cp 
Labourer I bd I bit I cp 
Leather worker 2 bits 2 cp 6 cp 
Limner I cp 5 cp IO cp 
Mason I bit I cp 4 cp 
Messenger (between cities) 2 bd/mile a a 
Messenger (within city) I bit ges 4 cp 
Messenger (telepathic) 3 bits 3 cp I2 cp 
Minstrel 3 cp 30 cp I20 cp 
Mourner (per funeral) 2 bits = = 
Pack handler 2 bits icp 3 CP 
Tailor 2 bits 2) (eo 6 cp 
Teamster I bd I bit I cp 
Torchbearer I bit I cp 4 cp 
Valet/lackey 3 bits 3 cp 6 cp 


Standard hirelings are craftsmen, labourers, and those 


skilled at a variety of trained and untrained professions. 
Bearer/Porter: These individuals are labourers who 
will carry whatever is directed. Each is able to carry 
up to 50 pounds individually, or double that with a 
carrying pole, litter, or the like. 
This 
woodworking jobs. A carpenter might be hired to secure 
a portal, fashion a chest, etc. 


Clerk: This individual letters, fills 


documents, and provides other similar services. Clerks 


Carpenter: occupation assumes most 


writes out 
generally only work for nobles, templars, and merchants. 

Draqoman: À draqoman is a highly skilled guide, 
fixer, and information broker. À draqoman's fee ranges 
from five ceramics to a silver a day, depending upon the 
importance of their contacts, expertise, and availability. 

Groom: À groom tends to mounts and other livestock, 
usually working in a stable but able to perform their 
function in any location. 


This individual their 
employer on a hunt, helping flush out game and bring 


Huntsman: accompanies 
down quarry. They are also skilled in dressing any kills. 

Labourer: À labourer works in a variety of general 
capacities, helping to build, carry, transport, load, or 
whatever is required by their employer. 

Leather Worker: This occupation is principally 
concerned with the fabrication of leather goods such as 
back packs, belts, straps, tack, etc. 

Limner: These individuals do all sign painting, 
drawing of heraldic devices, etc. 

Mason: Any stonework must be done by a mason, 
and this occupation subsumes plasterers as well. 

Messenger: This entry includes mounted messengers 
and runners. Those willing to carry a message to a 
place they were going anyway may ask for only half the 
indicated amount. It includes those who work within a 
single city, those who are willing to carry messages over 
longer distances, and those who use the Way. 

Minstrel: Troubadours and these 
individuals hire out their musical abilities to patrons. 
The skills bards 
commensurately higher prices. 

Mourner: These individuals attend funerals and 
memorial services and will learn whatever prayers to the 


entertainers, 


less-savoury of true command 


elements and other recitations that are needed. 
Pack Handler: These individuals are trained at 
loading, handling, and unloading beasts of burden such 


as kanks, inixes, mekillots, etc. 
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Tailor: This occupation makes and repairs clothing, 
bags, shield covers, etc. It also subsumes the noble 
Athasian profession of the hatter. 

Teamster: Teamsters are basically drivers of carts and 
wagons. They will also load and unload their vehicles. 
They are expert animal handlers with respect to their 
particular speciality of draft animal only, ie, kanks, 
inixes, crodlu, or whatever. 

Torchbearer: Also known as a linkboy, torch and 
lantern bearers are often youngsters, but mature men 
also will so serve. 

Valet/Lackey: This occupation subsumes the various 
forms of body servants and messengers. 


Expert Hirelings 


Hireling Monthly Wage 
Alchemist 300 cp 
Ambassador or official 5-10 cp 
Architect 100 cp 
Bard special 
Blacksmith 30 cp 
Healer 320 cp 
Jeweller 100 cp 
Sage special 
Scribe 15 cp 
Ship crew special 
Ship master 100 cp/lvl.+ 
Spy special 
Steward/castellan 200 cp/lvl. 
Weaponsmith 100 cp 


Expert hirelings include those who carry out highly 
specialised (and expensive) professions. These specialists 
never contract themselves out in the short term - costs 
for expert hirelings are expressed in monthly expenses. 

Alchemist: This profession handles the compounding 
of alchemical substances. An alchemist can craft 
alchemical items and some may also have the ability to 
brew herbal items and potions. Alchemists often require 
an offer of IO to I00 ceramic pieces bonus money, plus 
a well-stocked laboratory, in addition to the assurance 
of not less than a full year of employment, to attract 
one to service. 

Ambassador or Official: This individual is learned 
in etiquette, history, and local lore, allowing them to act 
with authority and credibility among the movers and 
shakers of a given area. 


Armourer: This occupation cares for and manufactures 
armour and shields. One armourer is always required 
for every 40 soldiers, or fraction thereof, in the employ 
of the character, and only spare time can be spent on 
the manufacture of items. Armourers require forges and 
a workspace as detailed under the craft (armourer) non- 
weapon proficiency. 

Architect: This profession deals with all construction 
and fortification. In order to build any structure more 
complex than a simple hut or barn, it is necessary to 
hire one. An architect is paid for whole months of 
employment, even if the work is completed in less than 
a whole month. They also collect an additional fee equal 
to 10% of the total expenditure on the construction. 
The building site must be selected or approved by an 
architect, or else there is a 75% chance the structure 
will collapse in I to 100 months. 

Bard: These individuals offer themselves for hire to 
those who know where to look. The specifics of any 
contract are always determined on a case-by-case basis. 

Blacksmith: A blacksmith and assistants can care 
for the needs of up to 40 men or mounts. Another 
is required for each additional 160 men or mounts or 
fraction thereof. A smith requires a forge, as detailed 
under the craft (blacksmithing) non-weapon proficiency. 

Healer: A healer is skilled with the healing and 
herbalism proficiencies. They can provide healing 
services and craft herbal items. 

Jeweller: This profession allows rapid and accurate 
appraisal of any precious metal, gem material, or piece 
of jewellery. In addition, the jeweller-gemcutter can 
set stones or fashion jewellery from gem material and 
precious metals. A simple ring will take a week, a 
bracelet with sculpting two weeks (with stones set, three); 
while a crown might require a full year of work. 

Likewise, as a gemcutter, the individual might well 
increase the value of a rough or poorly cut stone (those 
under 5,000 ceramic piece base value), or the stone 
might be ruined in the process. Note that jeweller- 
gemcutters cannot be held responsible for damage. Your 
DM has details on improving the value of gems. 

Sage: Sages are experts in a single field of academic 
study. They are most useful to player characters in 
specific riddles, 
deciphering ancient lore. They are normally hired on a 


answering questions, solving or 


one-shot basis, to answer a single question or provide 
guidance for a specific problem. 
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The resources required by a sage can be formidable. 
Well-connected sages may have access to libraries, 
sometimes belonging to templarates, the size and quality 
of which affect his chance of learning a correct answer. 
Access to such a library may require bribes or other 
payments in the range of I,000 cp a day. 

Scribe: A scribe is principally a secretary or copyist. 
A scribe will be able to record normal things, but never 
anything of magical nature. Specialists such as scribes 
able to make maps (or copy them) - cartographers - are 
scarce and command ten times the costs of a normal 
scribe. Others are able to use codes or ciphers and 
may read and write a language other than the common 
tongue. These scribes are likewise rare and ten times as 
costly as the normal sort. Employing a scribe is generally 
illegal for any other than nobles or templars. 

Ship Crew: Sailors cost the same as heavy footmen 
soldiers (25 bits per month) and fight as light footmen. 
They never wear armour but will use almost any sort of 
weapon furnished. Oarsmen are primarily sailor-soldiers 
and cost 3 cp per month, wear any sort of armour 
furnished, and use shields and all sorts of weapons. 
Mates are sailor sergeants who have special duties 
aboard the vessel. They conform to specifications of 
sergeants and cost 30 cp per month. 

Ship Master: This profession covers a broad category 
of individuals able to operate a vessel such as a silt 
skimmer. Each master or captain will have at least one 
lieutenant and several mates. These sailors correspond 
to mercenary soldier lieutenants and sergeants in all 
respects. For every 20 crewmen (sailors or oarsmen) there 
must be I lieutenant and 2 mates. Sailing any vessel 
will be progressively more hazardous without master or 
captain, lieutenants, and mates. 

Cost for masters, captains and lieutenants is 100 
cp per month per level of experience. They also are 
usually entitled to a share of any prize or treasure taken 
in their presence. The master captain gets 25%, each 
lieutenant gets 5%, each mate 1%, and the crewmen 
share between them 5%. The remainder goes to the 
adventurers, of course. 

Spy: Spying is a profession which is typically reserved 
for bards. Other types of characters can be paid to 
spy but they often lack a bard’s skill with the activity. 
The player character must locate a likely prospect and 
then employ them in some capacity which is in accord 
with the prospective spy's station and occupation or 
profession. 


The cost of employing a spy can range from as little as 
100 cp to as great as 100 gp or more depending on the 
situation. If the area where the spy must go is distant, 
the person or persons to be spied upon dangerous, or 
the prospective spy of high station, the likelihood of 
acceptance is low unless the pay is exceptional - in 
money and possibly magic or land or position or some 
other valuable consideration. Payment must always be 
made by instalment, part on taking the assignment, the 
balance on completion of the assignment. 


Steward/Castellan: These 
to the overseeing of a stronghold, particlularly if the 


occupations pertain 
owner is not a fighter or someone with the appropriate 
knowledge or training. A steward runs the stronghold or 
dominion while a castellan oversees military matters like 
a mercenary soldier captain, but cost of employment is 
double (200 cp/level). A castellan’s command ability is 
100 troops per level. Generally, a trusted captain will be 
appointed castellan. Once so appointed, the castellan 
will feel affront if asked to take the field as if they were 
nothing more than a common mercenary captain! 

A stronghold with a steward will always be sufficiently 
garrisoned, have ample food, water reserves, oil, siege 
equipment and engines, missiles, etc., and will be kept 
in good repair. Of Course, the player character must 
initially establish the stronghold and its attendant needs 
for men and supplies of all sorts. Once this has been 
accomplished, bought, and stocked, the castellan or 
steward will see that levels are maintained according to 
the dictates of his or her master. 

The costs of such work come from standard support 
costs of the stronghold, but a steward or castellan will 
see that such funds are actually spent on what they were 
meant for. Loyalty of such a character must be kept 
high or else disaster might result the first time an enemy 
approaches the place when the player character is away. 

Weaponsmith: A weaponsmith is a sort of smith- 
armourer specialising in the manufacture of high-quality 
arms As with other hirelings of this sort, the weaponsmith 
must have a forge and a workroom, as described under 
the craft (weaponsmith) non-weapon proficiency. He or 
she will have various apprentices which are subsumed 
in the monthly cost. A weaponsmith is necessary to 
support troops, I being required to support each 80 
men or fraction thereof. If the weaponsmith has free 
time, they can turn out weapons at the usual rate as 
noted under the proficiency description. 
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Military Hirelings 


Hireling Daily Weekly Monthly 
Archer I bit 6 bits 3 cp 
Archer, mounted I bit 8 bits 4 cp 
Artillerist I bit 8 bits 4 cp 
Captain = SS 100 cp/lyl. 
Cavalry, light I bit 8 bits 4 cp 
Cavalry, medium 2 bits 12 bits 6 cp 
Cavalry, heavy 3 bits 2 cp 10 cp 
Crossbowyer, light I bit 4 bits 2 cp 
Crossbowyer, heavy I bit 6 bits 3 cp 
Crossbowyer, mounted I bit 8 bits 4 cp 
Engineer 5 cp 30 cp 150 cp 
Footman, irregular E I bit 5 bits 
Footman, light = 2 bits I cp 
Footman, militia a I bit 5 bits 
Footman, heavy = 5 bits 25 bits 
Lieutenant E = 100 cp/hl. 
Marine I bit 6 bits 3 cp 
Sapper zi 2 bits I cp 
Sergeant m d I00 cp 
Shield bearer = I bit 5 bits 


Archer: This is a footsoldier, typically armed with a 
short bow or long bow, wearing leather armour. These 
troops will not fight as infantry when not using their 
bows, unless desperate, in which case they will fight as 
light footmen. 

Archer, Mounted: These are normally light cavalry, 
mounted on crodlu. They carry short bows, a melee 
weapon, and leather armour, although scale or hide is 
sometimes worn. Mounted archers prefer to flee when 
engaged directly by the enemy. 

Artillerist: These troops work and service heavy 
catapults and siege equipment and don’t normally enter 
into combat. They will normally be found with the siege 
machinery they are attached to. 

Captain: À captain is a capable leader, a fighter of 
6th to 8th level, and can command 100 troops per level, 
exclusive of lieutenants, sergeants and auxiliary types. 

Cavalry, Light: These are skirmishers whose role in 
combat is to ride in quickly, usually on crodlu, make a 
sudden attack, and get away before they can attacked 
in force. They are used as scouts and foragers, and to 
screen advances and retreats. They carry a wide variety 
of weapons, sometimes including a missile weapon. 
Their armour is nonexistent or very light. 


Cavalry, Medium: This trooper forms the backbone 
of most mounted forces. They normally ride unarmoured 


crodlu or kanks and wear scale, hide, or shell armour. 
Typical arms include lance, long sword, mace, and 
shield. 

Cavalry, Heavy: Mounted on heavy war crodlu or 
even atop an inix, the heavy cavalryman is typically 
armed with heavy lance, long sword, and mace. They 
wear chitin armour, with similarly heavy barding for 
their mount. 

Crossbowyer, Light: Light crossbowyers normally carry 
a light crossbow, short sword, and dagger or other small 
hand-to-hand weapon. Usually they do not wear armour 
and almost never carry a shield. Light crossbowyers fight 
hand-to-hand only to save themselves and will fall back 
or flee from attackers. 

Crossbowyer, Heavy: Heavy crossbowmen are 
normally assigned to garrison and siege duties. Each 
normally has a heavy crossbow, short sword, and dagger, 
and wears hide armour. The services of a shield bearer 
is often supplied to each man, maximising their offensive 
and defensive potential. 

Crossbowyer, Mounted: When possible, crossbowmen 
are given mounts, for extra mobility. All use light 
crossbows, since heavier ones cannot be cocked while 
riding. The mount (usually a fast riding crodlu or kank) 
is unbarded, and the rider normally wears little or no 
armour. 

Engineer: This profession is highly specialised, and 
those skilled in it are not common soldiers. Engineers 
supervise siege operations, both inside and outside. 
They are responsible for mining castle walls, bypassing 
moats, repairing damage, constructing siege engines, and 
building bridges. Since their skills are specialised and 
rare, engineers command a high wage. Furthermore, 
engineers expect rewards for successfully storming castles 
and towns or for repelling such attacks. 

Footmen, lrregular: These are typically individuals 
with litle or no armour and virtually no discipline. 
They normally join an army for loot or to protect their 
homeland. Their weapons vary widely, although most 
favour some traditional item. 

Footman, Light: The bulk of infantry tend to be light 
footmen. Such units are cheap raise and train. Most 
come from the lower classes. They are distinguished 
from irregular infantry by a greater degree of discipline. 
Arms and armour are often the same as irregulars. 
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Footman, Militia: These are freemen and slaves 
called up to serve. They normally fall somewhere 
between irregulars and light infantry in equipment and 
quality. However, in areas with a long-standing tradition 
of military service, militiamen can be quite formidable. 

Footman, Heavy: Depending on the army, heavy 
infantry either forms its backbone or is nonexistent. 
Heavy footmen normally have hide or better armour, a 
large shield, and any weapons that are required. 

Lieutenant: A lieutenant is an assistant to a captain, 
or a leader in his or her own right. Fighter level is 
3rd to 5th and the lieutenant can command twenty 
troops per level, exclusive of sergeants and auxiliary 
troops. A lieutenant serving under a captain extends the 
number of troops the captain can effectively command 
and control. 

Marines: These are heavy footmen who serve aboard 
large silt skimmers. They are otherwise armed and 
armoured like heavy footmen. 

Sapper: These men, also known as miners or pioneers, 
provide the labour for field work and siege operations. 
They are generally under the command of a master 
engineer. Normally they retreat before combat, but if 


pressed in a situation of dire need, will fight as light 
footmen. They wear no armour and carry tools (picks, 
axes, and the like) that can easily double as weapons. 
They are usually found with siege trains, baggage trains, 
and fortifications. 

Sergeant: A sergeant is the leader of a small body 
of troops, a non-commissioned officer equivalent. All 
sergeants are Ist or 2nd-level fighters but incapable of 
progressing further. À sergeant can command up to IO 
soldiers as an independent unit or assure orders from 
lieutenants or a captain are carried out. There must be 
I sergeant minimum for every IO regular soldiers. While 
sergeants are a necessity for commanding large numbers 
of troops, they do not count against the maximum 
allowed number of troops for captains and lieutenants. 

Shield Bearer: This is a light footman whose job is 
to carry and set up shields and mantlets for archers and 
crossbowmen. From behind this cover, the bowman can 
reload in relative safety. If the position is attacked, the 
shield bearer is expected to fight as an infantryman. For 
this reason, shield bearers have the same equipment as 
light footmen. 


Animals and Livestock 


Aprig: The aprig is a domesticated farm animal 
raised for its succulent meat, known for its nutty flavour. 
Its hard shell is used in the construction of household 
implements and armour. Aprig sows also produce milk, 
but it is of questionable quality. A dead aprig is worth 
half the value of a live one due to the raw materials that 
can be extracted from its corpse. 

Boneclaw: This timid omnivore has a poisonous bite 
that makes it a valuable and economical alternative to 
larger, more fearsome guardians. It is also domesticated 
as a vermin hunter and occasional pet. Boneclaw flesh 
is edible and water can be harvested from a sac beneath 
its back armour. The water is contaminated with the 
same poison present in the boneclaw’s bite and must be 
purified or neutralised before it can be safely ingested. 

Bloodgrass: Bloodgrass is a blood-drinking plant that 
attacks its prey with wiry tendrils that twine around 
and paralyse the target, allowing the bloodgrass to drain 
the fluid it needs in order to feed itself. Although it 
is considered a dangerous weed by most, bloodgrass is 
used (by those who can afford its exorbitant price) as a 
watchdog, as it is alert, aggressive, and feeds itself. 

Cactus, Rock: The rock cactus is a spherical plant 
that survives by attaching itself to other living creatures 
and draining the moisture from them through its spines. 
The rock cactus is edible if peeled, having a taste and 
texture similar to apples, and a single plant will yield 
up to a pound of flesh and 4 pints of fluid. 

Carru: A strain of humped cattle with a bony skull 
and drab hide. With many products and resources 
being derived from it, the carru is a staple of Athasian 
life. The carru’s hump is used for water storage and 
holds Id6--2 pints of water at any given time (and can 
be used to make a waterskin of similar capacity). 

Critic Lizard: A small, multi-coloured lizard, the 
critic is innately psionic and attunes itself to its feeder. 
Critics are prized for their ability to detect hostile intent 
and poisons. As a result they are considered good luck 
charms in most households. Critics prefer to run free 
and become agitated if chained. 

Crodlu: A crodlu is a large reptilian animal used for 
transportation or as a beast of burden. It resembles an 
enormous scaled ostrich, its limbs tipped with wicked 
claws. Heavy crodlu are bred for carrying Medium 
humanoids or pulling larger passengers and cargo, 
Warmount crodlu are powerful beasts raised for combat. 


Regular crodlu can carry 90 pounds without slowing 


from their base movement rate of 24, and can carry no 
more than 360 pounds at MV 6. Heavy and warmount 
crodlu can carry 240 pounds without slowing from their 
base MV 18, and up to 600 pounds moving at MV 6. 

Dagorran: Dagorrans are large, frog-like monsters with 
gold-coloured hide and a cluster of crystals on their 
back. Because of their innate ability to track the psionic 
signatures of most intelligent and psionic creatures, 
dagorrans are often trained to capture runaway slaves. 
They possess other psionic powers that allow them to 
attack and control the bodies of their prey. 

Erdland: Large, flightless birds used as mounts or to 
pull caravans, erdland weigh 2 tons and are I5 feet tall. 
An erdland is appropriate as a mount for a Medium 
humanoid and can be ridden into battle. An erdland 
can carry 240 pounds without slowing from their base 
MV I2, and up to 600 pounds moving at MV 6. 
Erdland burdened beyond this amount refuse to move. 

Erdlu: Erdlus are smaller relatives of erdland, used 
as herd beasts by many cultures on Athas. They stand 
7 feet tall and weigh around 200 lbs. An erdlu can 
serve as a mount for a Medium humanoid, but is hard 
to control in battle. Erdlus are skittish, but their scales, 
claws and meat make them valued. 
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Their omnivorous diet allows them to graze nearly 
anywhere, and their hardy nature keeps them alive in 
harsh terrain. The price of a single erdlu can be as 
much as double that listed or as little as half, depending 
upon availability. Erdlu eggs are also edible; one egg 
can fetch 3 bits. 

Fire Lizard Hatchling: Fire lizards are subterranean 
reptiles that emerge from their lairs every two weeks to 
hunt. They are gray-coloured with mottled red, brown, 
and black sides with the ability to breathe fire. For this 
reason, they are much sought after as guards, with a 
brisk trade in their eggs and hatchlings, which can be 
trained from birth. 

Gorak: Goraks are lizards with colourful dorsal fins 
that are domesticated as herd animals and sources of 
food. When excited or threatened, goraks emit a loud 
hissing noise as a warning and extend their fins in an 
attempt to appear larger and more threatening. When 
extended, the patterns on the dorsal fin can induce a 
trance in the gorak’s target. 

Hurrum Beetle: These brightly coloured beetles are 
prized for their pleasant humming sounds. Although 
flightless, hurrums can change their shell colour along 
with the harmony they produce from their wing beats. 
Remaining an hour or more in direct sunlight will kill a 
hurrum, as it attempts to cool itself by beating its wings, 
creating a sound that becomes higher pitched until it 
dies from its exertions. 


Inix: The inix is a large, 16-foot-long reptile commonly 
used for riding and as a beast of burden. Each can carry 


up to L,000 pounds without slowing, When carrying 
between 1,000 and 1,500 pounds, the inix has MV I2, 
and between 1,500 and 2,000 pounds, it has MV 9. 
Inix will not move if burdened with more than 2,000 
pounds. 

Though herbivorous by nature, inix are vicious 
combatants, attacking with both tail and bite. Inix 
trained for riding are also trained not to fight while 
mounted, for no rider could manage to keep his seat 
while an inix thrashed its mighty tail. 

Inix are commonly used in the armies of the sorcerer- 
monarchs and as mounts and escorts for the caravans 
of the great merchant houses and dune traders. An 
inix can be trained to carry a howdah or bear a Large 
rider with a specially constructed saddle. Half-giants 
use them as individual mounts; they are one of the few 
beasts able to carry a half-giant comfortably. Inix can’t 
generally pull wagons because of their lengthy tails. 

Each inix needs 150 pounds of food and eight gallons 
of water per day. If allowed to graze every day in scrub 
plain, forest, or verdant belt terrain, an inix will forage 
enough food for itself. Every day that an inix doesn’t 
receive its fill of water or food, it must save vs. death or 
go berserk. The animal’s basic saving throw is II, but 
there is a cumulative -2 penalty on the save imposed 


with each passing day. 
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The berserk inixs aim is not to eat its masters, but to 
escape to forage elsewhere. However, it will attack those 
who try to stop it — once berserk, an inix must be either 
set free, magically or psionically charmed, or killed. 
The chance for an inix to go berserk is in addition to 
dehydration. 

An inix can be pushed to double or triple its normal 
movement, like any other mount. 

Jankx: Jankx are small, furred mammals that live in 
burrows in the desert. The common people of Athas 
think these prized creatures are too dangerous to remove 
from their lands, but those that are killed make good furs 
and are a good source of food. Jankx are not combative, 
but they do have a poison that has a withering effect 
upon flesh and is capable of crippling a grown man in 
moments. Jankx have bone spurs with attached poison 
sacs on the underside of each limb near the paw. 

Kank: Kanks are large, docile insects used as herd 
animals and beasts of burden. They are effective mounts 
for a single Medium character. Kanks are 4 feet high 
and 8 feet long, weighing 400 pounds, durable and 
easily tended. Kanks are not raised for their meat, which 
becomes foul-smelling as soon as they die. Instead, they 
are raised for honey globules produced on their bellies 
- each globule is worth 4 bits - and for chitin. 
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A kank can carry up to 400 pounds without slowing 
below MV I5. Kanks burdened beyond this amount 
refuse to move. Kanks used as mounts require harnesses 
and saddles. Kanks can be hitched to wagons individually 
or in teams. A character needs the animal handling 
proficiency to effectively operate a team of kanks. 

A kank can find food in any terrain other than 
salt flats if allowed to graze for a few hours each 
day. Otherwise, it must have five pounds of plants or 
vegetables per day. Each kank needs two gallons of 
water per day to avoid dehydration. 

All kank mounts are of the food-producer variety, 
creating large globules of green honey on the abdomen 
every other day; it can be eaten by all the player character 
races and counts as one gallon of water. Characters on 
a strict diet of kank honey can survive on it alone for 
a period of days equal to their Constitution score; after 
that, the characters diet must be supplemented with 
other foodstuffs or he will become ill. A kank that is 
dehydrated or underfed does not produce honey. 

A kank pushed to double or triple its normal 
movement rate receives a +I bonus to its saving throw 
to avoid exhaustion. 

Kenku Hatchling: Kenku are bipedal, humanoid 
birds that use their powers to annoy and inconvenience 
the other races of Athas. Domestically raised kenku 
are prized as servants and slaves, leading to a trade in 
their eggs and hatchlings. If a kenku discovers captive 
kenku, it will attempt to rescue the captive and kidnap 
the slave trader or owner. They will avenge slain kenku. 

Kip: The kip is a shy, six-legged, armoured reptile. 
Their supple, armourlike covering makes durable 
leather goods. Kip are non-combative and will flee if 
threatened. If cornered or alarmed, a kip will release 
a blast of delirium-inducing pheromones and seek to 
escape. A kip only attacks if panicked or if it has no 
other option. 

Mekillot: A mekillot is an enormous six-ton lizard 
used as a beast of burden or to transport troops. Each 
one can carry 8,000 pounds or pull up to 40,000 
pounds behind it at MV 6. A mekillot can be fitted 
with a pack or war howdah, carrying several men into 
combat. These beasts are hard to control and usually 
require a psionic handler in addition to a tremendous 
amount of food and water. Mekillots instinctively drop 
on their bellies should something move beneath them, 
Wise Athasians know never to come between a mekillot 


and the ground. 
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A mekillot needs 300 pounds of food and I6 gallons 
of water per day. When in use as a pack animal, a 
mekillot may decide to stop working or to move in a 
random direction. Each day, roll Id20. On a roll of 
one, the mekillot stops where it is and won't move 
further that day. On a roll of two, the mekillot takes a 
new direction not given to it. Exactly when the mekillot 
becomes stubborn is determined randomly (roll IdIO 
for the ten-hour march day). A stubborn mekillot can 
sometimes be controlled through magic or psionics. Any 
physical effort to change a mekillots mind (a beating, 
attempting to lure it with food, etc.) enrages it and 
causes it to attack. A mekillot cannot be pushed to 
double or triple its normal movement. 

Mulworm Cocoon: The mulworm is notable because 
it secretes a powerful and versatile poison that can be 
applied in a number of different ways. The poison is 
difficult to harvest because it becomes inert soon after 
being taken from the mulworm’s body. This has led to 
a modest trade in the creature's cocoons. 

Ock’n: Ockn are small, spiral-shelled snails that leave 
a slime trail composed of an amberlike liquid that 
has many household uses, including coating weapons, 
waterproofing materials, and sealing perishables. 

Pernicon: The pernicon is a brightly coloured insect 
that resembles a grasshopper. Its colouring is an odd 
mixture of red, yellow, ochre, and blue. This species 
of insect dwells in the outer regions of deserts, and is 
much in demand by desert nomads and other sentient 
indigenous life for its powers of water divination. 

Pseudodragon Hatchling: Virtually a legend, 
pseudodragons are a species of small flying lizard that 
inhabits the forests and jungles of Athas. These playful, 
benign creatures have magical powers that they can share 
with others, so they are often sought as companions. 

Renk: The renk is a small, white slug often taken 
on long trips. Renk store moisture in an extra stomach 
that ruptures when they are eaten raw. An average renk 
holds 1/2 cup of water (32 renks provide one gallon). 
Exposure to direct sunlight for more than Id4 turns 
causes the renk to shrivel and die. 

Rhaumbusun: The rhaumbusun is a small, reptilian 
creature that is distantly related to the basilisk. It is 
a timid herbivore with a dangerous paralysing gaze. 
Rhaumbusuns may be kept as pets or guards. If mated 
rhaumbusuns are separated by captivity or death, they 
physically deteriorate as they mourn. 
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Sand Cat Kitten: The sand cat is a small desert 
feline that preys on many of the small mammals of the 
desert. Slightly larger than a regular house cat, it is a 
sandy brown colour. The kittens, if taken young enough, 
can be trained. Among the tribes of the desert and 
steppe, sand cats trained to hunt are the gifts of tribal 
chieftains. These animals can run down game for their 
masters. Others are sold to traders, who in turn sell the 
little cats in the cities. Here they are raised as pets. 

Sand Howler: Sand howlers are desert-dwelling 
creatures that hunt in packs. They are known for their 
terrible howls and paralysing gaze. Sand howler pups can 
be trained as guards or tracking beasts. Their hunting 
skills are remarkable and their keen sense of smell 
makes them among the best desert trackers available. 

Slig: Sligs are wide-jawed humanoids of the desert 
wilderness. Alchemists have noted the pseudo-psionic 
nature of slig telepathy and seek specimens with which 
to experiment. It is believed that slig blood or marrow 
is actually a stimulant to psionic activity, but these 
are just old wives’ tales. Serious attempts by alchemists 
to prove them right, however, have made sligs quite 
valuable. 

Sygra: Sygra are horned, cloven-hoofed quadrupeds 
with good hearing and peripheral vision. Semi- 
domesticated for their meat, milk, and hides, sygra eat 
almost anything. Sygra are near the bottom of the food 
chain and startle easily, running away from most threats. 
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Tari: The tari are commonly referred to as ratmen by 
the other denizens of the Tyr region. Once they had a 
thriving civilisation of their own, but now these small, 


furry humanoid scavengers, thrive on food and water too 


polluted for humans to ingest. They are often hunted as 


vermin by the folk of the Tablelands, who offer rewards 
for their bodies. 

Thessalmonster Hatchlings: The thessalmonsters 
are a family of hybrid creatures resembling beasts of 
legend. There are four known types of thessalmonster: 
thessalgorgon, thessalhydra, thessalmera, and thessaltrice. 
Their eggs are worth a considerable amount of money, 
and young are worth even more. The young can be 
chained in place to act as guardians for specific locations 
or set to roaming normally unused areas. 

Ztal Ztal are small, stupid lizards that live in 
herds and are domesticated for their meat and razor- 
sharp scales. Z'tal make a series of chirps, squeaks, 
and squawks to communicate with each other. When 
threatened, z'tal scream and run. 


Tack and Feed 


Bit and Bridle: These are necessary to ride any 
mount such asa kank, crodlu, or similar. Larger mounts 
such as inixes and mekillots do not require bits and 
bridles as they are ridden in different fashions. 

Cart Harness: This will attach a mount to a cart 
or similar, allowing the animal to draw the conveyance. 

Feed: Amounts are determined by the size of the 
animal in question. Some creatures are able to forage 
for themselves - see the relevant descriptions above for 
details. 

Halter: À halter is a simple rope or other line used 
to lead a mount. Most will be made from giant hair, 
but others are fashioned from supple leather. 

Saddles: There are two basic saddles - riding and 
pack. Riding saddles take many forms, but their basic 
purpose is to carry a person. Pack saddles are special 
frames designed to carry supplies and equipment. The 
only practical limit to how much a well-stowed pack 
saddle can carry is the carrying ability of the mount. 
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Animals and Livestock 


Animal 

Aprig 

Boneclaw 

Bloodgrass 

Cactus, rock 

Carru, bull 

Carru, cow 

Critic lizard 

Crodlu, riding 
Crodlu, heavy 

Crodlu, heavy warmount 
Dagorran 

Dragonnel, hatchling 
Dragonnel, trained 
Erdland 

Erdlu 

Fire lizard hatchling 
Gorak 

Hurrum beetle 

Inix 

Inix, warmount 

Jankx 

Kank, herding 

Kank, riding 

Kank, warmount 
Kenku hatchling 

Kip 

Mekillot 

Mulworm cocoon 
Ockn 

Pernicon 
Pseudodragon hatchling 
Renk 

Rhaumbusun 

Sand cat, kitten 

Sand howler, pup 
Sand howler, adult 
Slig 

Sygra 

Tari (dead) 
Thessalhydra hatchling 
Thessalmera hatchling 
Thessalgorgon hatchling 
Thessaltrice hatchling 
Z'tal 


Cost 
40 cp 


IO cp 
500 cp 
DEGD 
I00 cp 
300 cp 
I00 cp 
I00 cp 
200 cp 
400 cp 
250 cp 
5.000 cp 
I0,000 cp 
25 cp 
IO cp 
7,500 cp 
IO cp 
3 bits 
I00 cp 
250 cp 
5 cp 
50 cp 
I20 cp 
250 cp 
300 cp to 500 cp 
IO cp 
200 cp 
2/5) qo 
2 cp 
50 cp 
20,000 cp 
I bd 
2,000 cp per pair 
2,000 cp 
I,000 cp 
2,500 cp 
20 cp 
I25 cp 
8 cp 
12,000 cp 
I2,000 cp 
I0,000 cp 
I0,000 cp 
I cp 


Tack and Feed 


Item Cost Weight 
Bit and bridle 2 cp 3 lbs. 
Cart harness 2 bits IO lbs. 
Feed (per day) 

Erdlu (or Medium creature) 5 bits 5 lbs. 

Crodlu (or Large creature) 8 cp 25 lbs. 

Inix (or Huge creature) 30 cp 150 lbs. 

Mekillot (or Gargantuan creature) 50 cp 300 lbs. 
Halter I bit x 
Saddles 

Pack 5 cp I5 lbs. 

Riding IO cp 35 lbs. 
Saddlebags 

Large 4 cp 8 lbs. 

Small 3 cp 5 ]bs. 
Stabling (per day) 5 bits nd 


Saddlebags: Two saddlebags can be carried by a 
mount that is bearing a riding saddle. With a pack 
saddle, the only limit is the carrying capacity of the 
mount. À small saddlebag can carry 20 pounds of gear 
and a large saddlebag can carry 30 pounds of gear. 

Stabling: All Athasian cities and most larger 


settlements offer stabling for mounts. 


Caring for Mounts and Livestock 


Athas’ beasts of burden are hardy animals, acclimated 
to their world’s harsh conditions; they are generally self- 
reliant, if somewhat savage creatures. Many beasts are 
more intelligent and deadly than those used on other 
AD&D campaign worlds. A Dark Sun character has 
a more uneasy peace with his animal, and experience 
warns him that the rider may become the hunted. 
Animals also suffer dehydration. Each day, animals 
require the following quantities of water: Tiny animals 
need I/8 gallon, Small animals need I/2 gallon, 
Medium animals need I gallon, Large animals need 4 
gallons, Huge animals need 8 gallons, and Gargantuan 
animals need I6 gallons. Animal water intake can be 
cut in half for shade or inactivity, or quartered if both. 
At the end of a day that an animal doesn't get its 
full water allotment, there is a I096 chance it will 
die; the chance increases by 10% for each additional 
day without water. Animals are fully rehydrated after 
receiving, their full allotment of water for one day. 
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Vehicles 


Chariot: A chariot is a lightly armoured vehicle 
constructed of wood, chitin, and hardened leather. The 
driver can attack with single-handed weapons but suffers 
a -4 penalty to attack rolls. Others in the vehicle suffer 
no penalty to melee attacks, but have a -2 penalty to 
missile attack rolls while a light chariot is moving, or -I 
in a heavy chariot. Everyone in a chariot receives a -I 
initiative bonus for attacking from elevation. 

Those in a transport chariot have 25% cover from all 
sides, while those in a light war chariot have 5096 cover 
from the front or sides only. A heavy chariot provides 
75% cover from all sides to its occupants. 

Chariots move at the speed of the animals pulling 
them. If one of the animals hitched to a multi-animal 
chariot dies, speed is reduced to a third. The slain 
beast may also cause the chariot to crash, but the fallen 
animal can then be cut loose by survivors. Multiple 
deaths in the animal team bring the chariot to a halt. 
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Chariot, transport: Transport chariots are very 


small and simple two-wheeled vehicles, requiring 
only a single kank or crodlu to draw. 

Chariot, light war, one or two person: À two- 
wheeled chariot is open at the rear, reinforced at 
sides and front by bone and chitin plates to a 
height of 3 or 4 feet. Spikes are fixed to the sides 
to ward off attacking skirmishers. They are used 
as reconnaissance, skirmish, and pursuit vehicles 
when speed and manoeuvrability is an advantage. 
Two kanks or crodlu pull this type of chariot. 
Chariot, heavy war, four person: This four- 
wheeled chariot is protected by bone or chitin 
plates which support a chitin roof. A leather sail 
above the roof is often deployed when the chariot 
has wind at its back, helping lighten the load 
on drawing animals. Used as harassment and 
elite shock elements, heavy war chariots are often 
deployed against infantry. A team of four crodlu 
or kanks, harnessed in two pairs, pull the chariot. 


Cliff Glider: A cliff glider is constructed from the 


hollowed-out carcass of a great flying beast from the 


Ringing Mountains. Since many different creatures’ 
bodies can be used, glider appearance varies wildly. All 
have a gutted rib cage where the pilot is located, stiffened 
and consolidated wing flaps, and levers mounted on the 
wings to permit a semblance of control during flight, 
usually through making Dexterity checks. 

Once launched, a glider drops 20 feet per round 
while travelling up to 120 yards forward and must move 
at least GO yards per round. The glider cannot turn 
more than 90° per 60 yards of movement. 

While in flight, the pilot can launch missile weapons. 
All attacks made while flying suffer a -3 penalty to hit. 
The pilot is considered to have 50% hard cover. 

The glider itself can be targeted from the ground. It is 
AC I5. If the glider receives 20 points or more damage, 
it can no longer fly and immediately plummets to the 
ground. The glider is destroyed, and the pilot suffers 
falling damage. 

Drik War Machine: Driks are 40-foot-long lizards 
with shells that can be moulded to support platforms 
and weaponry. Known as “war machines”, they can 
sport rams, siege towers, siege engines, or fully fledged 
fortifications, as well as large numbers of troops. Wooden 
or bone barricades can be bolted directly to the shell 
without hindering the drik. 

Howdah: A howdah is a frame with seats, mounted 
on the back of an inix or a mekillot. A normal howdah 
is made of light wood and has one seat for the animal's 
driver. Normal howdahs don’t count against the carrying 
capacity of the animal, but the driver's weight does. 

Anyone riding in a howdah is considered at rest 
and shaded for purposes of heat stroke and water 
consumption. 

A war howdah is constructed of much sturdier 
materials, offering cover to those within. An inix war 
howdah weighs I50 pounds and can hold four fighters. 
A mekilot war howdah is a more elaborate affair, 
weighing I,000 pounds, and contains two levels. Sixteen 
warriors may ride inside these levels, four of which can 
fight to any one side at a given time. Soldiers in a war 
howdah can choose to have 25%, 50%, 75%, or 90% 
cover and concealment. 

Mekillot Ram: The enormous frame of the mekillot 
ram is built around its power source - a living mekillot. 
The 50'-60' structure is made of wood and hardened 
leather, harnessed directly to the animal and supported 


on eight separate axles. The I6 wheels are wide, to 
support the vehicle’s great weight. The mekillot cannot 
be removed from the ram and must be fed and watered 
within its shell. 

The structure itself has an open, upper deck, a central 
weapons deck, rear tower, and forward ram. The ram 
section is reinforced with bone or chitin plates and 
various spikes. The I0’ ram is most often of bone, 
carved to a point. When striking a structure, the ram 
inflicts 5dIO points of structural damage. Anything 
mobile can easily dodge the ram. 

The upper deck holds a heavy catapult and up to 24 
soldiers. The central weapons deck can hold as many as 
40 more soldiers, but these can only fire toward either 
side and the rear of the vehicle. The 20’ rear tower 
carries just one Medium lookout. Anyone inside the 
vehicle enjoys 75% hard cover. 

The ram requires a commander, two drivers who tend 
the mekillot, a single lookout, and the six-person crew of 
the heavy catapult. The drivers make psionic or magical 
contact with the lookout to steer the vehicle. 

The mekillot ram moves at a lumbering 2 miles per 
hour. When manoeuvring in combat, the mekillot ram 
is usually fitted with a slave harness and 40 slaves to 
help pull the vehicle, which doubles its speed. Without 
slave assistance, the ram cannot move up even moderate 
slopes. The vehicle is so large it must be boarded from 
underneath, with ladders from the outside, or from the 
air before melee can begin. 

The ram can take 220 points of damage before it can 
no longer move. The mekillot within can take 60 points 
of damage before dying; this also stops the vehicle. The 
mekillot ram saves as hard wood. 

Sail Cart: A sail cart, also known as a wind wagon, 
is a wind-propelled vehicle consisting of a low, triangular 
frame made of bones, often the hollow bones of giant 
birds, or light wood, covered with taut leather or hide. 
Three-wheeled, it is propelled by a single mast and sail, 
which can be as high as I5 feet. The pilot controls 
the cart with steering bar and guide ropes connected 
to the sail boom, using the charioteering non-weapon 
proficiency. The sail cart has a move of 6 x wind speed. 

Silt Runner: A one person silt-faring craft, the silt 
runner has a single mast, triangular sail, and one wheel 
of the same design as a skimmer’. It hugs the coast 
or travels back and forth between the shore and larger 
vessels moored in deeper silt. The runner has IO' 
diameter wheels and can cross silt up to 5 deep. 
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Vehicle Cost 
Chariot 
Transport, one person 20 cp 
Transport, two person 50 cp 
War chariot, light, one person 100 cp 
War chariot, light, two person 250 cp 
War chariot, heavy, four person 600 cp 
Cliff glider 500 cp 
Drik war machine 15,000 cp 
Howdah 
Inix 10 cp 
Inix, war 100 cp 
Mekillot 20 cp 
Mekillot, war 500 cp 
Mekillot ram 25,000 cp 
Sail cart 125 cp 
Silt runner 1,500 cp 
Silt skimmer 15,000+ cp 
Sled 20 cp 
Undead war beetle, rezhatta 7,500 cp 
Undead war beetle, watroach 10,000 cp 
Wagon, open 
1,000 lbs capacity 10 cp 
2,500 lbs capacity 20 cp 
5,000 lbs capacity 30 cp 
10,000 lbs capacity 50 cp 
Wagon, enclosed 
1,000 lbs capacity I5 cp 
2,500 lbs capacity 25 cp 
5,000 lbs capacity 45 cp 
10,000 lbs capacity 60 cp 
Wagon, armoured caravan 1,000 cp 


Silt Skimmer: A silt skimmer is a vessel used for 
moving across the open silt. Skimmers are powered 
by sails, wheels, or obsidian engines and come in a 
variety of sizes and configurations. In addition to the 
cost of the vessel itself, the buyer must purchase the 
obsidian engine separately, if desired, and make any 
other alterations to the vessel. All of this increases the 
cost commensurately. See below for full information on 
constructing and modifying silt skimmers. 

Sled: This is a wagon on runners for moving over 
open sand or salt flats - it does not run on any other 
terrain. In general, two kanks (or a single inix) are 
sufficient to draw a sled, which comes with the harness 
needed to pull it. 


Undead War Beetle: Watroaches and rezhattas are 
giant beetles that are killed and reanimated to serve 
as engines of war or mobile weapons platforms. In life, 
watroach beetles carry their immature drones within 
their bodies; these are often retained when the creature 
is reanimated. The sight of a swarm of undead drones 
bursting forth from a hulking watroach is enough to 
strike fear into even the most hardened of veterans. 

The rezhatta is most noted for its enormous horns, 
used as rams. Their points are capable of impaling 
those unlucky or foolish enough to be standing in the 
wrong place at the wrong time. 

An undead war beetle cannot function without the 
priest or wizard that raised it. Despite extensive drying, 
an undead beetle rots and falls apart in 2d10+20 days. 

A typical war beetle has MV 9. It can carry a dozen 
people on its upper deck and nine more in individual 
weapons ports, all of whom have 75% cover. Missile fire 
from a moving war beetle suffers a -5 penalty. When 
the beetle is not moving, missile fire suffers a -2 penalty. 

As an animated creature, a beetle can still attack. A 
rezhatta attacks at +9 and rams for IdI2+6 damage. It 
has AC I7 and can take 50 points of damage. 

A watroach attacks at +15 and bites for 3d8 damage. 
It has AC I8 and can take 80 points of damage. 
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Wagon, Open: An open wagon is little more than 
a wooden box on four wooden wheels. A I,000-pound- 
capacity wagon requires a single kank to pull it. 
The 2,500-pound- and 5,000-pound-capacity wagons 
need teams of two and four kanks, respectively. The 
10,000-pound-capacity wagon requires a single mekillot 
to move. Inix aren't used to pull wagons for the simple 
reason that their tails get in the way. 

Wagon, Enclosed: Enclosed wagons require the same 
animal power as open wagons of similar capacity. Items 
within enclosed wagons are generally unaffected by 
weather. Some merchants and nomads convert enclosed 
wagons into living quarters. Individuals riding within 
enclosed wagons are considered at rest and shaded. 

Wagon, Armoured Caravan: The mighty Athasian 
armoured caravan wagon, also known as an argosy, weighs 
5,000 pounds and can carry up to 35,000 pounds of 
cargo (not including crew - see below). They are the 
staple of the great merchant houses, which use them to 
carry vast cargoes from one city-state to another. 


The exact design of any particular armoured caravan 
wagon can change from trip to trip. Artisans customise 
the interior for each journey, adding or taking away 
slave pens, expanding or removing enclosures, modifying 
weapon emplacements and so forth. 

A fully crewed armoured war caravan can carry 15,000 
pounds of goods, plus have room for 50 fully armed 
warriors, 25 slaves, and a handful of merchants, nobles, 
or other stately travellers. Soldiers in an armoured 
caravan wagon can choose to have 25%, 50%, 75%, or 
90% cover and concealment. A standard argosy has six 
mounted crossbows on both side of its upper, open deck 
and the interior space can be prepared to accommodate 
goods, military material, or passengers. 

While one mekillot can pull an armoured caravan 
wagon, they are usually drawn by teams of two to prevent 
the death of a single mount from stranding the wagon. 

Because they are slow and lumbering, argosies are 
usually accompanied by a train of scouts, outriders, and 
other warriors for protection in the desert. 


en 


x. rp 


XA 


Silt Skimmers 


Ocean-going vessels are long gone from Athas. Instead, 
the Sea of Silt and its associated basins and estuaries 
are home to silt skimmers. These immense vessels ply 
the dust, carrying cargo and passengers from port to port 
on the shores of the sighing sea. 

Silt skimmers are built around massive wheels. These 
are very wide at the centre and taper to hard, fine points 
at the edge. The wheels of a skimmer must be able to 
slice through the silt or travel would be impossible. 

A single large sail, attached to an aft mast, provides a 
skimmer's main motive power. The frame of the skimmer 
is made of light woods or thin leather and cloth, giving 
these vessels a reputation for being quite fragile. Most 
skimmers carry no armament except for the personal 
weapons of the crew. 
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Typical skimmers have an outer deck and an enclosed 
bridge. Cargo is packed on the outer deck, while the 
bridge contains the helmsman’s wheel. It is enclosed to 
protect the captain and crew from the choking silt. 

The time necessary to construct a typical skimmer is 
Id4--I months. The crafters must wait for wood from the 
Crescent Forest, and the timbers must be soaked and 
bent over several weeks to form the shape. Construction 
time can be lessened by one month if the cost of the 
ship is doubled. Thus, a craft that was to take three 
months and cost 20,000 cp could be completed in two 
months by increasing the cost to 40,000 cp. 

If a client brings the crafter the carcass of a giant war 
beetle or other large, lightweight shell, the slaves can 
form the skimmer from it instead of wood. This reduces 
the construction time by one month, but the price 


remains unchanged. 


Movement 


Skimmers powered by wheels move I mile per day, or 
2 if the skimmer is not carrying cargo. They can be 
subjected to forced march to increase this to 2 miles per 
day (3 if unladen). Make a Con check (assume Con IO 
for slaves) each day. A failure means no forced move 
until slaves have rested for I2 hours. Normal movement 
is still possible. Add +I to the Con check for each 
open sail, and -I for each day of forced marching. 

Wind-powered silt skimmers travel 8 miles per day, 6 
if carrying cargo. Adding a foresail adds a mile per day 
to this total. A successful sailor proficiency check by the 
captain adds an extra mile per day. 

Psionic skimmers derive their speed from their 
obsidian engine. An obsidian engine drives a ship at 5 
miles per hour. Each hour of travel costs 5 PSPs. 

The DM determines wind strength and behaviour 


each day. Table 4 shows wind effect on movement. 


Manoeuvring 


Slave-driven and wind-powered skimmers can turn in 
two-mile arcs. Adding an aft sail for steering reduces 
that turning arc to one mile. When playing in yards, 
consider the two-mile turning arc to be a 170° obtuse 
angle; and consider a one mile turning arc to be 160. 
Speed is not decreased when turning in this fashion. 

As far as stopping goes, both of these types of skimmers 
can stop immediately by either ordering the slaves to 
stop walking or by folding the sails. 

Psionic-driven skimmers can turn as much as IIO 
without losing speed. Any turns sharper than IIO require 
the pilot to make a sailor proficiency check. Success 
means no speed is lost in the turn; failure means that 
the skimmer’s current speed is halved. Psionic pilots 
can channel more PSPs to make the skimmer more 
manoeuvrable. Each extra PSP spent on making the 
turn provides a +I bonus to that pilot’s sailor check. 

Turns sharper than 90° are impossible without 
stopping the skimmer and pivoting it in the desired 
direction. Psionic pilots can stop in a variety of ways: 
many pilots simply let go of the obsidian engine. This 
way the skimmer loses half its speed the first round and 
comes to a complete halt in the second. 

After the second round, the skimmer also begins to 
sink unless more psionic energy is spent into it or the 
skimmer itself hits “land” in shallow silt. 


For an immediate stop, the same procedure is used 


when making a sharp turn: the pilot must make a sailor 


proficiency check (extra PSPs can modify this roll). 


Building Skimmers to Size 


All skimmers are classified in size on a scale of I-5 
(smallest to largest). Table I illustrates ship Size and 
how it relates to other aspects of a silt skimmer. The 
maximum width for safe passage through the silt shoals 
is 40 feet, but a vessel this size requires an expert 
navigator. Any skimmer wider than 30 feet will have a 
tough time keeping to a safe path through the silt. 

Both wind-powered and slave-driven skimmers require 
wheels and can only travel in shallow silt at the 
maximum depths indicated under Deepest Silt Level. 
Only psionic-powered skimmers that are driven purely 
by psionics can avoid having wheels (although such a 
skimmer would need a core team of pilots to run a sort 
of “shift duty" in order to keep the skimmer afloat). 
Also, psionic pilots do not count toward the minimum 
crew requirements listed above. 

Psionic pilots do have certain requirements when it 
comes to skimmer size. In order to operate a skimmer 
of a specific size, a pilot needs to have reached that 
same level in his or her chosen class. So, in order for 
a pilot to operate a Size 4 skimmer, that pilot must be 
at least a 4th-level character. Multi-class characters use 
their highest level class; dual-class humans use the level 
of whatever class they are currently working on. 


Costs 


Psionic-powered silt skimmers need what is called an 
obsidian engine, which is basically a large, enchanted, 
symmetrical piece (any shape) of obsidian that pilots use 
to control a skimmer and keep it afloat. Such engines 
must be flawlessly crafted; they are also very expensive. 

An obsidian engine costs 150,000 cp plus 10,000 
cp for every Size level beyond I; these engines weigh a 
great deal as well. An engine weighs 600 lbs. for every 
Size level (this weight, however, doesn’t count toward 
cargo limits; the skimmer is designed to compensate 
for this weight when it is built and when a previously 
non-psionic skimmer is “converted” into a psionic one). 
Table 2 lists the standard ship costs and the costs for 
obsidian engines (a separate cost) as well as costs for 
enchantment. 
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Equipment 


Skimmer Hull Points and Silt-Worthiness 
Skimmers have their own version of hit points called 
hull points. Hull points use the ship’s Hit Dice (d20), 
and are rolled when the skimmer is first constructed. 

Hull point levels cannot exceed the listed maximum 
(the randomness in rolling hull points represents getting 
good or bad craftsmen to do the job and how much 
extra it costs to “get the job done right”). 

When a skimmer is hit by an attack, hull points 
are lost. Damage in hull points equals one-tenth of 
damage in hit points (round down). So a trebuchet 
strike dealing 36 hit points of damage would deal 3 hull 
points. When hit by spells or psionics, skimmers use the 
Item Saving Throws table from the Dungeon Master’s 
Guide and save as either bone (chitin) or thin wood, 
depending on the majority of materials from which the 
ship is constructed. A successful save indicates half or 
no damage, depending on the spell or power. 

Skimmers also have a silt-worthiness score from I to 
20, which measures the vessel’s stability in the face of 
dangerous weather and other conditions. To make a 
silt-worthiness check, roll d20. If the roll is greater than 
the value, the vessel founders or grounds. 

Damage to hull points also reduces silt-worthiness 
and speed. The table below summarises the effects of 
damage on silt-worthiness. 


Size Category Reduction 
I -2 silt-worthiness per I hull point lost 


-2 silt-worthiness per 3 hull points lost 
-I silt-worthiness per 3 hull points lost 
-I silt-worthiness per 4 hull points lost 
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-I silt-worthiness per 5 hull points lost 


When a skimmer loses half its original hull points, it 
must make a silt-worthiness check or founder in IdIO 
hours. It also loses 1/3 of its speed and crew suffer 
a -2 penalty to all sailor proficiency checks. When 
the skimmer loses two thirds of its hull points, these 
penalties increase to 2/3 and -3 respectively. 


Weapons 


Silt skimmers can be fitted with a number of siege 
weapons equal to twice its Size. Weapons are normally 
on fixed, immovable mounts - triple the cost of any 
skimmer weapon if a swivel-mount is desired. 

The skimmer’s crew can meet the Minimum Crew 
requirements needed to operate these weapons provided 
that no more than half are allocated to firing the gunnery 
- assigning more than half the crew forces the skimmer 
to move and act last in initiative order each round. 

The respective weights of these weapons take up cargo 
weight. Finally, catapults and heavy ballistas require a 
Size 3 skimmer or larger. 
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Crew and the Sailor Proficiency 


In addition to the uses of the sailor non-weapon 
proficiency outlined above, it is also of relevance where 
the vessel’s crew are concerned. When something adverse 
happens to test the crew’s skill (bad weather, treacherous 
silt, an attack by a silt horror etc.), each crewmember 
must make a sailor proficiency check 

Failing this check decreases the ship's speed by I 
mile per day for each crewmember who failed the check. 
Penalties can apply to this roll - the more adverse the 
situation, the greater the penalty. 


Alternative Methods of Power 


How do those who are against slavery use skimmers 
powered with wheels? Many captains have been known 
to use beasts of burden such as inix, while some mages 
use undead or elementals as motive power. 

No matter what creature walks inside the wheels, the 
speed of any wheel-driven skimmer is always I or 2 
miles per day - with a force march rate of 3 or 4 miles 


Table I: Silt Skimmer Sizes 


per day (when checking for fatigue in a force march with 
creatures that don't have any Constitution score, use a 
saving throw vs. death instead; undead and elementals 
do not have to make this roll). 

Any weather- or wind-affecting spell or psionic power 
(such as control wind) allows the captain one extra 
chance at making a sailor proficiency check (as if the 
ship had another sail) to improve speed for that day. 

A group of psionic pilots who each possess the 
telepathic power convergence can do amazing things. 
When two or more psionicists use convergence while 
piloting a skimmer, they pool their PSPs and use the 
highest sailor proficiency score of the group. 

Because of the cost of skimmers, characters might find 
themselves short of needed funds. This isn’t as much of 
a problem as might first appear. Psionicists and powerful 
wild talents are in constant demand as pilots by trading 
houses, cities, and even powerful nobles. Crew and 
captains with the proper experience are needed to man 
these ships. The important point to remember in these 
work-for-hire situations is who owns what - or whom... 


Maximum No. Deepest Silt Minimum 
Size Category Ship Size Cargo Limit of Sails Level Crew Wheel Size 
I 40’x20’ 1,000 lbs. I II 5 + captain 20' diameter 
2 50'x95' 2,000 lbs. 2 D24 6 + captain 25 diameter 
3 60’x30’ 3,000 lbs. 3 13’ 7 + captain 30° diameter 
4 70'x35' 4,000 lbs. 4 14 8 + captain 35° diameter 
5 80’x40’ 5,000 lbs. 5 15’ 9 + captain 40’ diameter 
Table 2: Ship and Engine Costs 
Obsidian Enchantment Cost (for 
Size Category Skimmer Cost Engine Cost Cost Per Sail Obsidian Engines only) 
I 15,000 cp 150,000 cp 500 cp 1,000 cp 
2 25,000 cp 160,000 cp 600 cp 1,500 cp 
3 35,000 cp 170,000 cp 700 cp 2,000 cp 
4 45,000 cp I80,000 cp 800 cp 2500 cp 
5 55,000 cp 190,000 cp 900 cp 3,000 cp 
Table 3: Skimmer Hull Points and Silt-Worthiness 
Size Category Hull Points Cost for Hull Points Maximum Hull Points Silt-Worthiness 
I 1d20 100 cp/point 20 8 
2 2d20 200 cp/point 40 I2 
3 3d20 300 cp/point 60 14 
4 4d20 400 cp/point 80 16 
5 5d20 500 cp/point 100 18 
Table 4: Wind Effects 
Winds Average Speed Sailing speed modifier Wheel speed modifier 
Adverse — x^ xI 
None 0 mph N/A xI 
Light IO mph xI xI 
Moderate 20 mph x2 sal 
Strong 30 mph x3 xI* 
Storm 55 mph x3* x* * Check silt-worthiness. 
Sirocco 70+ mph x4** x^ ** ** Check siltworthiness at -9. 


War Machines 


Small frays between bands of adventurers and their foes 
are not the only battles fought on Athas. In times of 
war, armies numbering in the thousands might take to 
the field, deploying terrifying engines of war and using 
mighty defensive fortifications. This section contains 
large-scale weapons of war and other related equipment 
that is often used alongside such devices. 


Bombardment Engines 


Any large device intended to hurl missiles qualifies as 
a bombardment engine. The most common types are 
listed on the table below. 

Bombardment engines are difficult to aim at 
individuals. Generally, a bombardment engine can target 
only units of creatures, buildings, other war machines, 
vehicles, and single creatures of Huge or greater size; see 
the individual descriptions below for exceptions. 

It takes time to set up a bombardment engine and 
prepare it to fire for the first time. The minimum 
preparation time is IO minutes or the time required to 
change facing, whichever is greater. This time increases 
by 50% if a trained artillerist (or fighter of 4th level or 
higher) is not on hand to oversee the procedure. 

Weight: The engine's weight in pounds. 

Attack Bonus: The chance to hit a target with a 
bombardment engine is a function of the engine, not 
the crew. 

Damage: The number before the slash is damage 
inflicted on Medium or smaller creatures; the number 
after the slash is damage inflicted on larger creatures. 
If there is only one value, damage is the same for 
all sizes. Some creatures receive a save to reduce or 
avoid damage. Divide damage by IO to determine the 
equivalent damage in structural points. 


Bombardment Engines 


Creatures immune to normal missiles are not immune 


to bombardment engine missiles. Creatures immune to 
blunt weapons are immune to catapult and trebuchet 
missiles and round shot fired from ballistas. Creatures 
immune to piercing weapons are immune to ballista 
bolts. Creatures immune to non-magical weapons 
are immune to attacks from ballistas, catapults, and 
trebuchets (unless the missiles are enchanted). 

RoF: The weapon's rate of fire if fully crewed; 1/8 
means it can fire once every eight rounds. 

Range: Ranges are divided into minimum, short, 
medium, and long categories. A weapon cannot be 
aimed at targets closer than its minimum range. 

Hit Area: This is the diameter of the area within 
which targets not struck directly by the weapon can still 
suffer damage. See below for details. 

Crew: The number of Medium creatures required 
to operate the weapon. If fewer crew are available, RoF 
decreases by one for every missing crew member. The 
weapon cannot be operated at all if the crew is less than 
half the required number. Extra crew can be allocated 
to maintain the RoF in case of casualties. Two Small or 
four Tiny creatures can replace one Medium creature, 
one Large creature can replace two Medium creatures, 
one Huge creature can replace three Medium, and so 
on. Creatures must have manipulative appendages and 
Intelligence of at least 5 (low) to serve on a crew. 

Change Facing: This is the number of rounds 
required to change the weapon's facing 45. Any weapon 
listed as "0" can change facing at the end of the round 
in which the weapon was fired. 

Target Size: The smallest creature the engine can 
target individually; see the description for details. 

Structural Points: The amount of structural damage 
the engine can take before it is destroyed. As noted 
above, one structural point equals IO hit points. 


Attack Damage 
Weapon Cost Weight Bonus S—M/L RoF 
Dallista, light. 200 cp 100 lbs. +8 2d6/3d6 1/8 
Ballista, medium 300 cp 200 lbs. +6 3d6/3d8 1/12 
Ballista, heavy 400 cp 400 lbs. +3 3dI0/3dI2 1/16 
Catapult, light 250 cp 200 lbs. +6 2d10 1/8 
Catapult, medium 350 cp 300 lbs. aD 9dI9 TAG) 
Catapult, heavy 500 cp — 500 lbs. +4 3d10 I/16 
Trebuchet 750 cp 1,000 lbs. +3 4d10 1/16 


Range Hit Change Target Structural 
Min/S/M/L Area Crew Facing Size Points 
—/11/22/33 = I 0 Any 4 

I/11/22/36 15° 2 0 L 8 
2/12/24/39 I5 4 0 H I2 
Ime x5 D 0 H IO 
Ie IS 3 0 G 12 
BERB — 45 5 20 G i5 
24/—/—/48* 15° 8 30 G 20 


*Indicates that the usual -5 modifier for long range shots does not apply. 
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Ballista 


This engine looks something like a giant crossbow 


mounted on a swivel. It usually fires spear-like bolts, but 
some versions fire round stone shot; both types use the 
same basic statistics. Ballista projectiles have a relatively 
flat trajectory and are fairly accurate. 

A light ballista can be aimed at any target in sight. 
Because it only requires one crew, a light ballista can 
never be partially crewed. A medium ballista can fire at 
a single Large creature, or at a Huge creature if partially 
crewed. A heavy ballista can fire at a single Huge 
creature, or fire at a Gargantuan creature if partially 
crewed. 

Any ballista’s field of fire is limited to 45 left or right 
of the weapon’s facing at the beginning of the round. A 
ballista's facing can be changed up to 45° at the end of 


any round in which it fires. 


Catapult 

This engine usually consists of some sort of lever mounted 
on a sturdy frame. The lever acts as a throwing arm 
and is fitted with a cup or sling to hold the projectile. 
When fired, a catapult lobs the projectile high into the 
air. Tension provides the catapults power. In primitive 
catapults, the lever is made from some flexible material 
(usually green wood) and provides its own power when it 
is bent back and released. More sophisticated catapults 
are equipped with a rigid arm powered by a mass of 
twisted skeins (usually giant hair). All types of catapults 
use the same basic statistics. 

Catapults usually fire large stones, but they can be 
loaded with almost anything: small stones, chains, dead 
animals, or anything else small enough to fit in the sling 
or cup and not so heavy that it overloads the lever. 

Large objects inflict the damage listed. Masses of 
small objects can inflict an extra die of damage against 
most creatures but are useless against structures and 
any creature with a natural Armour Class of 20 or 
better (including characters with an Armour Class of 
20 before shield or Dexterity modifiers). 

A light catapult with a full crew can target Huge 
creatures. 

A light or medium catapult can change facing 45° at 
the end of any round in which it fires. Heavy catapults 
are left in place once they are sited for a battle. A 
full crew can change a heavy catapult’s facing after 20 
minutes of work. 


Trebuchet 
These massive engines are similar to catapults, but they 
derive their power from gravity. A trebuchet's throwing 
arm is a rigid beam with a heavy weight at one end and 
a sling or cup for projectiles at the other. When the 
beam is released, the force of the falling weight hurls the 
projectile in a high arc. Like catapults, trebuchets fire 
large stones or masses of smaller objects. 

Trebuchets generally are left in place once they are 
sited for a battle. A full crew can change a trebuchet’s 
facing after 30 minutes of work. 


Indirect Fire Rules 


Catapults, and trebuchets fire their projectiles in a high 
arc; they are inaccurate and cannot really be aimed 
at anything; the crew simply points the engine in the 
target’s general direction and hopes the missile will land 
somewhere nearby. 
All targets are considered Armour Class 20, but there 
is no range modifier. 
The attack roll is modified as follows: 
e +3 for stationary targets 
e -3 for targets moving at a rate greater than 3 but 
less than I2 
e -6 for targets moving at a rate of I2 or greater 
e +4 for the second and subsequent shots at a 
stationary target 
e +2 for targets whose largest dimension is greater 


than 30’ 

e +4 for targets whose largest dimension is greater 
than 90’ 

e +46 for targets whose largest dimension is greater 
than 270’. 


Cover is generally not a factor when resolving indirect 
fire with a bombardment engine, but concealment can 
be. Indirect fire can generally arc over obstacles between 
the weapon and the target, provided that the obstacle 
is no higher than 150% of the distance between the 
obstacle and the engine, or the obstacle and the target, 
whichever is less. 

If a creature is too small to be targeted individually, an 
indirect fire engine still can fire at the 15’ square area 
containing the creature. The base modifier is 0 (because 
the target is not larger than 30° long). Modifiers for the 
small targets movement apply (it’s hard to hit the right 
area when the creatures within it are moving). 
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Hits: An engine’s missile tends to bounce or shatter 
on impact and affects an area, as shown on the table 
above. Creatures within the area of effect suffer damage 
listed for the weapon. 

Creatures with 5+I or more Hit Dice can roll a 
successful saving throw vs. petrification to avoid the 
damage; modifiers for Dexterity and magical protections 
apply. 

A creature that has suffered a direct hit (by being at 
the point of impact or by being large enough to qualify 
as a target and getting hit) is allowed no saving throw, 
even if it would normally be eligible for one. 

Creatures with hard cover between them and the 
impact square get a saving throw, even if not normally 
entitled to one. Creatures under cover receive bonuses 
to their saving throws. 

If the engine is firing at an area containing creatures 
too small to target individually, the shot never lands 
exactly where intended. Follow the procedure outlined 
below for misses, but roll Id4 for distance. 

Misses: To determine where the shot actually falls, 
roll on the Grenade-Like Missile chart to determine 
the direction of the miss; then roll 2d6x5 to determine 
the distance in feet from the intended point of impact 
and the actual impact. It is possible for the shot to 
fall inside the engines minimum range or outside its 
maximum range. Creatures in the area where the shot 
falls suffer the effects of a hit. 

Hits and Misses Against Large Creatures: If the 
missile scores a direct hit on a creature large enough 
to qualify as a target, there is no effect on creatures in 
the adjacent squares. The creature's body prevents the 
missile from bouncing or shattering. If a direct attack 
ona large creature misses, the attacker rolls for scatter. 

Flaming Projectiles: Catapults and trebuchets can 
be loaded with missiles soaked in pitch or a similar 
flammable substance. The missile’s range is reduced by 
1/3. When it strikes, the missile scatters flaming debris 
over its normal area of effect. The debris burns for two 
rounds, inflicting 2d6 points of damage the first round 
and Id6 points of damage the second round. 

The effect on wooden structures is the same as flaming 
oil. A catapult also can hurl canisters of Balican fire. A 
Balican fire canister also reduces the catapult’s range by 
1/3. The canister breaks on impact and scatters Balican 
fire over the catapult’s normal area of effect, burning 
for four rounds, dealing 2d6 damage per round for the 
first two rounds, and Id6 damage per round thereafter. 


Direct Fire Rules 


Ballistas fire their projectiles in a low, flat curve. They 
are fairly accurate, though somewhat difficult to aim at 
small targets. Only light ballistas can be aimed as freely 
as a hand-held weapon can; larger engines can hit small 
targets only by aiming at the area containing the target. 
All targets are considered Armour Class IO. If the 
target is a creature (not an area containing a creature) 
bonuses from Dexterity and magical protections apply. 
The attack roll is modified as follows: 
e +3 for stationary targets 
e -3 for targets moving at a rate greater than 3 but 
less than I2 
e -G for targets moving at a rate of I2 or greater 
e +4 for the second and subsequent shots at a 
stationary target 
e +2 for targets whose largest dimension is greater 


than 30 

e +4 for targets whose largest dimension is greater 
than 90’ 

e +6 for targets whose largest dimension is greater 
than 270’ 


e -2 for targets at medium range 
e -5 for targets at long range. 


Modifiers for cover and concealment also apply. 
Concealment versus direct fire bombardment engines 
is easier to find than true cover, as few barriers are 
substantial enough to resist hits. For example, a thick 
hedgerow might provide cover from arrows and sling 
stones, but it can provide only concealment against 
ballista fire. 

The procedures for determining the effects of hits and 
for determining exactly where a direct fire missile lands 
are generally the same as for indirect fire engines, except 
that hits in a I5' area containing creatures too small to 
target individually roll Id3 for scatter distance. Direct 
fire engines roll 2d4 for scatter distance when they miss. 

Flaming Projectiles: Ballistas can be loaded with 
bolts tipped with wads soaked in pitch and wrapped in 
cloth. The flaming bolts range is reduced by I/3 and 
it inflicts normal damage and I point of additional fire 
damage if it scores a direct hit. The flame can set fire 
to wooden structures. 
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Crushing Engines 


Crushing engines are weapons that rely on blunt force 
to break down barriers such as doors and walls. Rams 
and bores are the two typical examples of this type of 
war machine. The ram is most useful against wooden 
barriers and portals. The bore, a large implement 
resembling a drill or a screw, is most useful against 
stone walls. 


Ram 


In its simplest form, a ram consists of a sturdy beam 
that one or more creatures can pick up and swing 
against a portal or wall to batter it down. More complex 
rams have beams with reinforced agafari heads and a 
frame to support the beam. 

Any long, heavy object (such as a log or bench) 
between 5 and 30 feet long can be used as a simple 
ram, provided there is at least 5 feet of free space 
behind the ram (to allow the crew to swing it). A 
minimum of one Medium creature is required for each 
5 feet of ram, and a maximum of two Medium creatures 
is allowed per 5 feet of ram. 

A ram deals structural damage and can affect only 
portals, structures, or large, stationary objects. 

Creatures carrying or wielding a simple ram move and 
defend as though heavily encumbered, regardless of the 
ram’s actual weight. 

A ram suspended from a frame can be from I0 to 60 
feet long. A suspended ram allows the crew to employ 
its strength more efficiently, inflicting more damage. 

A ram crew can swing the ram once a round, and 
always strike at the end of the round. 


Crushing Engines 


Structural 
Weapon Cost Weight Damage RoF Crew Points 
Bore 500 cp 300 lbs. 1d4* I ** I2 
p 50cp 200 lbs. Id" 1 * 6 
simple 
Bam 400 cp 500 Ibs. Id4* I/I6 4 12 
suspended 


* Per two Medium crew members. Bores add +I to each die of 
damage if the target is stone. À simple ram crewed by a single 
Medium creature inflicts I point of damage. 

** Simple rams require a crew of at least one Medium creature 
per 5' of length; the maximum crew is two Medium creatures per 
5 of length. Suspended rams and bores require a crew of at least 
two Medium creatures per I0’ of length; the maximum crew is four 
Medium creatures per I0' of length. 
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Bore 


A bore, also known as a sow, is similar to a suspended 
battering ram, but has a head similar to a pointed screw 
made from reinforced agafari wood. The screw head is 
very effective against stonework. Otherwise, it functions 
as a suspended ram. 


Defensive Emplacements 


Defensive emplacements hamper the approach of enemy 
troops and war machines. They include ditches and 
pits, fields of stakes, hasty stone and wooden barricades, 
and even semi-permanent stone fortifications. 


Ditch 
This is a trench excavated as an obstacle, with sloped, 
compacted, or sodded sides. If a rampart of earth is 
built immediately above one side of a ditch, the cost of 
the rampart is only 20% of the amount shown. 

The listed cost is for a ditch that is 100° long, 10 
deep, and 20’ wide. 


Crossing a ditch costs 4 movement points. 


Gallery Shed 


A gallery shed is a low structure built to protect a ram 
or bore. It has a peaked roof of heavy planks supported 
by thick wooden walls, and it is usually wheeled and 
covered with wet hides to make it flame-resistant. Gallery 
sheds are usually I5 to 60 feet long and five to 20 
feet wide. Creatures within are hidden from view and 
protected from missile and melee attacks launched from 
outside the shed. Creatures within the shed, however, 
cannot attack except to operate their ram or bore. 

If the shed has no wheels, it takes one Medium 
creature to carry it for each 5’ x 5’ area it covers. 
Creatures carrying the shed move as though severely 
encumbered regardless of its weight. If the shed is 
wheeled, it can be pushed along as though the crew 
were heavily encumbered, but it cannot negotiate rough 
terrain or even moderate slopes. 


Mantlet 

A mantlet is something like an oversized shield. It is 
typically made of heavy planks and is six feet high 
and IO feet wide. A single figure armed with a bow or 
crossbow can fire through an opening in the mantlet 
and claim 90% cover. Additional figures firing from 


behind the mantlet can claim 50% cover. 
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A mantlet weighs I00 pounds and requires at least 


two Medium creatures to carry it. Creatures carrying a 
mantlet move as though heavily encumbered (due to 
the mantlets bulk) even if they can handle the weight. 
Mantlets are usually fitted with props so the troops 
carrying it can set it down and use it without being 
encumbered. 


Palisade 

A palisade is a wooden fence of logs (normally agafari 
wood) about six inches thick sunk into the ground to 
a depth of four to six feet. A palisade is usually built 
atop a rampart. 

Simple stone palisades can also be made from a 
single layer of rock. Not as resilient as a true stone wall, 
they are nevertheless a useful defensive structure if the 
raw materials are available. 

The listed cost is for a palisade 100’ long and IO' 
high. 


Pit 
A pit is a hole dug into the earth, sometimes covered or 
concealed. A pit cannot be navigated; those attempting 
to do so fall in, taking Id6 points of damage per I0’ 
of depth. 

The listed cost is for a pit that is a I0-foot cube or 
any shape of equivalent volume. 


Rampart 

A rampart is a mound of dirt, usually carefully packed 
and braced. A rampart slopes upward at a steep angle. 
Defenders can fight from atop a rampart, but a stone 
wall or palisade is often added at the top to provide 
extra cover. 

Crossing a rampart costs 4 movement points, assuming 
that there is no palisade or wall atop it to impede 
further movement. 

The listed cost is for a rampart 100’ long, 20’ high, 
and 40’ thick. 


Siege Tower 

This massive construction is also called a belfry. A siege 
tower consists of a framework of wood (usually agafari) 
mounted on wheels and covered with thick planks and 
a layer of hides soaked in water (to make the structure 
flame-resistant). The whole tower stands about 40 feet 


high. 


Inside, a siege tower has three storeys: The ground 
floor is about I5 feet square. Creatures on this floor are 
protected as if they were in a gallery shed (see above). 

The second storey is 30 feet from the ground. This 
storey is equipped either with three arrow slits where 
troops armed with bows or crossbows can fire out with 
90% cover, or a IO- to I5-foot drawbridge that can be 
lowered to provide quick access to the top of a wall. 
While the drawbridge is up, troops on the second storey 
have 100% cover. 

The third storey is a partially enclosed deck about 
I0 feet square. Creatures on the deck have the same 
benefits as creatures behind a mantlet. 

Six Medium creatures working within the bottom 
storey can push a siege tower as though they were 
severely encumbered. Six more Medium creatures can 
push from behind the tower and the team of I2 can 
move as though heavily encumbered. Like a wheeled 
gallery shed, a siege tower cannot cross rough terrain or 
moderate slopes. 


Stakes 
These are sharpened lengths of wood or bone embedded 
in the earth or the sides of ramparts to impede the 
progress of enemy troops. Safely crossing through ground 
that has been laid with stakes reduces movement by 
50%. 

Moving faster than this deals Id6 damage to every 
creature that does not slow its speed and forces a 
morale check from mounts that are injured. 


Further Information 

For expanded details on war machines, defensive 
emplacements, and siege warfare, see Combat & Tactics 
and the Battlesystem mass combat supplement. 


Defensive Emplacements 


Structural 
Emplacement Cost Weight Points 
Ditch 100 cp S T 
Gallery shed 250-500 cp 400-4,900 lbs. 20 
Mantlet I5 cp 100 lbs. I2 
Palisade, wood I00 cp = i5 
Palisade, stone 200 cp = 20 
Pit 20 cp = = 
Rampart 200 cp — IO 
Siege tower 800 cp 2,000 lbs. 24 
Stakes 50 cp = = 
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Fighters and War Machines 


Fighters on Athas are commanders of men and experts 
in siege warfare. As noted under their class description, 
fighters gain skill in the supervision and construction 
of war machines and defensive emplacements as they 
gain levels. 

Follow these guidelines when fighter characters wish to 
make use of these abilities. 


Operate War Machines 

A fighter can operate and supervise the use of war 
machines when he reaches 4th level, making the best 
use of the equipment and crew available so that the war 
machines run at maximum efficiency. 

In addition to being able to serve as crew for these 
machines, war machines under his supervision can be 
prepared for fire without increasing the preparation 
time by 50%, as noted above. This applies to all 
bombardment and crushing engines. 
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Construct Defences 

A fighter can supervise the construction of defensive 
emplacements when he reaches 5th level. The fighter 
has learned how best to locate such emplacements on 


the battlefield and how to build them in the most 


efficient manner possible. 


All the defensive emplacements listed above can be 
constructed. The fighter can build them at half the 
listed cost due to his skill and efficiency, if he does not 
already have access to the raw materials required. 


Construct War Machines 

The fighter can oversee the construction of heavy war 
machines when he reaches 8th level. He now knows how 
to build them in the most efficient way possible. 

All the bombardment and crushing engines listed 
above can be constructed. The fighter can build them 
at half the listed cost due to his skill and efficiency, if 
he does not already have access to the raw materials 
required. 


Alchemical and Herbal Mixtures 


Acid: Acid inflicts Id3 damage per vial, or 2d4 
damage per flask on the first round of contact. On the 
second round, acid from a vial inflicts I damage, or Id3 
damage if from a flask. Acid that splashes from a flask 
affects all creatures within five feet. Acid can also be 
used to burn out a lock or clasp, forcing an item saving 
throw from the object affected. 

Arena Powder: A dirty trick used in the arena 
involves the use of irritants and powdered peppers, 
mixed to induce nausea or inflame eyes and breathing 
passages. A gladiator will use the spices to blind or 
distract an opponent. The mix is carefully placed in a 
small sealed bag or a reed blow pipe and then thrown 
or blown at the target. The target saves against poison 
or suffers the effect of the powder: 

e Kuzza pepper: Inflamed eyes and breathing 

passages, -2 on all rolls for Id4 rounds 

e Dried stinkweed: Nauseated and retching, can 

move or act but not both for Id3 rounds 

e. Siltflower pollen: Fine dust that fills the eyes, 

blinds the target for one round 

Battlefield Balm: This is applied to a patient at 
the same time as that patient is receiving battlefield 
healing. It heals the patient of an extra Id3 hit points 
in addition to the amount provided by the battlefield 
healing. 

Cave Fisher Adhesive: The sticky secretions of the 
subterranean predator known as the cave fisher can be 
alchemically treated and added to gloves and boots to 
grant a +10% bonus on the climb walls rogue skill for 
one hour. 

Draxia Ointment: Draxia is a weed that grows on 
the islands of the Sea of Silt. Once treated herbally and 
left to stew and reduce, draxia can be made into an 
ointment that repels silt spawn and irritates mature silt 
horrors. When the juice of the draxia plant is rubbed 
on the skin, it repels silt spawn. For the next two hours, 
they won't come within IO feet of creature coated with 


the stuff. 

While adult silt horrors don’t like the smell of draxia, 
they can ignore it and attack as usual in its presence. 
In fact, many times the irritation caused by the plant's 
juice simply serves to infuriate a fully-grown silt horror. 
There is a 60% chance that a silt horror will ignore 
other targets to attack a character who smells of draxia 
weed. 


Item Cost 

Alchemical Items 
Acid, flask I00 cp 
Acid, vial 40 cp 
Cave fisher adhesive 200 cp 
Gaund egg slime 250 cp 
Incendiary 30 cp 
Intoxicant I50 cp 
Kip pheromone 300 cp 
Painkiller 60 cp 
Pakubrazi serum 1,500 cp 
Pyrotechnics, flask 30 cp 
Pyrotechnics, vial 20 cp 
Stimulant 200 cp 
Tari disease infusion 100 cp 

Herbal Items 
Arena powdert 100 cp 
Battlefield balmt 30 cp 
Draxia ointmentt 50 cp 
Fordorran muskt 300 cp 
Healing infusiont 100 cp 
Healing salvet 20 cp 
Intoxicantt I00 cp 
Painkiller? 10 cp 
Painkiller, strongt 50 cp 
Poison antidotet 20 to 80 cp 
Poison, type A (cha’thrang lime)* 100 cp 
Poison, type C (barbed scorpion venom)* 400 cp 
Poison, type G (redleaf sap)* 200 cp 
Poison, type I (desert mastyrial extract)* 500 cp 
Poison, type K (redleaf paste)* 200 cp 
Poison, type M (gray root)* 500 cp 
Poison, type O (kank venom)* 200 cp 
Poison, type P (siltweed extract)* 200 cp 
Poison, monster* varies 
Ranike sap 250 cp 
Stimulant? 150 cp 


* Expires in 24 hours 


f Expires in Id3 days 


Fordorran Musk: Fordorran musk can be harvested 
from their glands and made into a vapour with a stench 
comparable to that of the parent creature. Normally 
delivered through a glass vial, any creature within IO 
feet of the vapour must save vs. poison or gag and retch 
for Id3 rounds. The victim moves at one third normal 
speed, but may save each round to throw off the effect. 
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Gaund Egg Slime: The egg of the reptilian gaund 


is covered in a clear, spicy-smelling slime. This can 


be smeared onto a flammable object to grant it a 
permanent +3 bonus on saves vs. fire. A dose of the 
slime can also neutralise nearly any acid. 

Healing Infusion: The recipient of a healing infusion 
regains Id4 hit points immediately. A patient can only 
benefit from one healing infusion per day. 

Healing Salve: The recipient of a healing salve heals 
I hit point per day, even if not resting. The character 
will heal Id4 hit points per day of non-strenuous activity 
and 1d4+2 hit points for each day of complete bed rest. 
One dose is good for a single day. 

Incendiary: Incendiaries are powders, fluids, and other 
concoctions which ignite when exposed to air. A flask 
of incendiary liquid inflicts damage as burning oil (2d6 
points in the first round, Id6 in the second). Incendiary 
powders or liquids can easily start fires if used on 
buildings, dry brush, or other flammable materials. 

Intoxicant: The drinker loses Id4 points from one 
ability score for one hour (save vs. poison to avoid). 

Kip Pheromone: Kip pheromone is known for its 
powerful effects on the mind. Creatures exposed to this 
gas must save vs. poison or cease caring about anything, 
including drinking water, for Id8 turns. They can be 
herded along or made to drink, but otherwise remain 
apathetic. Dwarves receive a +4 bonus on their save. 

Painkiller: A painkiller can be administered as a salve, 
infusion, potion, or added to food. When consumed, it 
restores Id4 hit points for Id3+I hours. If the patient 
fights during this period, he loses an additional Id4 hit 
points when the painkiller wears off. 

After the painkiller wears off, the user can take another 
to extend the benefits another Id3--I hours. If someone 
uses painkillers more than three times in a week, they 
must save vs. poison every time they use a painkiller or 
lose Id4 Constitution. 

Painkiller, Strong: A strong painkiller is administered 
in the same way as a regular painkiller, but is more 
potent. In addition to the effects of a regular painkiller, 
the strong painkiller allows the recipient to remain 
active at negative hit points (death still occurs at -10). 

Pakubrazi Serum: Made from the blood of the shape- 
shifting pakubrazi, this serum is added to food or drink, 
usually as a horrifying form of revenge. When imbibed, 
the victim suffers the effects of pakubrazi taint, possibly 
changing shape and being overcome by bloodlust when 
under stress. Your DM will provide details as needed. 


Poison: Poisons are readily available in most cities 
and larger settlements and are not necessarily illegal. 
Poisons are divided into Contact, Ingested, and Injury 
delivery methods, with different onset times and Strength, 
with a letter class for use by your DM. 

A dose of poison will coat two small weapons or one 
medium weapon. Two doses are required to coat a large 
weapon. Each dose lasts 24 hours unless crafted by a 
poison master (a bard of IOth level or higher). Such 
poisons last 72 hours and cost five times the listed price. 

Any character using poison has a 5% chance of 
poisoning themselves and grants victims of the poison 
a +2 bonus on saving throws. Bards and traders never 
run this risk and poisons administered by them do not 
grant a saving throw bonus. 

Poisons come in different strengths. See the poisons 
table under the bard class for details. Listed poisons 
are full-strength. A weak version costs 3/4 normal price 
and grants victims a +2 save bonus. A very weak 
version costs I/2 normal price and grants victims a +4 
save bonus. A strong poison costs 5 times normal and 
imposes a -2 save penalty and a very strong poison 
costs IO times normal and imposes a -4 save penalty. 
Monster: 
creature of the desert may be available for purchase in 
the markets of the Tablelands. Adventurers may also 
seek to sell venom or venom glands harvested from 


Poison, Occasionally, venom from a 


creatures they have encountered. Consult your kind and 
generous DM for details. 

Poison Antidote: If administered immediately to 
someone who has been affected by poison, the patient 
gains +2 on their poison saving throw. This stacks with 
the bonus granted by someone using the herbalism non- 
weapon proficiency on the patient. 

Pyrotechnics: Pyrotechnics resemble incendiaries, but 
create clouds of billowing smoke of a variety of colours, 
or bright flashes of light when added to an existing fire. 
A vial creates a cloud of smoke 5 feet in diameter, 
obscuring vision. A flask creates a cloud of smoke IO 
feet in diameter. The clouds persist for Id3 rounds, 
depending on the wind and other conditions. 

Ranike Sap Smoke: The smoke of the sap of the 
ranike tree is repulsive to insectoids - including thri- 
kreen. Àn adult tree yields enough sap to make a ball 
two inches in diameter; extracting this takes 2d4 hours 
and a successful herbalism non-weapon proficiency 
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The ball burns for Id4+2 hours; its smoke permeates 
a 60-foot radius area (barring strong winds). Entering the 
smoke requires an insectoid to make a Wisdom check. 


Each round spent in the area, the creature must save 
vs. poison or suffer a -2 on attacks, saves, and Dexterity 
bonuses to AC. The penalties end one round after 
leaving the area. 

Stimulant: À character taking a stimulant gains a 
point of Strength, Dexterity or Constitution for one hour 
and will not sleep for Id6+6 hours. For the six hours 
after this, they lose Id4 points from the same ability and 
must save vs. poison every hour or fall asleep. 

Tari Disease Infusion: Made from the disease glands 
of the tari, this infusion is added to food or drink. The 
drinker saves vs. poison or suffers the effects of tari 
disease (feverish and incapacitated within Id6 hours, 
after three days lose Id3 hp per day permanently until 
subject to cure disease - the hit point loss is permanent). 


Metempiric Components 


Metempiric components augment or alter magical or 
psionic powers when incorporated into the casting of a 
spell, manifestation of a power, or similar effect. 

Blood, Beasthead Giant: When beasthead blood is 
used as a component in any alteration spell, saves 
against that spell suffer a -I penalty. Inexplicably, only 
druids and preservers may use beasthead blood this way; 
it provides no benefit for other types of spellcasters. 

Blood, Drake: When imbibed during the casting of a 
spell, drake blood adds a +5 bonus to the caster level 
of the spell for the purpose of resisting dispel attempts. 
All other aspects of the spell remain unchanged. 

Blood, Id Fiend: Dried id fiend blood is used in 
creating a potion concocted by psionic researchers; when 
consumed in the round prior to manifesting a telepathy 
power, it increases the powers effective level by +2. 

Crystal, Dagorran: When used as a component in 
a potion or spell that affects the mind, the dagorran’s 
crystal imposes a -I penalty on saves against that spell. 

Esperweed: When the esperweed root is eaten, 
have their psionic powers boosted the 
equivalent of five experience levels, gaining additional 
PSPs and powers. The player should calculate the 
additional PSPs the character gains and determine 
which new powers are gained (roll on the Wild Talent 
Tables on pages 397-398 if needed) The character 


does not gain any additional disciplines. 


psionicists 


Item Cost 

Blood, beasthead giant 50 cp 

Blood, drake 800 cp 
Blood, id fiend 1,000 cp 
Crystal, dagorran 250 cp 
Esperweed 1,500 cp 
Eyeball, hej-kin 300 cp 
Eyeball, rhaumbusun 200 cp 
Feather, beasthead giant 50 cp 

Feather, roc 450 cp 
Grave dust 500 cp 
Horn, nightmare beast 2,000 cp 
Muzarich root I50 cp 
Remorhaz thrym 300 cp 
Tomb frost 250 cp 
Warp crystal 300 cp 
White lotus 250 cp 
Yathax sap I00 cp 


Eating esperweed gives a psionicist more control of 
his powers. All power checks are increased by +3 for 
the same duration as the psionic power boost (I turn). 

Wild talents who eat esperweed also gain a boost in 
their psionic power. Their power checks are increased by 
+2, and the character receives an additional 20 PSPs. 

Repeated use can be detrimental. Creatures can eat 
esperweed and enjoy its psionic boosting capabilities a 
number of times equal to their Hit Dice (or current 
experience level) without any ill effects. For each use 
beyond that, the creature's or character's psionic ability 
rapidly fades. Each excess use reduces the creature's 
psionic ability by the equivalent of two experience 
levels. This reduction is permanent, but each reduction 
can be reversed by use of a restoration spell Once 
a creatures psionic ability is reduced to O-level, the 
creature permanently loses its psionics. 

Esperweed only retains its psionic boosting properties 
for a limited time. À root will retain its effectiveness for 
one week after being picked, after which time its potency 
fades quickly into nothingness. 

Eyeball, Hej-kin: The withered eyeball of a hej-kin 
is prized by clerics of elemental earth. When used as a 
material component in a spell from the Sphere of Earth, 
it increases the effective caster level by +I. 

Eyeball, Rhaumbusun: When used as a material 
component in a hold person spell, the glittering eyeball 
of the rhaumbusun doubles the duration of the spell. 
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Feather, Beasthead Giant: The feathers of an eagle- 
head giant can be used in feather fall and other flight- 
oriented spells, doubling the spell’s duration. 

Feather, Roc: Roc feathers are a key ingredient in the 
manufacture of wings and brooms of flying. Using roc 
feathers in a fly spell adds Id20 rounds to the spell’s 
duration. If a mage is scribing a fly spell on a scroll, 
using a perfect roc feather will allow him to double the 
number of spells that may be scribed with the same 
amount of ink. (A roc slain in combat usually has no 
more than Id20 perfect feathers left, for they must be 
undamaged and perfectly clean to serve this purpose.) 

Grave Dust: Gathered from burial sites, this dust is 
blessed by the elements. When scattered as part of an 
attempt to turn or command undead, it adds +3 to the 
priest’s turn or command roll. 

Horn, Nightmare Beast: The horns of a nightmare 
beast, although extremely hard to obtain, are much 
sought after. The horn can be ground and mixed with 
water to create a paste. When consumed, it grants the 
consumer 30 additional PSPs and two wild talents. Its 
effect lasts for 5 rounds. 
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Muzarich Root: When ingested, this rare herb allows 
a character to cast a more convincing illusion. Anyone 
seeking to disbelieve the illusion suffers a -2 penalty to 
their saving throw. 

Remorhaz Thrym: The heat secretion of the remorhaz, 
known to alchemists and wizards as thrym, can be used 
as a material component in any spell that deals fire 
damage. When used in this fashion, a single dose of the 
thrym adds +I point of damage per die rolled. 

Tomb Frost: A fungus that grows only on the bones 
of the dead, when tomb frost is smeared on an individual 
as part of a healing spell, any die rolls for restoring hit 
points with that spell yield the maximum possible result. 

Warp Crystal: A crystal infused with psychic energy, 
when crushed while manifesting a psionic power, it adds 
50% to that power's range. 

White Lotus: When burned as part of a conjuration/ 
summoning spell, any creature summoned with that 
spell gains +I hit point per Hit Die. 

Yathax Sap: The sap of the very rare yathax bush 
can be refined into an elixir which, when imbibed as 
part of casting an enchantment/charm spell, doubles 
the duration of that spell. 


Unusual Weapon 
& Armour Materials 


Due to the absence of metal on their world, Athasians 
have found many different materials can be turned to 
good use in crafting weapons, armour and other items. 
The following information details their characteristics. 


Agafari: Agafari is a bluehued wood from the 
Crescent Forest, known for its resilience and suitability 
as a substitute for metal. Agafari is almost as hard as 
bronze and used for a wide variety of purposes, not least 
to fashion weapons. Although versatile, agafari does not 
hold an edge well, and agafari weapons cannot deal 
slashing damage - all damage from agafari weapons is 
either bludgeoning or piercing. 

Bronze: Bronze weapons are softer than steel but 
about as heavy. They strike at -I damage and cost 75% 
of the price of steel weapons. Bronze is not an inferior 
material and will not break accidentally. 

Chitin: Chitin and shell are used for a variety of 
weapons and armour. Inix and braxat shell are used in 
armour, and the carapace of a flailer is a favoured source 
for a shield. Flailer shell is also used to make daggers 
and arrowheads - the carapace of the conashellae can 
be used for similar purposes. 

Most prized among chitin weapons are those made 
from boneclaw, megapede, and black mastyrial chitin: 
e Boneclaw: Chitin from the greater boneclaw can be 

used to make slashing and piercing weapons that 
deal +I damage, with a 5% chance of dealing I 
bleed damage per round for IdIO rounds. There is 
a 5096 chance that boneclaw chitin weapons shatter 
when used. Boneclaw chitin weapons cost 50% of 
the price of steel. 

e Black Mastyrial: The chitin of the black mastyrial 
can be used to craft slashing weapons that are 
treated as steel in terms of attack and damage rolls. 
For purposes of weapons affected by the inferior 
materials rule, these weapons are considered inferior. 
Black mastyrial chitin weapons cost 75% of the 
price of steel. 

e Megapede: The claws of the megapedes can be 
used to craft chitin arrows that are treated as steel 
in terms of attack and damage rolls. For purposes 
of weapons affected by the inferior materials rule, 
megapede chitin is considered inferior. These arrows 
cost 75% of the price of steel. 
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When it comes to shields, the finest chitin comes 
from the death watch beetle and the dreaded bulette: 
e Bulette: The head plates of the bulette are 

extremely durable and can be fashioned into small 
or medium shields that grant an additional +I, +2 
or +3 to the shield’s normal AC bonus. The cost 
to fashion the tough chitin in this way is I,000 cp 
per +I bonus. 

e Death Watch Beetle: The wing carapace of the 
death watch beetle can be fashioned into a body 
shield that grants an additional +I bonus to the 
shield’s normal AC bonus. It costs 1,000 cp to craft 
such a shield from the beetle’s chitin. 

Crystal: The web of the crystal spider is made from 
a glassy crystal spun into razor-sharp strands. These 
strands of web make excellent edges for spears and 
daggers. Weapons made from this crystal are treated as 
bone weapons for purposes of to hit and damage rolls, 
but weigh only 25% of their normal weight and cost the 
10% of the price of steel. The weapon shatters after a 
month of continual regular use, or after three combats. 

Dasl: Dasl is a crystalline material created by thri- 
kreen and often used to manufacture their weapons. An 
item made from dasl is treated as if it was made from 
steel and is not considered to be made from inferior 
materials. A dasl item costs half as much as one made 
from steel and weighs as much as one made from stone. 

Hide, Drake: The hide of the mighty Athasian 
elemental drake can be crafted into leather, hide, or 
scale armour. This costs 500 cp and takes one month. 
The armour receives an AC bonus equal to the drake’s 
AC minus 20 (ie, leather is AC +2; if made from the 
hide of an air drake with AC 22, then the air drake 
leather armour would have an AC bonus of +4). 

A drake produces enough hide to make three suits of 
leather, two suits of hide, or one suit of scale armour. 

e Fire Drake: Anyone wearing fire drake hide needs 

only half their usual amount of water per day. 
Fire drake hide adds +2 to saving throws against 
all fire-based attacks (save for half or quarter 
damage) and will not burn if exposed to non- 
magical flames. The heat ray from burnflowers 
can't penetrate the protection of a fire drake hide. 
e. Magma Drake: Magma drake armour adds +2 
to saving throws against any fire-based attack (save 
for half or quarter damage) and allows the wearer 
to pass without trace at all times. 


e Silt Drake: Silt drake armour gives a +2 on saves 
against any form of choking, suffocation, or dust 
storm, and reduces damage from such sources to 
a half if the save is failed, or a quarter if the save 
is successful. Its wearer is immune to the Gray 
Death condition caused by airborne silt. 

e Rain Drake: Anyone wearing rain drake armour 
only needs half as much water and receives a 
+2 bonus on rolls against any form of drowning, 
Damage from aquatic sources is halved if the save 
is failed, or a quarter if the save is successful. 

e Water Drake: Anyone wearing, water drake 
armour never suffers from dehydration and can 
breathe underwater so long as he wears the armour. 

Hide, So-Ut: The scales of the so-ut or rampager 

make excellent armour. A complete undamaged so-ut 
hide is required and must be cured by a leatherworker 
and then fashioned by an armourer, costing at least 
500 cp. Such armour can be made into a set of 
scale mail that provides AC 15, weighing 40 pounds. 
Unfortunately, armour made from so-ut hide is treated 
as metal armour, with the attendant heat hazards. 

Ivory: Drawn from claws and horns of Athas’ many 

beasts, ivory is a well-used resource throughout the 
Tablelands. Ivory weapons are treated as bone weapons 
and are considered inferior materials for the purposes of 
weapon breakage Erdlu, sloth, and z'tal claws are used 
to make daggers, erdlu beaks are used to make spears, 
and dune freak claws are used for bladed weapons of all 
sizes. The ivory of the kirre, takis, and drake are prized 
above all other types: 

e Drake: Weapons made from drake ivory are 
treated as non-magical +2 bone weapons. A drake 
ivory weapon costs as much as a steel weapon of 
the same type. It costs 100 cp and takes two 
weeks to craft a drake ivory weapon. 

e  Kirre: The kirre’s horns and tail spike can be used 
to craft bone piercing, weapons that are treated as 
steel weapons in terms of attack and damage rolls. 
Kirre ivory weapons cost 75% of the price of steel 
weapons but weigh as much as bone. 

e Takis: The bony ivory that forms the club of the 
takis tail can be used to craft bone bludgeoning 
weapons that are treated as steel weapons in terms 
of attack and damage rolls. Takis ivory weapons 
cost 75% of the price of steel but weigh as much 
as bone. 
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thas is a desert - sun-scorched and wind-scoured, 
parched and endless. It is, quite literally, a world 
of fire and sand. From the first moments of 
dawn until the last twinkling of dusk, the crimson sun 
shimmers in the olive-tinged sky like a fiery puddle of 
blood. It climbs toward its zenith and the temperature 
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rises relentlessly throughout the day: 40° by midmorning, 
45° at noon, reaching 55 - sometimes even 65 - by 
late afternoon. 

A man cannot drink fast enough to replenish the 
fluids he loses. As the days drag on, he feels sick and 
feeble. If he does not have enough water, he grows too 
weak to move. His mouth becomes dry and bitter, his 
lips, tongue, and throat grow swollen. Before long, his 
blood is thick and gummy. His heart must work hard 
to circulate it. Finally his system overheats, leaving him 
dead and alone in the sands. 
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The wind does little to help matters. As hot as a 
forge's breath, it blows up sandstorms that last 50 days 
at a stretch, speeding the evaporation of water from 
skin and soil alike. À storm can darken the sky at high 
noon, carrying so much sand that it reduces visibility 
to a pace. 

Breezes on Athas are suffocating and dust-laden, 
caking everything they touch with yellow-orange silt, 
spoiling food, and filling a man’s eyes with pasty mud. 
Even still days are perilous. Columns of superheated air 
can rush upward in terrific whirlwinds, carrying dust, 
plants, and men to great heights - then suddenly dying 
away and leaving their reluctant passengers to fall to a 
horrible death. 

This section contains information on adventuring in 
Athas, including the effects of the weather, heat stroke, 
and dehydration, and details on the planes of existence. 
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Temperature 
See the tables below to determine the highest temperature in the day and temperature effects. 
Tablelands, Sea of Silt Valley of Dust and Fire 


Day Night Day Night 


2d6 Roll 

2 

3 

4 

5 

6 Very Hot 

7 Very Hot Very Hot 

8 Very Hot Very Hot 

9 Very Hot Furnace 

10 Very Hot Furnace Very Hot 
II Furnace Inferno Very Hot 
12 Furnace Inferno Furnace 


Furnace 


Inferno 


Wind 
Roll on the table below to determine wind strength. The Wind Effects table is repeated here, with additional detail 
on the wind’s effects on the Gray Death. 


Wind Strength Wind Effects 
Sea of Silt, Tablelands Valley of Dust and Fire Average Sailing speed Wheel speed Gray Death 
] ; Winds Speed modifier modifier radius 
x c al ee nite Adverse x x xI zm 
irl nl ur d Hh t None O mph N/A xI _ 
i d ze " erate ur Light IO mph xI xI - 
i aM s EE Moderate 20 mph x2 xI 0 
5 Moderate Light Strong Strong » 
Strong 30 mph x3 xI I 
6 Moderate Light Storm Strong 5 y 
7 Mod Mod S S Storm 55 mph x3 Xa 5 
— — — — Sirocco 70+ mph x4á** xA ** 20 
8 Strong Moderate Storm Storm 
9 S Mod Si S * Check silt-worthiness. 
trong Dd meee torm ** Check silt-worthiness at -9. 
IO Storm Strong Sirocco Storm Also roll Id6. On a 5 or 6, winds are adverse. When adverse winds 
II Storm Strong Ash Storm Sirocco are Storm strength or greater, any wind-powered vessel or vehicle will 
I9 Sirocco Storm Ash Storm Ash Storm be blown off-course by half its movement rate. 


Dehydration 


e An active Medium character (hard exertion, 
walking, riding, etc.) needs I gallon of water per day. 

e An active Small character (such as a halfling) 
needs I/2 gallon of water per day. 

e An active Large character (such as a half-giant) 
needs four gallons of water per day. 

e Thri-kreen need I gallon of water per week. 

e An inactive character (sitting, resting, sleeping, 
etc.), needs I/2 their normal water rations. 

e A character in the shade during the entire day 
needs I/2 their normal water rations. 

e A character travelling at night needs I/2 their 
normal water rations. 

e A character wearing a full suit of metal armour 


requires twice their normal water rations. 


Dehydration Effects 
Amount of Water 


Constitution Loss 


Full requirement None 
Half or more of requirement Id4 
Less than half of requirement Id6 


Constitution loss occurs at midnight on the day the 
character did not receive full water rations. A character 
drinking full water rations regains Id8 Con at the end 
of that day. Lost hit points return at the normal rate. 


Wind Effects 


Moderate winds cause Gray Death conditions for silt 
waders or silt walkers only. 

Strong winds cause Gray Death conditions for anyone 
within one mile of the dust basin and flyers at less than 
500' altitude. Aerial movement costs double. 

Storm winds cause Gray Death conditions for 
anyone within five miles of the dust basin and all 
flyers, regardless of altitude. Terrain costs triple; aerial 
movement costs quadruple. 

Sirocco winds cause Gray Death conditions for 
anyone within 20 miles of the dust basin. No flight or 
surface movement is possible. Siroccos lasts Id4 days 
and nights (I day in the Valley of Dust and Fire). Do 
not reroll weather until the storm blows itself out. 

Ash Storm conditions prevent all movement, and 
scouring, lightning, and Gray Death conditions exist for 
all exposed characters. 
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Heat Stroke and Cold Damage 


e An unprotected character takes Constitution 
damage from heat stroke/cold at the level and 
frequency for the day’s temperature. 

e A successful heat protection check negates all 
damage from heat stroke/cold for that day. 

e An argosy, building, or cave provide varying 
degrees of shelter from heat stroke (see below). 

e Elves never take Constitution damage from heat 


stroke or cold. 


Shade and Shelter 


e A parasol, lean-to, overhang, cave, tent, building or 


argosy provide shade, reducing water requirements 
by half 

An argosy provides partial shelter, reducing the 
temperature by one category for the purposes of 
heat stroke. 

A building provides improved shelter, reducing 
the temperature by two categories for the purpose 
of heat stroke. 

A cave provides total shelter, negating heat stroke 
for that day. 

Characters who cannot find shade when resting 
during the day must save vs. poison or fail to be 
fully rested (unable to recover spells or hit points). 


The Gray Death 
The Gray Death is suffocation from windborne dust while 


wading or flying above the silt (or even travelling near 
its borders) on windy days. The lungs and throat slowly 
clog with dust, and unprotected characters travelling in 
these conditions suffer as if they were drowning, except 
all times are computed in turns, not melee rounds. The 
Gray Death also imposes a +4 initiative penalty and 
-4 to hit and damage on all creatures enveloped by it. 

Breathing through a thin, fine cloth (such as a filter 
mask) halves the initiative and attack roll penalties and 
avoids suffocation. The cloth must be kept damp and 
clean, which consumes I/2 gallon of water per day (2 
gallons for Large creatures). 

Dust goggles will further reduce initiative and attack 
roll penalties by one point. 

Taking refuge in a building or other protected area 
will also negate any penalties caused by the Gray Death. 


221 


Adventuring 


Encounters 
Encounter Frequency and Chance 
Time of Day 
Terrain Type Chance 7—10 a.m. II a.m.—2 p.m. 3—6 p.m. 7—10 p.m. II p.m.—2 a.m. 3-6 a.m. At Least I 
Boulder field 2 in IO x = x x x = 59% 
Forest 2 in IO X X x x x x 74% 
Forest ridge 3 in IO x x x x x = 83% 
Mountain 3 in IO x ud xu x x x 66% 
Mud flat/swamp 4 in IO x x x x x x 95% 
Rocky badlands 2 in 10 x = Ds x x = 49% 
Salt flat I in IO = = x = = x 19% 
Sandy waste I in 10 x = 5s = = = 27% 
Scrub plains I in IO x E x x = x 34% 
Silt, deep I in 10 = Em x = = = 10% 
Silt, normal I in IO x = = = x = 19% 
Stony barrens 3 in IO ni zn = K ae E 30% 
Verdant belt 2 in IO x ES x = - = 36% 
Visibility Ranges (in yards) 

Condition Movement Spotted Type ID Detail 

Clear sky 1,500 1,000 500 100 10 

Fog, dense or blizzard 10 10 D 5 3 

Fog, light or snow 500 200 100 30 IO 

Fog, moderate I00 50 25 I5 IO 

Mist or light rain 1,000 500 250 30 IO 

Night, both moons 200 I00 50 25 i5 

Night, full moon 100 50 30 10 

Night, no moon 50 20 10 5 

Sand, blowing 100 50 25 I5 IO 

Sandstorm, mild 50 25 I5 IO 

Sandstorm, driving 10 10 5 5 

Silt Sea, calm 500 200 100 50 25 

Silt Sea, rolling 100 50 25 10 5 

Twilight 500 300 150 30 10 
Movement Large parties (such as army units) make the check 


A normal day's marching lasts for IO hours, including 
reasonable stops for rest and meals. Under normal 
conditions, a character can walk twice his movement 
rate in miles in those IO hours. 

Characters can also force march, intentionally hurrying 
along, at the risk of exhaustion. Force marching enables 
a character to travel 2 I/2 times his movement rate 
in miles. At the end of each day of the march, the 
character must roll a Constitution check (or save vs. 
death for creatures without Constitution scores), with a 
-I penalty for each consecutive day of force marching. 


at the average Constitution of the group. If the check 
is passed, the force marching pace can be continued 
the next day. If the check fails, no more force marching 
attempts can be made for half a day per day of force 
marching. Even if the Constitution check fails, characters 
can continue overland movement at their normal rate. 

Each day of force marching results in a cumulative -I 
penalty to all attack rolls. Half a day’s rest is required 
to remove one day’s worth of force marching penalty. 
Characters who have managed to force march for eight 
straight days suffer a -8 penalty to their attack rolls; it 
takes four days of rest to return to no attack roll penalty. 
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Overland Movement Rates 


Race Movement Rate Movement Points Forced March 
Aarakocra 36 (fly), 6 (walk) I2 I5 
Dwarf 9 I8 22 
Elf* I2 24 30 
Half-elf 2) 24 30 
Half-giant I5 30 37 
Halfling 6 I2 I5 
Human I2 24 30 
Mul** I2 24 30 
Pterran I2 24 30 
Thri-kreent 18 36 45 


* For overland movement, an elf may add his Constitution score to his movement points to determine his actual daily 
movement rate. These figures are for an average elf; elves with Dexterity of I3 or higher receive a bonus to their movement rate. 
** This is for a normal 10-hour marching day. A mul can move for 20 hours per day on each of three consecutive days. The 
fourth day must be one of rest in which the character only travels for 10 hours. A "resting" mul can still make a forced march. 
t This is for a normal 10-hour marching day. A thri-kreen can always move for 20 hours per day. 


Mounted Overland Movement 


Mount Movement Rate Movement Points Double Speed* Triple Speed** 
Crodlu 24 24 48 72 
Crodlu, heavy 18 18 36 54 
Inix I5 I5 30 45 
Kank 108) 15 30 45 
Mekillott 9 9 = = 


* Save vs. death or go lame for the rest of the day, and cannot go double speed until resting for one day. For each successive 


day at double speed, save at -I. 


** Save vs. death at -3 or die. If successful, the mount is lame for Id3 days. 


t Mekillots cannot be driven to double or triple speed. 


Terrain Costs for Overland Movement 


Terrain Type Movement Point Cost 


Boulder field 
Forest 

Forest ridge 
Mountains 
Mud flat/swamp 
Rocky badlands 
Salt flat 

Sandy wastes 
Scrub plains 
Silt (wading) 
Stony barrens 


Verdant belt 2 
Trail: Half normal cost for terrain type traversed by the trail. 
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Roads: In areas of level or rolling ground, such as forests and 
plains, roads reduce the cost to % point per mile. 

In mountains and other difficult terrain, roads reduce the 
cost to half normal for the terrain type traversed by the road. 


Using Proficiencies with Movement 


A character with the endurance non-weapon proficiency 
can force march for twice as long before requiring a 
Constitution check, and can substitute an endurance 
proficiency check in place of a Constitution check if 
desired. 

A character with the running non-weapon proficiency 
can double his movement rate for a day, but must rest 
for 8 hours thereafter. A successful proficiency check 
(at -I if the character was in combat during the day) 
allows him to continue running for another day. If 
the character also has endurance, he can double his 
movement rate for two days before needing to make a 
running proficiency check. 

A mul with the running non-weapon proficiency can 
double his movement rate for 24 + Con hours before 
needing to rest or make proficiency check, or 48 + Con 
hours if he also has the endurance proficiency. 
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Becoming Lost 


Roll on the table below to determine the chance of becoming lost, according to terrain type. Depending on the 


situation, modifiers may apply to this check; see the additional table for these modifiers. 


Chance of Becoming Hopelessly Lost 


Lost Modifiers 


Terrain % Chance Condition Modifier 
Boulder field 20% Featureless* +50% 
Forest 70% Darkness, no moons +70% 
Forest ridge 80% Darkness, one moon +35% 
Mountain 50% Darkness, both moons +15% 
Mud flat/swamp 60% Overcast +30% 
Rocky badlands 40% Navigation check -20% 
Salt flat 10% Landmark sighted -15% 
Sandy waste 20% Local guide Variable** 
Scrub plains 30% Poor trail -10% 
Silt, deep 20% Raining +10% 
Silt, normal 10% Directions Variable** 
Stony barrens 10% Fog or mist +30% 
Verdant belt 30% 


* This would apply, for example, when the characters are sailing out of sight of land. 
** The usefulness of directions and the knowledge of a guide are entirely up to the DM. Sometimes these are very helpful but at other 


times only manage to make things worse. 


Use of Vehicles 


Wagons, carts, and similar conveyances must be 
pulled by kanks, crodlu, mekillots, or the like. A cart 
is any wagon of less than I,000 pounds capacity; carts 
generally have two wheels and can be drawn by one 
kank or crodlu. Open, enclosed, and armoured caravan 
wagons that require multiple draft animals also require 
a teamster to drive them - a teamster is any character 
with the animal handling proficiency. The teamster does 
not need to make any proficiency checks unless adverse 
circumstances arise that would threaten the animals. 

Wagons can be easily broken, especially when in 
difficult terrain. For every day of travel, a wagon has a 
I% chance of breaking down (broken axle or wheel, the 
floor gives way, etc.). For every day of travel in rocky 
badlands, stony barrens, or mountain terrain, there is a 
3% chance of breaking down. These chances are not 
cumulative with the passage of time. Broken wagons 
can be repaired by someone with the carpentry or 
engineering, proficiency. 

A wagon moves at the speed of its beasts of burden. 
The animals cannot be pushed to double or triple their 
normal speed while pulling a wagon. 


Chariots are pulled by kanks or crodlu. Kank or 
crodlu teams of one, two, or four may be used to 
pull chariots holding no more than one, two, or three 
warriors, respectively. Chariots are more fragile and tend 
to break down during times of high speed and stress 
(such as combat). Use the wagon breakdown rates for 
day-to-day movement. However, in combat these same 
percentage chances apply per round, and are doubled 
if the chariot is turned more than 45° while at high 
speeds. 

Additionally, whenever a light chariot is moving at 
full speed (or faster than half speed for a heavy chariot) 
and attempts to tum more than 45, the driver must 
make a charioteering proficiency check to avoid losing 
control and flipping the vehicle. Those inside must also 
make Dexterity checks to avoid 3d6 points of damage 
if the vehicle careens and tips (2d6 damage in a heavy 
chariot. 

Howdahs are small structures built for the backs of 
mekillots and inix. Having a howdah does not reduce 
the animal's carrying capacity, and it can still move 
at double or triple rate, subject to the lameness and 
exhaustion rules in the Dungeon Master's Guide. 
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The Planes 


The Black is one of two planes that directly touch 
Athas; the other is the Gray. The Black, a realm of 
chill darkness similar to the Demiplane of Shadow, 
can be accessed wherever light creates shadows. In the 
absence of light, no connection to the Black exists. 

The Gray is a dreary, endless space, the place 
Athasians go when they die. This infinite expanse of 
ashen haze attracts the spirits of the dead once they give 
up the confines of their mortal raiment. In the Gray, 
the dead exist in a sort of limbo. Eventually, the spirits 
of the dead are dissolved and absorbed into the Gray, 
much as their corpses are slowly obliterated by rot and 
decay on Athas. 


Getting Lost in the Gray 


Barriers exist between Athas and other places. In the 
case of other planes of existence, the Gray impedes travel. 
In the case of other places in the Prime Material Plane, 
the crystal sphere surrounding Athas is impenetrable. 
Consequently, travel via spelljamming is impossible, and 
planar travel is much more difficult. 

When it comes to magical and psionic means of 
planar travel, the buffer formed by the Gray imposes 
some restrictions. Spells and psionic powers that provide 
access to or contact with other planes, including astral 
spell, ethereal traveller, gate, plane shift, and probability 
travel, require an additional check to see if the energy 
of the spell cuts through the barrier formed by the Gray. 

A priest reaching out to his patron element doesn’t 
need to make this check. Other characters modify the 
check by adding their level to the number rolled. For 
example, if a 9th-level preserver casts contact other 
plane, he adds +9% to the check. 

The same holds true for those trying to contact or 


reach Athas. The barrier formed by the Gray impedes 


travel in both directions. 


Piercing the Gray 


Result Outer/Astral Plane Inner/Ethereal Plane 
Lost OI-I5 OI-08 
Failure 16-95 09-65 
Success 96-100 66-100 


A Lost result indicates the caster has been lost in the Gray (if he 
was using a travel spell or power) or that the spell or power fails. 


A Failure result indicates that the spell or power has no effect. 


A Success result indicates that the spell or power works. 
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If a character tries to travel to or from Athas in a 
planar fashion, there's a chance hell get lost in the 
Gray. In. the Gray, lost characters get one chance each 
day to find their way back to where they started. In 
no case can they go forward! The character must roll 
their Intelligence score or less on IdIOO. If this check 
fails, not only does the character remain lost, but the 
life-sapping effects of the Gray begin to take a toll. 
The character permanently loses one Constitution 
point. If the character can't find his way back and 
his Constitution score falls to 0, he is absorbed into 
the Gray and dies. If he does return, lost Constitution 
points can only be restored by powerful magic. 
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(he priests of Athas worship the beings that 
inhabit the elemental and paraelemental planes, 
as there are no gods on Athas. Spells that indicate 

some contact with a deity instead reflect contact with a 
powerful being of the elemental planes. 

In a Dark Sun campaign, priest spells fall into eight 
spheres associated with the four elemental planes or the 
four paraelemental planes, as well as a separate Sphere 
of the Cosmos. This last sphere is by far the largest, 
though the others hold more specialised and generally 
more powerful spells. 

All elemental priests on Athas draw magical energy 
(the energy with which they cast spells) from one of 
the elemental or paraelemental planes and the Sphere 
of the Cosmos. In other words, they have major access 
to the sphere of the element they worship, plus minor 
access to the Sphere of the Cosmos. 


Druids dedicate themselves to the spirits of the land, 
mighty manifestations of Athas’ living essence. Each 
druid has pledged to defend a particular part of Athas, 
and receives the support of that location’s spirit. 


As a consequence, druids have major access to the 
Sphere of the Cosmos, and minor access to one or 
more elements, depending on the precise nature of their 
guarded lands. 

Templars follow the sorcerer-kings, receiving their 
spells from these immortal monarchs. They have major 
access to the Sphere of the Cosmos and all elements 
(but not paraelements), thus a templar can cast almost 
any spell he desires, so long as he is rested and in good 
favour with his liege. 

This section details the Spheres of the Cosmos and 
the elements, and presents new and changed spells for 


the Dark Sun game. 
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Sphere of Air 


First Level 

Create Holy Element* 
Curse of Tongues* 
Deep Breath* 
Elemental Bonding* 
Feather Fallt 

Feather Flight* 


Second Level 
Channel Stench* 
Coat of Mist* 
Dust Devil 
Merciful Shadows* 
Slave Scent* 

Steal Breath* 
Whispers* 

Winds of Change* 


Third Level 

Air Lens* 

Call Lightning 

Conjure Lesser Elemental* 
Create Smoke* 

Gust of Windt 

Wind Wallt 


Fourth Level 

Control Temperature, 10 Radius 
Chimes of Finding* 

Defiler Scent* 

Flyt 

Protection from Gas, 5' Radius* 
Protection from Weather* 


Fifth Level 

Air Walk 

Cloud of Purification* 
Conjure Elemental* 
Control Winds 
Elemental Forbiddance* 
Good Weather* 

Sands of Time* 


Sandstorm* 


Italics denotes a reversible spell. 


Spell Lists 


Sixth Level 

Aerial Servant 

Isolate Templar* 
Mark of the Hunted* 
Silt Tides* 

Watchful Eyes* 


Weather Summoning 


Seventh Level 

Conjure Greater Elemental* 
Control Weather 

Create Shrine* 

Initiation* 

Sirocco* 

Silt Cyclone* 

Wind Walk 


Sphere of Earth 
First Level 


Boneflint* 

Create Holy Element* 
Elemental Bonding* 
Fist of Stone* 
Fossilisation* 


Magical Stone 


Second Level 


Boneiron* 

Burrow* 

Earthen Grasp* 

Fool’s Goldt* 

Footsteps of the Quarry* 
pic 

Soften Earth and Stone* 


Third Level 
Bramblestaff* 

Conjure Lesser Elementa} 
Curse of the Black Sand* 
Meld Into Stone 

Oil Spray* 

Sand Spray* 

Stone Shape 


Stoneiron* 
toneiron 


* denotes a new or changed spell, detailed in this chapter. 


** denotes a spell from the Tome of Magic. 
T denotes a wizard spell. 
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Fourth Level 


Infestation* 


Return to the Earth* 
Sand Warriors* 
Spawn Song* 

Stone of Sharpening* 
Thorns of Binding* 
Whirlpool of Doom* 
Woodiron* 


Fifth Level 

Conjure Elemental* 
Crumble* 

Elemental Forbiddance* 
Ironskin* 

Rejuvenate* 

Spike Stones 

Transmute Rock to Mud 
Tree Growth* 


Sixth Level 
Heartseeker* 
Isolate Templar* 
Sand Blade* 
Silt Tides* 
Stone Tell 


Transmute Water to Dust* 


Seventh Level 

Animate Rock 

Conjure Greater Elemental* 
Create Shrine* 

Glass Storm* 

Earthquake 

Initiation* 

Silt Cyclone* 

Transmute Metal to Wood 


Sphere of Fire 


First Level 

Create Holy Element* 
Elemental Bonding* 
Endure Heat/Endure Cold 
Faerie Fire 

Fire Burst* 

Log of Everburning** 


Second Level 

Clues of Ash* 

Fire Trap 

Flame Blade 

Heat Metal 

Produce Flame 

Resist Fire/Resist Cold 


Third Level 

Conjure Lesser Elemental* 
Create Smoke* 

Flame Walk 

Heat Exhaustion* 
Protection from Fire 
Pyrotechnics 


Fourth Level 
Channel Flame* 
Everlasting Fire* 
Fire Lance* 


Fire Shieldt 
Fire Wake* 
Produce Fire 


Fifth Level 

Conjure Elementa 
Elemental Forbiddance* 
Flame Harvest* 


Flame Strike 


Protection from Fire, 15’ Radiust 


Wall of Fire 


Sixth Level 


Isolate Templar* 

Fiery Constrictor* 
Fire Seeds 

Spirit of Flame* 

Sunstroke* 


Watchfire* 


Seventh Level 

Chariot of Sustarre 

Conjure Greater Elementa 
Create Shrine* 

Fire Storm 

Initiation* 

Proof against Fire* 


Sphere of Magma 


First Level 

Burning Sands* 

Create Holy Element* 
Elemental Bonding* 
Endure Heat/Endure Cold 
Magical Stone 

Obsidian Blade* 


Second Level 

Heat Metal 

Pic 

Produce Flame 

Resist Fire/Resist Cold 
Smelting* 


Stoneflame* 


Third Level 

Conjure Lesser Elementa} 
Magma Jet* 

Meld Into Stone 
Protection from Fire 


Pyrotechnics 
Stone Shape 


Fourth Level 

Fire Wake* 

Magma Blade* 
Magma Shield* 
Melt Metal* 
Produce Fire 
Whirlpool of Doom* 


Fifth Level 

Conjure Elemental* 
Cloudkillt 

Elemental Forbiddance* 


Protection from Fire, 15’ Radiust 


Transmute Rock to Mud 
Wall of Fire 
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Sixth Level 

Death Fogt 

Farthwrack* 

Isolate Templar* 

Magma Blast* 

Transmute Rock to Magma 
Transmute Sand to Glass* 


* 


Seventh Level 

Conjure Greater Elementa 
Create Shrine* 

Farthquake 

Eruption* 

Initiation* 


Magma Tunnel* 


Sphere of Rain 


First Level 

Create Holy Element* 
Create Water* 
Elemental Bonding* 


Frost Fingers* 


Second Level 
Coat of Mist* 
Crystallise* 
Frost Breath* 


Hailstone* 


Third Level 
Cloudburst* 

Conjure Lesser Elemental* 
Ice Spikes* 

Water Breathing 


Fourth Level 

Acid Rain* 

Ice Blade* 

Soothe* 

Protection from Weather* 


Water Trap* 


Fifth Level 

Cloud of Purification* 
Conjure Elemental* 
Elemental Forbiddance* 
Good Weather* 


ey 
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Sixth Level 

Isolate Templar* 

Part Water 

Transmute Water to Dust* 
Weather Summoning 


Withering Touch* 


Seventh Level 

Conjure Greater Elementa 
Create Shrine* 

Heart of Ice* 

Initiation* 

Water Form* 


Sphere of Silt 


First Level 

Create Holy Element* 
Elemental Bonding* 
Sea Legs* 


Silt Swimmer* 


Second Level 

Black Sand* 

Burrow* 

Pic 

Soften Farth and Stone* 


Third Level 

Conjure Lesser Elemental* 
Curse of the Black Silt* 
Oil Spray* 

Sand Spray* 


Fourth Level 

Curse of the Choking Sands* 
Enervationt 

Evard’s Black Tentaclest 
Sand Warriors* 

Spawn Song* 

Whirlpool of Doom* 


Fifth Level 

Conjure Elemental* 
Crumble* 

Dispel Water* 
Elemental Forbiddance* 


Sixth Level 
Isolate Templar* 
Sand Blade* 
Silt Tides* 


Seventh Level 

Conjure Greater Elementa 
Create Shrine* 

Glass Storm* 

Initiation* 

Silt Cyclone* 


Sirocco* 


Sphere of Sun 


First Level 

Create Holy Element* 
Elemental Bonding* 
Endure Heat/Endure Cold 
Spark of Blinding* 


Sunscorch* 


Second Level 

Create Mirage* 
Healing Rays* 

Heat Metal 

Merciful Shadows* 
Resist Fire/Resist Cold 


Third Level 

Air Lens* 

Conjure Lesser Elementa 
Heat Exhaustion* 
Protection from Fire 
Pyrotechnics 


Sunblade* 


Fourth Level 

Control Temperature, 10’ Radius 
Mirage of Despair* 

Mirage Wall* 

Produce Fire 


Sunburst* 


Fifth Level 

Conjure Elementa 
Elemental Forbiddance* 
Reflect* 

Unearthly Heat* 


Sixth Level 
Isolate Templar* 
Sol’s Searing Orb** 


Sunstroke* 


(88) 


Seventh Level 

Conjure Greater Elementa 
Create Shrine* 

Dehydrate* 


Initiation* 


Sunray 


Sphere of Water 


First Level 

Create Holy Element 
Create Water* 
Elemental Bonding* 
Purify Food and Drink 


Second Level 
Clear Water* 
Coat of Mist* 
Crystallise* 

Speak with Water* 
Water Witch* 


Third Level 
Bramblestaff* 

Circle of Life* 

Conjure Lesser Elemental* 
Create Food and Water* 
Water Breathing 

Water Walk 


Fourth Level 

Acid Rain* 

Curse of the Choking Sands* 
Lower Water 

Lungs of Water* 

Protection from Weather* 
Reflecting Pool 

Soothe* 

Thorns of Binding* 

Water Trap* 


Fifth Level 

Cloud of Purification* 
Conjure Elementa 
Crumble* 

Elemental Forbiddance* 
Good Weather* 


Rejuvenate* 


Sands of Time* 
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Sixth Level 

Heartseeker* 

Isolate Templar* 

Part Water 

Transmute Water to Dust* 


Waters of Life* 


Seventh Level 

Conjure Greater Elemental* 
Create Shrine* 

Dehydrate* 

Initiation* 

Water Form* 


Sphere of the Cosmos 


First Level 

Animal Friendship 
Bless 

Combine 

Command 

Cure Light Wounds 
Detect Evil 

Detect Magic 

Detect Poison 

Detect Snares & Pits 
Entangle 

Hand of the Sorcerer-King* 
Invisibility to Animals 
Invisibility to Undead 
Light 


Locate Animals or Plants 
Pass Without Trace 
Proof against Undeath* 
Protection from Evil 
Remove Fear 

Sanctuary 


Shillelagh 


Second Level 

Aid 

Altruism* 

Augury 

Barkskin 

Black Cairn* 
Bonewood* 

Chant 

Charm Person or Mammal* 
Create Holy Symbol** 
Cure Moderate Wounds 
Detect Charm 

Enthrall 

Find Traps 

Goodberry 

Hold Person* 

Know Alignment 
Messenger 

Might of the Sorcerer-Kings* 
Obscurement 

Silence, I5' Radius 


Slow Poison 


Snake Charm* 


Speak With Animals 
Spiritual Hammer 
Trip 

Warp Wood 
Withdraw 

Wyvern Watch 


Third Level 

Animate Dead 

Continual Light 

Cure Blindness or Deafness 
Cure Disease 

Cure Serious Wounds 
Dispel Magic 

Feign Death 

Glyph of Warding 

Hold Animal 

Locate Object 

Magical Vestment 
Negative Plane Protection 
Plant Growth 

Prayer 

Ranike Cloud* 

Remove Curse 

Remove Paralysis 

Snare 


Speak With Dead 
Spike Growth 
Starshine 
Summon Insects 


Tree 


Fourth Level 

Abjure 

Animal Summoning I 
Call Woodland Beings* 
Cloak of Bravery 

Cure Critical Wounds 
Detect Lie 

Divination 

Free Action 

Giant Insect 
Hallucinatory Forest 
Hold Plant 

Image of the Sorcerer-Kings* 
Imbue with Spell Ability 
Neutralise Poison 

Plant Door 

Protection from Evil, 10’ Radius 
Repel Insects 

Spawn Song* 

Speak With Plants 
Spell Immunity 

Sticks to Snakes 
Tongues 

Weather Stasis* 


Fifth Level 

Animal Growth 
Animal Summoning II 
Anti-Plant Shell 
Atonement 
Commune* 


Commune with Nature 


Dispel Evil 
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Heal 

Heart Call* 
Insect Plague 
Magic Font 
Moonbeam 
Pass Plant 
Plane Shift 
Quest 
Rainbow 
Rejuvenate* 
Tree Growth* 
True Seeing 


Sixth Level 

Animal Summoning III 
Animate Object 
Anti-Animal Shell 
Blade Barrier 

Conjure Animals 
Create Tree of Life* 
Find the Path 

Heroes’ Feast 

Isolate Templar* 
Liveoak 

Raise Dead 

Speak With Monsters 
Transport via Plants 
Tum Wood 

Unliving Identity* 
Wall of Thorns 
Wisdom of the Sorcerer-Kings* 


Seventh Level 
Astral Spell 

Bane of the Defilers* 
Changestaff 


Confusion 


Conversion* 
Creeping Doom 
Exaction 


G ate 

Holy Word 
Regen erate 
Reincarnate* 
Restoration 
Resurrection 
Succour 


Sill 
Wild Lands* 
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Spell Descriptions 
Acid Rain 


(Conjuration) 

Sphere: Rain, Water 

Level: 4 

Range: 120 yards 

Components: V, 3 

Casting Time: 5 

Duration: I round/level 

Area of Effect: 20-foot cube 

Saving Throw: Special 

This spell makes a toxic shower that covers all within 
its area of effect. The droplets are a corrosive acid that 
eats through metal, cloth, and flesh. Creatures caught 
beneath the rain take 2d6 points of damage. It is easy 
enough to move out of the cube, but those who cannot 
continue to take Id6 points of damage for each round 
spent in the rain. Anyone who fails to make a successful 
saving throw vs. spell must make item saving throws vs. 
acid for exposed equipment as well. 


Air Lens 


(Alteration) 
Sphere: Air, Sun 
Level: 3 
Range: 90 yards 
Components: V, S, M 
Casting Time: 3 
Duration: 3 rounds +I round/level 
Area of Effect: Special 
Saving Throw: None 
By means of this spell, the priest creates a magical lens 
high in the air, with which he can direct intensified 
rays of the sun against his enemies. The caster must 
be in the sunlight for the duration of the spell. Once 
cast, the priest can attack with the lens twice per round, 
against one or two creatures within range of the spell. 
Attack rolls are made for each attack, and the priest 
suffers no non-proficiency penalty. Targets under cover 
receive benefits for both cover and concealment. Each 
hit inflicts 2d6 points of damage. Creatures resistant to 
heat or fire take only half damage. 

The spell can be used to ignite flammable materials. 
When doing so against non-mobile targets, no attack roll 
is necessary - any normally combustible materials (cloth, 


wood, paper, and so or) ignite. Personal equipment can 
be targeted, but the priest must make a successful attack 
roll with a -4 penalty. If hit, the article of equipment 
ignites; burning clothing inflicts Id6 points of damage 
for Id6 rounds or until discarded. Burning shields 
become useless. The flames so created are not magical 
and can be extinguished normally. Magical darkness 
can negate the effects of this spell, and magical shade 
reduces damage by half. 

The material component for this spell is a small, 
round piece of glass. 


Altruism 


(Invocation) 

Sphere: Cosmos 

Level: 2 

Range: Touch 

Components: V, S 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: Creature touched 

Saving Throw: None 

With this spell, a priest can transfer as many of his hit 
points as desired to heal a willing, living being of any 
alignment not directly opposed to his own (good vs. evil 
or lawful vs. chaotic). Each hit point transferred restores 
one hit point lost by the subject creature. These hit 
points cannot be taken back once the spell has been 
cast. The priest’s current hit points are reduced by the 
amount actually transferred, and these can be restored 
by normal or magical healing. The creature cannot 
receive more hit points than its normal maximum. 


Bane of the Defilers 


(Necromancy) 

Sphere: Cosmos 

Level: 7 

Range: 0 

Components: V.S. M 

Casting Time: I turn 

Duration: I day 

Area of Effect: Special 

Saving Throw: Special 

This spell turns an ordinary missile weapon of wood, 
metal, or stone into a deadly projectile of defiler slaying, 
adding +3 to attack rolls. Any defiler struck takes 
double damage and must save vs. spells or be slain. 
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Black Cairn 


(Divination) 

Sphere: Cosmos 

Level: 2 

Range: I mile/level radius 

Components: V, S, M 

Casting Time: I hour 

Duration: Special 

Area of Effect: Special 

Saving Throw: None 

After this spell is cast, the priest knows the location of 
a corpse (animal or otherwise). When casting the spell, 
the priest must first find several black stones, each one 
bigger than a fist. The priest then stacks them in a 
small pile, or cairn, and sits and stares at the blackness 
of the stones until he receives a vision of the corpse's 
location. 

If the caster has an item belonging to the corpse, the 
casting time is reduced by half. Templars and druids 
can cast this spell; elemental and paraelemental clerics 
cannot. 


Black Sand 


(Necromancy) 

Sphere: Silt 

Level: 2 

Range: 100 yards 

Components: V, S 

Casting Time: 4 

Duration: I round/level 

Area of Effect: 20-foot radius spread 

Saving Throw: Special 

This spell infuses an area of sand with energies from the 
Black. The affected area swallows light, emitting magical 
darkness rising to a height of 20 feet over the surface. 
Creatures that come in contact with the sand take 
Id4 points of cold damage per round (no save). Those 
reduced to 0 hit points crumble into black sand 
themselves. 

Creatures can save against spells to avoid being 
caught in the area upon which the spell is first cast. 
Only the surface of the sand is affected by the spell, 
So creatures burrowing beneath an area of black sand 
are unaffected unless they break its surface. Creatures 
that do so immediately take damage from the spell as 
indicated above.. 


Boneflint 


(Alteration) 

Sphere: Earth 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 

Saving Throw: None 

This spell gives stone weapons the properties of a 
weapon made of bone, reducing the weapon’s attack 
and damage penalties from -2/-I to -I/-I. To a native 
of impoverished Athas, this can mean the difference 
between life and death. One Large, two Medium, or 
three Small weapons can be affected by this spell. 

The dweomer lasts until the spell's duration ends or 
until a missile that has been enchanted with this spell 
strikes its target. 

The material component is a chip of stone tied to a 
chip of bone. 


Boneiron 


(Alteration) 

Sphere: Earth 

Level: 2 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 

Saving Throw: None 

This toned-down version of enchanted weapon transforms 
bone weapons into their regular metal counterparts with 
regard to attack and damage capabilities. All penalties 
are thus removed, and there is no chance of the weapon 
breaking, One Large, two Medium, or three Small 
weapons can be affected by this spell. 

Casting the spell on a single weapon repeatedly will 
not cause the weapon to become +I or better. As with 
enchanted weapon, the only time the dweomer ends 
early is when it is cast on a missile and the missile hits 
its target. The spell also can be used in the creation of 
permanent magical weapons of bone. 

The material component for this spell is the tooth of 
a carnivorous animal. 
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Bonewood Burning Sands 
(Alteration) (Alteration) 
Sphere: Cosmos Sphere: Magma 
Level: 2 Level: I 


Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 

Saving Throw: None 

This spell toughens wooden weapons sufficiently so that 
they are the equivalents of their bone counterparts; thus, 
their attack and damage penalties drop from -3/-2 to 
-I/-I. The weapons are also fireproof while the spell 
lasts. 

One Large, two Medium, or three Small weapons 
can be affected by this spell; missiles will lose their 
enchantment early if they hit a target. 

Repeated castings provide no additional benefits. 
Anyone wishing to create a relatively powerful bone 
weapon must use enchant an item and permanency 
spells as well. Aside from being fireproof, normal wooden 
weapons such as clubs and staves gain no additional 
benefits. 

The material components for this spell are a three- 
inch strip of wood and a fragment of bone of roughly 
equal length. 


Bramblestaff 


(Alteration) 

Sphere: Earth, Water 

Level: 3 

Range: 0 

Components: S. M 

Casting Time: I round 

Duration: I turn 

Area of Effect: I wooden staff or club 

Saving Throw: None 

The bramblestaff spell causes an ordinary wooden staff 
or club to sprout thick, extremely hard spikes on one 
end, just like a staff made from bramblewood. 

If used as a melee weapon, the bramblestaff adds +2 
to the casters attack roll and inflicts double damage 
for the duration of the spell. A bramblestaff can affect 
any creature which can normally be harmed only by 
magical weapons. 


Range: Touch 

Components: V, M 

Casting Time: 3 

Duration: I hour/level 

Area of Effect: I handful of sand 

Saving Throw: None 

The burning sands spell is used to cause sand to become 
combustible. The sand retains its natural form and 
texture but gains the flammable properties of lantern oil. 
The sand will burn with a colourless, odourless flame 
for one hour or until the end of the spell’s duration, 
whichever is longer. The burning sands spell can be 
used as an attack by hurling the sand at an opponent 
and then lighting it. If used in this manner, it functions 
exactly as does burning oil (2d6 damage for one round, 
then Id6 damage for one round). 

This spell is popular with nomadic tribes who do not 
wish to carry wood through areas where deadwood is 
not common. A single handful of burning sands gives 
off the same heat as a small campfire and can be used 
for cooking. 

The burning sands cannot be extinguished by any 
natural means, making the spell ideal for use in wet or 
windy conditions. 


Burrow 


(Alteration) 

Sphere: Earth, Silt 

Level: 2 

Range: Touch 

Components: V. S 

Casting Time: 4 

Duration: I round/level 

Area of Effect: I willing creature 

Saving Throw: None 

The subject of this spell can burrow through earth and 
loose rock (but not solid stone) with a burrow speed 
of 9 (or 6 if it wears medium or heavy armour, or if 
it carries a medium or heavy load). The creature does 
not gain the ability to breathe underground, however. If 
the spell ends while the creature is still underground, it 
begins to suffocate. 
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Call Woodland Beings 


This spell is available in Dark Sun campaigns, but only 
in rare situations. The priest must be native to a forest 
terrain type, and he must be in a forested terrain in 
order to cast the spell. 


Channel Flame 


(Evocation) 

Sphere: Fire 

Level: 4 

Range: 30 yards 

Components: V, S, M 

Casting Time: 5 

Duration: Special 

Area of Effect: 10-foot cube 

Saving Throw: None 

A priest who casts this spell channels energy from 
burning materials through himself to attack his enemies. 
When within 30 yards of I00 pounds or more of 
burning matter, the caster can direct the flame to an 
area within a range of 30 yards of his or her location. 
The flame from the original source is not extinguished. 
The damage from this attack is Id4 points for every 
level of the priest. 

The spell remains in effect as long as the original 
burning material remains alight, usually one turn. A 
magical flame that feeds on nothing cannot be tapped 
for this spell, nor can a torch, but a burning cottage 
would. 


Channel Stench 


(Summoning) 

Sphere: Air 

Level: 2 

Range: 0 

Components: V, S 

Casting Time: 3 

Duration: 3 rounds 

Area of Effect: Cone, 20 feet long, IO feet diameter 
Saving Throw: Special 

The priest draws in a deep breath and expels it toward 
his opponent. All noxious odours from up to two miles 
away are channelled through the priest's breath. and 
ejected in a vile cone of stench. All breathing creatures 
in the cone must make a successful saving throw vs. 
poison. 


Those who fail retreat and gag for Id6 rounds; those 
who succeed fight at a -I penalty to attacks for Id6 
rounds due to teared eyes and laboured breathing. 
Strong winds or a source of fresh air reduce this time 
by half. Creatures with more than 5 Hit Dice or levels 
can ignore channel stench. 


Charm Person or Mammal 


Athasian creatures that can be charmed include all 
of the player character races except thri-kreen, plus 
anakore, bat, belgoi, braxat, cats, cyclops, ettin, giant, 


gith, and rat. 


Chimes of Finding 


(Enchantment) 

Sphere: Air 

Level: 4 

Range: 0 

Components: V, S, M 

Casting Time: I turn 

Duration: Special 

Area of Effect: Special 

Saving Throw: None 

Missing and wanted individuals can be located with 
the chimes of finding spell. The spell does not work on 
inanimate objects. This complicated dweomer requires a 
set of wind chimes, a relatively detailed map of the area 
to be searched, a personal item of the desired being, 
and a still, windless day. 

The caster spreads the map out and suspends a set of 
normal wind chimes above it, then passes the point of 
his or her finger over the map. When the chimes sound, 
the person's location is revealed. The better the map, 
the easier it is to eventually find the desired person. The 
chimes work even if the person is dead; then, the chimes 
toll more slowly, sadly. 

A successful Wisdom check allows the caster to 
manipulate the sound for the benefit of any listeners, 
ensuring their meaning is clear. 


Circle of Life 
(Alteration) 

Sphere: Water 

Level: 3 

Range: 0 
Components: V, S, M 
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Casting Time: 4 rounds 

Duration: I day 

Area of Effect: I creature/level 

Saving Throw: None 

This spell enables a number of creatures to survive in 

arid, inhospitable terrain. Those affected by the spell 

need only half their water requirements per day, and 

regain I extra hit point every 24 hours. The spell does 

not help the caster in any way; in fact, the caster 

requires twice the normal amount of water. The priest 

transfers his own bodily water to those within the circle 

of life, and the constant drain needs to be replenished. 
The material component is the priest’s holy symbol. 


Clear Water 


(Alteration) 

Reversible 

Sphere: Water 

Level: 2 

Range: Touch 

Components: V, S. M 

Casting Time: 2 

Duration: Instantaneous 

Area of Effect: I gallon/level 

Saving Throw: None 

With this spell, the priest can bring Athasian water closer 
to its pure elemental form. Impurities and imperfections 
are removed, making it more effective at quenching 
thirst and nourishing plant life. A creature requires only 
half as much cleared water as normal water for drinking, 
An active human, for instance, needs only I/2 gallon of 
cleared water per day to avoid dehydration. 

When used to grow plants, cleared water can double 
the yield of fruit or grain bearing plants. This also 
applies to trees of life and magical fruit trees, but only 
if cleared water is used to nurture the trees for every day 
of their growing life. 

The material component is a drop of distilled water. 

The reverse of this spell, muddy water, has exactly the 
opposite effect. Creatures must drink twice as much and 
plants yield half as much. The effects of muddy water 
are not readily apparent — creatures may think they are 
taking their fill of water but find themselves suffering 
from dehydration anyway; farmers may not realise until 
the crops are in and it’s too late. 

The material component of the reverse is a rotted 
seed. 


Cloud of Purification 


(Evocation) 

Sphere: Air, Rain, Water 

Level: 5 

Range: 30 yards 

Components: V, S 

Casting Time: 5 

Duration: I round/level 

Area of Effect: 20-foot cube 

Saving Throw: None 

This spell creates a billowy cloud of magical vapours 
that moves in the direction of the prevailing wind at a 
rate of 20 feet per round. A strong wind (greater than 
I5 miles per hour) breaks it up in 4 rounds, and a 
greater wind (25 mph or more) prevents the use of the 
spell. Thick vegetation disperses the cloud in 2 rounds. 

The cloud of purification transmutes organic filth, 
garbage, and vermin (rats, rot grubs, and so on) into an 
equal quantity of pure water. For example, a nest of rot 
grubs caught in the cloud would “melt,” becoming small 
puddles of clean water. If the spell is cast over a body 
of water, the cloud merges with a portion of the water 
equal to its own size, transmuting any filth, microbes, 
small fish, or other “impurities” into clean water. 

The vapours are heavier than air and sink to the 
lowest level of the land (even down holes in the ground). 
Thus, this spell is perfect for cleansing a sewer or well. 

This spell in no way affects magical creatures or 
creatures larger than a normal rat. 


Cloudburst 


(Invocation/Evocation) 

Sphere: Rain 

Level: 3 

Range: IO yards/level 

Components: V, S, M 

Casting Time: 6 

Duration: I round 

Area of Effect: 15-foot radius cylinder, up to 60 feet high. 
Saving Throw: None 

This spell precipitates a rush of water out of the air, 
instantly drenching everything in the area of effect. 
Normal fires are extinguished. Permanent magical 
fires go out, but re-light in Id2 rounds (weapons in I 
round). Fire-based spells of Ist or 2nd level are negated 
immediately. 
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Fire-based spells of 3rd level or higher are also negated, 
but create a steam cloud with a 120-foot diameter. Those 
within the steam cloud are scalded for Id3 points of 
damage per round (twice this for cold-based creatures). 
The steam cloud lasts Id4+I rounds, half that in a 
breeze, and but one round in a strong wind. 

This spell has doubled effect in humid climes, causes 
a heavy dampness in and climes, produces slush and 
sleet at temperatures near freezing, and creates up to 
IO inches of snow if the temperature is below freezing. 

The material component is a cup of water, thrown 
into the air. 


Clues of Ash 


(Divination) 

Sphere: Fire 

Level: 2 

Range: 0 

Components: S, M 

Casting Time: I round 

Duration: Special 

Area of Effect: 10-foot/level radius 

Saving Throw: None 

Casting this spell on a pile of ashes gives the caster a 
smoky vision of the scene before an item or creature 
was destroyed. The vision ends at the time the thing 
was ruined or killed and begins I round per level of the 
caster sooner. Thus, a 4th-level priest sees the last four 
minutes of a destroyed object’s existence. 

Clues of ash will reveal whether the target pile of ash 
was an item or a living creature, and whether it was 
destroyed by fire or by defiling magic. If the caster is 
examining vegetable matter destroyed by defiling magic, 
there is a 10% chance the priest can identify the spell 
that destroyed it. 


Coat of Mist 


(Summoning) 

Sphere: Air, Rain, Water 
Level: 2 

Range: 0 

Components: V, S 
Casting Time: 4 
Duration: I round/level 
Area of Effect: The caster 
Saving Throw: None 


A priest can use this spell to create a magical mist 
about himself. The spell can be used only at night, 
during a rainstorm, or at any other time natural mists 
might be present. The coat of mist improves the caster's 
Armour Class by +2, and gives a +2 bonus on saving 
throws against fire- or sun-based attacks. These modifiers 
are cumulative with other bonuses the priest might have, 
but the caster can benefit from only one coat of mist 
at a time. 


Commune 


In Dark Sun campaigns, a priest cannot contact deities 
or creatures from the Outer Planes. Instead, he is able 
to contact powerful beings from the elemental planes 
to answer his questions. The spell otherwise functions 
as normal. 


Conjure Elemental 


(Conjuration/Summoning) 


Reversible 

Sphere: All Elements 

Level: 5 

Range: 80 yards 

Components: V, S 

Casting Time: 5 rounds 

Duration: I turn/level 

Area of Effect: Special 

Saving Throw: None 

On Athas there is no Gth-level conjure fire elemental 
spell or 7th-level conjure earth elemental spell for priests. 
Instead, the conjure elemental spell gives priests the 
ability to summon elementals of a type specific to them. 
This spell allows the caster to open a special gate to 
any elemental plane to which he has major access and 
summon an elemental to step through. The Hit Dice 
of the elemental are determined randomly, as follows. 


Id100 Hit Dice 


I-65 8 
66-90 12 
9I-IO0 I6 


The elemental will not turn on the caster, so 
concentration need not be maintained. The elemental 
summoned remains for a maximum of one turn per 
level of the caster, or until it is slain or magically 
banished by dispel magic or the reverse of this spell, 
dismiss elemental. 
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Conjure Greater Elemental 


(Conjuration/Summoning) 


Reversible 

Sphere: All Elements 

Level: 7 

Range: 30 yards 

Components: V, S 

Casting Time: I turn 

Duration: I turn/level 

Area of Effect: Special 

Saving Throw: None 

This spell allows the caster to summon a single greater 
elemental from their sphere of major access. The Hit 
Dice of the elemental are determined randomly. 


Id100 Hit Dice 


I-65 IO 
66-90 I4 
9I-IO0 I8 


The elemental will not turn on the caster, so concentration 
need not be maintained. It remains for one turn per caster 
level, or until slain or banished by dispel magic or the 
reverse of this spell, dismiss greater elemental. 


Conjure Lesser Elemental 


(Conjuration/Summoning) 


Reversible 

Sphere: All Elements 

Level: 3 

Range: 30 yards 

Components: V, S, M 

Casting Time: 3 rounds 

Duration: I turn +I round/level 

Area of Effect: Special 

Saving Throw: Special 

With this spell, a priest can summon a lesser elemental 
from his own elemental sphere. The elemental will do 
anything within its power to aid the caster. Only clerics 
and druids can cast this spell; templars cannot. 

Once cast, there is a 50% chance for Id3 2 HD 
elementals to appear; a 25% chance for Id2 4 HD 
elementals; and a 25% chance that one 6 HD elemental 
will appear, The elementals can be sent back by the 
caster, one at a time or all at once, at any time. They 
automatically return to their home plane when the spell 
ends or when slain or banished by dispel magic or the 
reverse of this spell, dismiss lesser elemental. 


Conjured lesser elementals must be controlled by the 
priest; otherwise, they simply assume a defensive posture 
until they return to their plane. Lesser elementals won't 
attack the priest when uncontrolled. Lesser elementals 
can be controlled up to 30 yards away per level of the 
caster. Lesser water elementals are destroyed if they are 
ever more than 30 yards from a large body of water. 
This spell requires a handful of material representative 
of the elemental being’s home plane: 

e Lesser Air Elemental: Breath of the caster 


e Lesser Earth Elemental: Dirt, dust, or other earth 
e Lesser Fire Elemental: Any burning object 
e Lesser Magma Elemental: À heated rock 
e Lesser Rain Elemental: Water cast into the air 
e Lesser Silt Elemental: A handful of silt 
e Lesser Sun Elemental: The sun 
e Lesser Water Elemental: Water, sweat, spit. 
Conversion 
(Abjuration) 
Sphere: Cosmos 
Level: 7 


Range: Touch 

Components: V, S, M 

Casting Time: Special 

Duration: Permanent 

Area of Effect: One individual 

Saving Throw: None 

This potent dweomer is used to convert a repentant 
defiler or tainted wizard into a preserver or vice versa 
(all subsequent references, though phrased as converting 
a defiler, may be reversed and applied to a preserver). 
It is only used on defilers who willingly seek to change 
their ways and embrace the opposite path. In essence, 
the caster and target cooperate in casting the spell. 

The target must freely give up experience and be 
reduced in level. Following this, he must destroy his 
former spell book. The voluntary giving up of his former 
knowledge is the key to this undertaking, 

Once a target has been cleansed of his former 
associations, he is ready for the second portion of his 
change. Some sort of ritual cleansing, either a bath or 
scrubbing with sand, or rubbing with a savoury herb is 
performed. Then the caster begins the actual spell. The 
target takes an oath affirming his decision to change, 
and at that time, is struck by the power of the spell and 
rendered unconscious. 
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Because of the momentous changes this spell brings 
about, it may only be performed by a druid at least 
one level higher than the defiler who wishes to change. 
Clerics cannot cast this spell. 

When the target awakens 24 hours later, he has lost 
experience points but is now a preserver - the amount 
of times he has defiled is reset to zero. A defiler loses 
enough experience points to place him at the start of 
the next lowest level. A tainted wizard loses enough 
experience points to place him back at the start of his 
current level. 

When he first awakens, the new preserver is very weak 
and must rest for 24 hours. Defilers must relearn how 
to cast as a preserver — the rigours of the spell have also 
wiped all knowledge of his former spellcasting techniques 
from the new preservers mind. He must spend at least 
six months with another preserver learning a new way of 
drawing energy and spellcasting and making a new spell 
book. Former tainted wizards do not need to relearn 
preserving, but do need to craft a new spell book. 

The material components for converting a defiler or 
tainted wizard to a preserver are ashes and ground 
gemstone worth at least 300 cp. These are sprinkled 
over the target as he falls unconscious. To convert a 
preserver to a defiler, the ashes are replaced by a living 
plant, newly ripped from the ground and chopped to 
pieces. The gem is still needed. 


Create Food e Water 


(Alteration) 

Sphere: Water 

Level: 3 

Range: IO yards 

Components: V, S 

Casting Time: I turn 

Duration: Special 

Area of Effect: I cubic foot/level 

Saving Throw: None 

When this spell is cast, the priest causes food and water 
to appear. The food thus created is bland; each cubic 
foot of the material sustains three Medium creatures or 
one Large creature for a full day. The food decays and 
becomes inedible within 24 hours, although it can be 
restored for another 24 hours by casting a purify food 
and water spell upon it. The water created by this spell 
is the same as that created by the Istlevel priest spell 
create water. For each experience level the priest has 


attained, I/2 a gallon of water or I cubic foot of food 
is created by the spell. For example, a 2nd-level priest 
could create I cubic foot of food and I/2 a gallon of 
water. 


Create Holy Element 


(Alteration) 

Sphere: All Elements 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: I hour 

Duration: Permanent 

Area of Effect: Special 

Saving Throw: None 

This spell changes a specific volume of an element 
associated with the caster into a holy element. The holy 
element is pure and blessed, a physical manifestation of 
the elemental priest’s faith and devotion. 

To cast this spell, the priest spends the casting 
time deep in prayer. He focuses on his holy symbol, 
praying over a specific quantity of his patron element 
and contemplating the pure strength of its planar form. 
At the end of the hour, the priest makes a Wisdom 
check and plunges his hand and holy symbol into the 
element, causing it to become invested with holy power. 
Note that no harm befalls the priest or the holy item 
if he rolls a successful Wisdom check; a failed check 
indicates no damage, with the exception of the fire or 
magma elements, which cause Id4 points of damage to 
the caster. 

The prayer must be vocalised throughout the casting, 
accompanied by distinct hand motions unique to each 
element. For example, a fire cleric's fingers dance like 
wild flames, an earth cleric makes slow, deliberate 
motions, a water clerics hands move with fluid grace, 
and an air clerics movements are filled with erratic 
fluttering. 

Holy elements retain their purity and blessed state 
until they are used. Some priests carry holy elements 
with them as another sign of their faith, while certain 
ceremonies require a priest to make use of a holy 
element. If employed as a weapon against undead or 
creatures from the Lower Planes, a holy element loses 
its sacred nature immediately after it is used. See “Holy 
Elements” below for details on using these elements as 
weapons and for the damage inflicted by them. 


71200) 


p ae EL 3 » 


The specific quantities of material altered by this spell 
are as follows: a palm-sized rock or loose silt that fills 
a small sack; an amount of fire equal to a torch; six 
ounces of water. 

Àir and sun are special cases. These are the hardest 
holy elements to retain, but the fastest to imbue with 
power. The elemental air or sun cleric must pray as 
described above, but his casting time is reduced to one 
full round. At the end of that round, the priest makes a 
Wisdom check. If successful, the air or light around the 
hand holding the holy symbol becomes pure and blessed. 
It retains this holiness for Id4 rounds, then returns to its 
normal state. Any time during this duration, the priest 
can use the holy element as described above. He holds 
his hand toward the intended target and softly blows or 
gestures in that direction. The holy element rushes forth, 
releasing its sacred power when it strikes a solid object 
or comes in contact with an incorporeal entity. 


Holy Elements 

Elemental clerics have the ability to imbue the element 
they are connected to with holy power. In this way, holy 
elements can be created. 

Holy elements are rare, powerfully blessed versions of 
the raw elements of the planes. They affect most forms of 
undead and creatures from the Lower Planes. Damage 
caused by a holy element can't be regenerated; it must 
be healed normally. Holy water, magma, silt, rain, and 
earth have no effect against creatures in gaseous form or 
incorporeal undead, however, holy air, sun, and fire do 
affect these creatures. 

Holy water, magma, silt, rain, and earth can be thrown 
at a target for Id6--I damage. The flames of holy fire 
cause Id6+2 points of damage, while holy air, fire, and 
sun cause Id2+I damage to incorporeal creatures. 

Holy air and sun are more fleeting substances, but 
they can be created more easily than the other types of 
holy elements. Their touch causes Id4 damage. 


Create Mirage 


(Illusion) 

Reversible 

Sphere: Sun 

Level: 2 

Range: 60 yards +10 yards/level 
Components: V, S, M 

Casting Time: 5 
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Duration: Concentration 

Area of Effect: 400 cubic feet 

Saving Throw: Special 

Under the heat of the sun, a priest can cause an illusory 

image exactly like the Ist-level wizard spell phantasmal 

force. The exception is that the mirage will instantly 

disappear if touched. Reversing this spell reveals things 

as they really are, negating any mirages or illusions. 
The material component is a fragment of mirror. 


Create Shrine 


(Invocation) 


Sphere: All Elements 

Level: 7 

Range: Special 

Components: V, S, M 

Casting Time: 3 months 

Duration: Permanent 

Area of Effect: Special 

Saving Throw: None 

An elemental cleric of Athas who finds a power 
conjunction will often begin the magical process of 
turning it into an elemental shrine. The entire process 
takes about three months and requires a substantial 
investment of time and energy. 

The first requirement of the spell is to find a natural 
area where the cleric's patron element is strong. 

Shrines of rain must be in special places where natural 
rainfall is common. Sun clerics may build their shrines 
on high mountains. Shrines to the lords of fire require 
more effort. First, the priest must cast everlasting fire. 
Atop this fire, the priest must place an item of great 
value to himself. When the blaze finally dies to the size 
of a campfire, the priest begins the create shrine spell, 
and the flame burns forever. The item is sacrificed to 
the lords of fire and destroyed in the conflagration. 

Once the area has been prepared and any threats 
removed from it, the priest sits and meditates on the 
name of his element. This continues for at least eight 
hours every day for the next three months. Any time 
missed negates the spell, and the priest must begin 
again from scratch. 

When three months have passed, the shrine grants 
the caster a number of special, temporary hit points, 
equal to I2 times the caster's level. These are good only 
while the priest is actually at the shrine, and can be 
used only to absorb damage from defiling magic. 
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Also, while on the grounds of the shrine, the cleric can 
exercise his ability to ignore the elements an unlimited 
number of times per day. The power continues if the 
cleric leaves the shrine, but then it expires normally. 
This counts as a use for that day, so the cleric can only 
exploit this ability again by returning to the shrine. 

There is no limit to the number of clerics who can 
benefit from being at a shrine, and none can be affected 
by spells of that element while there. 

The cleric is under no obligation to remain at the 
shrine after it is created, but many do, ensuring its 
protection. 


Create Smoke 


(Conjuration) 


Reversible 

Sphere: Air, Fire 

Level: 3 

Range: IO yards +10 yards/level 

Components: V, M 

Casting Time: 6 

Duration: 4 rounds 

Area of Effect: 90-foot radius 

Saving Throw: Special 

By igniting even a tiny spark of flame, the priest creates 

a dense plume of smoke that obscures vision in 90-foot 

radius and makes breathing in the area difficult. Any 

air-breathing creature within the cloud must make a 

saving throw vs. death magic. Failure means the creature 

can only retreat from the cloud, coughing and rubbing 

its eyes. Such creatures have a -4 penalty to their attack 

rolls for 4 rounds after they leave the cloud. Those who 

make their saving throws can remain in the cloud, but 

fight at a -4 penalty while there. Those who make the 

saving throw and leave the cloud suffer no further ill 

effects. The smoke cloud lasts for 4 rounds and then 

dissipates. Strong winds will reduce the duration by half 

and gale force winds dissipate the smoke immediately. 
The reverse of the spell, dissipate smoke, clears smoke 

from the area for the duration of the spell. It affects 

only smoke, not mists, fog, vapours, or other visible Bases 


Create Tree of Life 


(Alteration, Enchantment) 
Sphere: Cosmos 

Level: 6 

Range: 0 


Components: V, S, M 
Casting Time: I turn 
Duration: Instantaneous 
Area of Effect: I tree 
Saving Throw: None 
By means of this spell a priest of Athas can enchant a 
living sapling to become a tree of life, a magical item of 
tremendous power. Any tree less than one year old will 
suffice; it cannot be cast on an older tree. The sapling 
must have already sprouted from the ground, though 
the priest can transplant such a sapling before casting 
the spell. 

The sapling grows to its full size in one week, but has 
its full powers immediately after the spell is cast. 

The material component is a piece of copper wire 
formed in the shape of a tree. 


Create Water 


(Alteration) 
Reversible 
Sphere: Rain, Water 
Level: I 
Range: 30 yards 
Components: V, S, M 
Casting Time: I round 
Duration: Permanent 
Area of Effect: Up to 27 cubic feet 
Saving Throw: None 
When the priest casts a create water spell, up to I/2 
a gallon of water is generated for every experience level 
of the caster (for example, a 2nd-level priest creates up 
to I gallon of water, a 4th-level priest up to 2 gallons, 
etc.). The water is clean and drinkable (it is just like 
rain water). The created water can be dispelled within a 
round of its creation; otherwise, its magic fades, leaving 
normal water that can be used, spilled, evaporated, etc. 
The reverse of the spell, destroy water, obliterates 
without trace (no vapour, mist, fog, or steam) a like 
quantity of water. Water can be created or destroyed 
in an area as small as will actually contain the liquid, 
or in an area as large as 27 cubic feet (I cubic yard). 
Note that water can neither be created nor destroyed 
within a creature. For reference purposes, water weighs 
about 8 pounds per gallon, and a cubic foot of water 
weighs approximately 64 pounds. 
The create water spell requires at least a drop of 
water; the destroy water spell, at least a pinch of dust. 
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Crumble 


(Alteration) 

Sphere: Earth, Silt, Water 

Level: 5 

Range: IO yards/level 

Components: S, V 

Casting Time: I round 

Duration: Permanent 

Area of Effect: I item of I cubic foot/level 

Saving Throw: None 

Crumble instantly reduces an inanimate objects water 
content to zero. Up to one cubic foot of clay, rock, soil, 
or other solids per level of the caster can be desiccated 
to the point that they lose cohesion, crack, and crumble. 
A 9th-level priest could affect 9 bone swords, or a stone 
of no more than 9 cubic feet. 

Non-living organic materials such as hide, leather, 
bone, and wood split and crumble into dust when 
affected by this spell. Liquids disappear instantly and 
potion fruits turn to withered husks. Metals and living 
organic material and silicates such as glass are entirely 
unaffected. Mindless corporeal undead like zombies 
and skeletons take Id6 points of damage for every 3 
levels of the caster. 


Crystallise 


(Alteration) 

Sphere: Rain, Water 

Level: 2 

Range: 30 yards 

Components: V, S 

Casting Time: I round 

Duration: Until the ice melts 

Area of Effect: 5-inch radius/level 

Saving Throw: None 

This spell turns I cubic foot of water per level of the 
caster into ice, or forms a one-inch-thick layer of ice 
over any existing pool. Many of the people and creatures 
of Athas have never seen ice, and may consider it a 
treasure, even if told it will only last for a short time. Of 
course, the priest doesn’t have to tell them the ice will 
melt. The spell is also effective against elemental water 
beasts, affecting them as a slow spell. Anyone walking 
on a patch of ice must make a save vs. paralysation to 
remain standing. If failed, the victim spends the round 
trying to stand up. 


Curse of Black Sand/Silt 


(Alteration) 

Sphere: Earth, Silt 

Level: 3 

Range: I0 yards 

Components: S 

Casting Time: 6 

Duration: I day/level 

Area of Effect: I creature 

Saving Throw: Neg. 

When this curse is cast and a save vs. spell fails, the 
victim leaves black, oily, footprints in the earth or on silt. 
The prints are easily tracked, and cannot be erased or 
destroyed until the spell expires. They can be covered, 
but not by earth. A giant leaf, for example, could hide 
a few footprints, but this would be a temporary measure 
at best. À creature that flies or takes to the trees leaves 
no footprints until returning to the ground. 

In silty areas, a black streak resembling a slow current 
follows the cursed creature whenever it touches the 
surface. This includes wading, swimming, or walking on 
the silt via spell or magical device. It does not affect 
those who fly or use teleportation. 

À priest who casts several of these spells on different 
creatures can tell the trails apart, even if they cross or 
overlap. 

The trail disappears when the spell expires. 


Curse of the Choking Sands 


(Alteration) 

Sphere: Silt, Water 

Level: 4 

Range: 30 yards 

Components: V, S 

Casting Time: 7 

Duration: I day/level 

Area of Effect: I creature 

Saving Throw: Neg. 

Clerics of elemental water use this spell only against 
those who have truly angered them, for it transforms 
good water into lifeless sand. Clerics of silt are less 
discerning. When cast on a creature that fails a saving 
throw vs. spell, the creature is unable to drink liquids 
for one day per level of the caster. Liquids turn to sand 
as they touch the victim’s lips. Every 8 hours under the 
curse, the victim must make a successful Constitution 
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check or lose 2 points of Strength. All Constitution 
checks are made with a cumulative -I penalty (-I the 
first period, -2 the second period, -3 the third period, 
and so on). Death occurs when Strength is reduced to 
0. A victim who has not died from dehydration when 
the spell ends can begin to drink normally. Liquids 
turned to sand by the curse remain sand. 

A remove curse spell ends the curse of the choking 
sands immediately. Overloading the spell by completely 
immersing the cursed creature in water also terminates 
the curse. 


Curse of Tongues 


(Alteration) 
Sphere: Air 
Level: I 
Range: 5 yards/level 
Components: V, M 
Casting Time: 4 
Duration: I round/level 
Area of Effect: I creature 
Saving Throw: Neg. 
This minor spell makes its target’s speech completely 
unintelligible by distorting the air waves that project 
the voice and dispersing them. This interrupts any spell 
casting requiring verbal components. 
The material component is string or cord tied in a 
knot. 


Deep Breath 


(Alteration) 

Sphere: Air 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: I 

Duration: I round/level 

Area of Effect: Creature touched 

Saving Throw: None 

With this spell, the caster allows one creature to 
take a single breath that lasts for the duration of the 
spell. The spell bestows no ability to manoeuvre or 
function underwater or while buried in sand but it does 
temporarily remove the need to breathe. Once the spell 
ends, an individual who cannot breathe normally begins 
to suffocate after 1/3 his Constitution score in rounds 


(a Constitution check is required each round, with a -2 
cumulative penalty: after failing a check, the individual 
dies if he is unable to take a breath immediately). 

If the deep breath spell is cast on a creature that 
has already held its breath for a few rounds, the spell 
acts as a clean gulp of air - when the spell wears off 
the creature begins the suffocation procedure fresh. The 
spell also lets an individual avoid the ill effects of most 
gases, magical and otherwise. 

The material component for this spell is a tiny bladder 
of air, usually made from animal skins, which is burst 
over the recipients mouth and nose. 


Defiler Scent 


(Divination) 

Sphere: Air 

Level: 4 

Range: IO yards/level 

Components: V, S 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: I creature 

Saving Throw: None 

Using this spell a priest can discern whether a particular 
being is a defiler, although it doesn’t tell him if the 
creature is a spellcaster. 

A priest picks a creature in a radius of IO yards for 
each level he has attained. He concentrates for one 
round and waits as the spiritual odours of the suspected 
defiler waft toward him. Preservers and creatures by 
race and species smell normally, Defilers carry the bitter 
scent of smouldering meat. 


Dehydrate 


(Evocation) 

Sphere: Sun, Water 

Level: 7 

Range: 5 yards/level 

Components: V, S 

Casting Time: I round 

Duration: Concentration 

Area of Effect: I creature 

Saving Throw: None 

This awful spell causes water to evaporate rapidly from 
the targets body. The victim loses I hit point per round 


as his body fluids seep to the surface of the skin and 
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are absorbed by the spell. This continues until either 
the subject is dead or the spell is disrupted. 

Drinking a canteen of water will stop all damage for 
4 rounds and heal Id4 points of damage. The spell not 
only steals its victim’s water, it transfers it to the caster 
as well. The priest will not have to drink again for a 
number of days equal to 10% of the stolen hit points. 
If 20 hit points were stolen, the priest does not have to 
drink for 2 days. 

If the victim survives, healing spells work normally, 
and drinking good water returns all but Id6 of the lost 
hit points. 


Dispel Water 


(Abjuration) 

Sphere: Silt 

Level: 5 

Range: 100 yards +10 yards/level 

Components: V, S 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: 200 cubic feet of water/level 

Saving Throw: Special 

This spell allows the priest to counter and dismiss 

water creatures, spells, and effects. However, dispel water 

cannot counter an instantaneous spell or effect. The 

caster can use dispel water in one of three ways: to dry 

up a body of water, to counter a water-based spell or 

effect, or to dismiss an extraplanar water creature. 
Counterspell: Used in this way, dispel water targets 

a spellcaster and is cast as a counterspell. It only 

counters spells and spell-like abilities that have the 

water descriptor, appear on the Water or Rain element 

lists, or clearly involve water. To successfully counter the 

other spell, the caster must make a dispel check, as per 

dispel magic. lf successful, the target spell is countered. 
Dry up water: This effect instantly destroys 200 cubic 

feet of water per level. Remaining water rushes in to fill 

the void. Cast in a large body of water, the destruction 

of 1,000 or more cubic feet of water produces a strong 

current that pulls boats and creatures down. Creatures 

caught in the current must make a Strength check at -5 

to avoid going under. À creature that fails the Strength 

check is pulled down to a depth of IO feet per caster 

level and must hold its breath or begin to drown. The 

current also causes vessels to make a siltworthiness 

check (see the section on silt skimmers for details). 


Dismiss water creature: Cast in this way, dispel 
water targets a single extraplanar creature of the water 
subtype within range. The creature can negate the effect 
by making a successful saving throw against spells (and 
its magic resistance, if any, applies). If it fails to save or 
resist the spell, the creature is forced back to its home 
plane. 


Earthen Grasp 


(Evocation) 

Sphere: Earth 

Level: 2 

Range: IO yards +10 yards/level 

Components: V, S, M 

Casting Time: 3 

Duration: 3 rounds +I round/level 

Area of Effect: I creature 

Saving Throw: Special 

This spell causes an arm made of compacted soil to rise 
from the ground. The spell must be cast on open earth, 
such as a verdant belt or a dirt floor. 

The earthen arm and hand (which are about the same 
size as a normal human limb) arise from the ground 
beneath one creature targeted by the caster. The hand 
attempts to grasp the creature's leg. The victim must 
attempt a saving throw; if successful, the hand sinks 
into the ground. Each round thereafter (until the spell 
ends or the target moves out of spell range), the hand 
has a 596 chance per level of the caster of reappearing 
beneath the targeted creature, at which time another 
save is required. 

If a saving throw is missed, the earthen limb firmly 
grasps and holds the creature in place. An individual 
held by the hand suffers a movement rate of 0, Armour 
Class penalty of -2, and attack penalty of -2. All 
Dexterity combat bonuses are negated. The hand causes 
no physical damage to the victim. 

The arm may be attacked by any creature, including 
the arm's victim. The arm has AC I5 and hit points 
equal to double the casters maximum hit points. For 
example, a caster who normally has I5 hit points can 
create an earthen hand with 30 hit points. The maximum 
number of hit points that an earthen hand may have is 
40. When the arm's hit points are reduced to zero or 
when the spell duration ends, the hand crumbles. 

The material component is a miniature hand sculpted 
from clay, which crumbles to dust when the spell is cast. 
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Earthwrack 


(Alteration) 

Sphere: Magma 

Level: 6 

Range: 20 yards/level 

Components: V, S, M 

Casting Time: I round 

Duration: 2d4+10 years 

Area of Effect: 30-foot radius/level 

Saving Throw: None 

This spell poisons an area of soil with volcanic fumes, 
causing it to become barren and blighted. Healthy 
plants wither and die within Id4 days of casting. No 
seed planted there will grow for the duration of the spell. 
Plant-based creatures entering the despoiled area can 
see the ruin and feel an intense wrongness within the 
soil. Each round such creatures remain within the area, 
they suffer Id4 points of damage. 

The blight can be cured with a limited wish, a wish, 
Or by casting a remove curse spell (at the I2th level 
of experience) and a plant growth spell simultaneously. 
Most druids consider earthwrack an abomination, 
although some use it as last-ditch, scorched earth 
vengeance against defilers - an area under an earthwrack 
spell does not provide life energy for wizard spells and 
wizards must have an alternative source of life energy or 
be unable to cast spells in that area. 

The material component is the priests holy symbol. 


Elemental Bonding 


(Alteration) 

Reversible 

Sphere: All Elements 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: Permanent 

Area of Effect: Creature touched 

Saving Throw: None 

With this spell the priest attempts to repair physical 
damage done to another being or creature. In an 
elemental sense, part of the damage incurred by combat 
wounds or disease is, in fact, an imbalance created in 
the body’s elemental proportions. Through this spell, the 
priest restores some of this balance. 


The amount of damage healed is Id4--I points, but 
there are restrictions. If the damage is from disease or 
combat, the spell only heals the recipient to within three 
hit points of perfect health. Other magic can heal the 
remaining damage. If the wounded individual took all 
damage solely from an elemental, however, the priest 
heals all damage with this spell. 

The reverse of the spell, elemental imbalance, deals 
Id4--I damage, but cannot take the target below 4 hit 
points. 

The material component for this spell is an amount 
of elemental material sufficient to cover the recipient's 
wounds. The priest must abide by his sphere of elemental 
worship when performing this spell. 


Elemental Forbiddance 


(Abjuration) 

Sphere: All Elements 

Level: 5 

Range: Special 

Components: V, S, M 

Casting Time: I round 

Duration: I tum/level 

Area of Effect: 5-foot cube/level 

Saving Throw: None 

This spell prevents the entry of all elementals into the 
area of effect. Elementals outside the area can’t make 
physical attacks against those inside, but they can cast 
spells and make missile attacks into the area. The spell 
affects a cube with sides equal to the caster’s level times 
5 feet (a 12th-level priest could affect a 60-foot x 60-foot 
x 60-foot cube). 

Elemental forbiddance has no effect on elementals 
within the area of effect when the spell is cast. If such 
elementals leave the area of effect, they cannot re-enter. 

The material components are the priests holy symbol 
and four glass beads, each of a different colour (yellow, 
green, red, and blue) The priest must pace out the 
perimeter of the warded area at the time of casting. 


Eruption 


(Invocation) 

Sphere: Magma 
Level: 7 

Range: IO yards/level 
Components: V, S 
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Casting Time: I round 

Duration: I round/level 

Area of Effect: 30-foot diameter 

Saving Throw: 1/2 

This spell can be cast only upon ground with a 
foundation of earth or natural rock. It causes the area 
to erupt into geysers of molten rock. Columns of fiery 
stone burst from the ground and spew deadly lava over 
everything in the area of effect. Creatures within the 
area must attempt to move out (unless protected from 
fire or heat) and take 3d8 points of damage every round 
they remain in the area (save for half damage). Exposed 
flammable items are likely to burn. 

The molten rock sticks to skin and continues to burn, 
inflicting Id8 points of damage per round until cooled 
or until IO rounds have passed (immersing a creature 
or dousing it with water may reduce this duration). The 
DM adjudicates the effect of this spell on structures; 
stone fortifications are likely to survive. 

The spell leaves a scar of natural, cooling volcanic 
rock in the area of effect when the spell ends, which will 
harden into a thin layer of stone. 


Everlasting Fire 


(Evocation) 

Sphere: Fire 

Level: 4 

Range: 5 yards 

Components: V, S, M 

Casting Time: 4 

Duration: Permanent 

Area of Effect: I object or construct 

Saving Throw: None 

This spell creates a very small gate to the Elemental 

Plane of Fire, calling through flame about equal to that 

of a torch. The flame is completely normal in all ways, 

except that, since it comes from the Elemental Plane of 

Fire, it needs no fuel and continues to burn under any 

circumstance - without air, underwater, when covered 

with sand etc. The flame ignites any flammables that 

touch it, and never goes out unless a dispel magic (or 

stronger spell, like limited wish) is used to extinguish it. 
The everlasting fire spell can be cast on a mobile or 

stationary object, but it burns anything flammable. The 

spell cannot be placed on any type of creature except a 

magical construct. Most casters place everlasting fire on 

an object made of stone or sturdy metal. 


The spell can be used to make a magical item in the 
same manner as continual light can be placed on a rod. 
Such an "everburning torch" must be made of Some 
non-flammable material. In order for the item to be 
carried safely, some kind of insulation should be used. 

The material components for this spell are a bit of 
wood soaked in lamp oil; the material is consumed 
during casting. 


Feather Flight 


(Alteration) 

Sphere: Air 

Level: I 

Range: 0 

Components: V, S, M 

Casting Time: I 

Duration: I round/level 

Area of Effect: The caster 

Saving Throw: None 

Upon casting this spell, a feathery membrane grows 
under the priest’s arms, extending along his sides to his 
feet. The membrane appears to merge with the caster’s 
skin and clothing. 

If the caster spreads his arms and jumps from a 
height, he can glide through the air. For each foot 
of elevation, the priest can glide five feet horizontally. 
Thus, a priest jumping from a 10-foot wall could glide 
up to 50 feet. Gliding characters have a movement rate 
of I2 and Manoeuvrability Class E. 

À priest attempting to carry more than his normal 
weight allowance plummets to the earth upon take-off. 
When the spell expires, the feathers instantly disappear. 
If the priest is airborne, he immediately plummets 
toward the ground. 

The material component is a kes'trekel's feather. 


Fiery Constrictor 


(Conjuration/Summoning) 
Sphere: Fire 

Level: 6 

Range: I0 yards/level 
Components: V, S, M 
Casting Time: 6 

Duration: I round/level 
Area of Effect: I fire source 
Saving Throw: Special 
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This spell causes a tentacle of magical flame to snake 
forth from any existing source of natural or magical 
fire. The flaming tendril is IO feet long, has AC 13, 
can be hit only by magical weapon of +2 or better 
enchantment, and has hit points equal to double the 
casters level (24 hit points for a 12th-level caster). 

Any creature within 20 feet of the tentacle is subject 
to attack as directed by the caster. The victim must 
attempt a saving throw vs. spell. If successful, the target 
only suffers Id6 points of fire damage from contact with 
the tendril. If the saving throw is failed, the victim is 
entangled and suffers 3d6 points of damage each round 
until the tendril is destroyed or the spell expires. 

If the fire source from which the tentacle emanates is 
extinguished, the remaining time that the fiery constrictor 
can exist is cut in half. 

The material component for this spell is a fire drake’s 
scale. 


Fire Burst 


(Alteration, Evocation) 

Sphere: Fire 

Level: I 

Range: 5 yards/level 

Components: V, S 

Casting Time: 3 

Duration: Instantaneous 

Area of Effect: 10-foot radius 

Saving Throw: Neg. 

When this spell is cast upon a non-magical fire (such as 
a campfire, lantern, or candle), it causes the fire to flash 
and shoot arrows of flame. All creatures within IO feet 
of the fire source suffer Id3 damage plus one point per 
level of the caster (maximum of 10 points). Those who 
roll a successful saving, throw vs. spell suffer no damage. 


Fire Lance 


(Evocation) 

Sphere: Fire 

Level: 4 

Range: 100 yards 
Components: V, S, M 
Casting Time: 5 
Duration: Instantaneous 
Area of Effect: I creature 
Saving Throw: I/2 


This spell creates a burning lance of flame that leaps 
from the casters hand, hitting automatically and 
inflicting Id6 points of damage per level of the caster, 
to a maximum of I0d6. Unlike many other fire spells, 
fire lance does not damage clothing or equipment. 
The material component is a lit torch in the caster’s 
hand or one fire source of at least torch size within 30 
feet of the caster. Casting this spell extinguishes a torch- 
sized fire but only slightly diminishes a larger source. 


Fire Wake 


(Abjuration, Evocation) 
Sphere: Fire, Magma 
Level: 4 
Range: I0 yards/level 
Components: V, M 
Casting Time: 4 
Duration: Instantaneous 
Area of Effect: I creature 
Saving Throw: Special 
This spell creates superheated air directly behind the 
target. The heated area is the height and width of 
the target and causes their non-metal and non-magical 
possessions to save vs. magical fire or burst into flame. 
The target takes Id6 points of damage plus one point 
per caster level (save vs. spell for half damage). 

The material component is a small fan that is set 
alight as the spell is cast. 


Fist of Stone 


(Alteration) 

Sphere: Earth 

Level: I 

Range: 0 

Components: V, 5 

Casting Time: 3 

Duration: I round/level 

Area oj Effect: The casters hand 

Saving Throw: None 

This spell turns one of the casters hands to stone. lt 

is flexible and can be used to punch, smash, or crush 

objects and opponents as if the priest had Strength I8 

(+3 to hit and damage). Combat bonuses for Strength 

apply only if the caster uses his fist as a weapon. 
While the spell is in effect, the priest cannot cast 

spells with somatic components. 
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Flame Harvest 


(Conjuration, Invocation) 

Sphere: Fire 

Level: 5 

Range: Special 

Components: V, S, M 

Casting Time: I hour 

Duration: Special 

Area of Effect: Special 

Saving Throw: I/2 

This powerful spell creates a trap from a large field, 
stand of cacti, or other flammable area, triggered by 
certain, predefined conditions. 

The priest slowly walks the area to be trapped for a 
period of an hour, envisioning the rising flames and 
deciding on the conditions that trigger its activation. 
When the meditation period ends, the priest can leave 
the area and the trap remains set for I month. 

The player must write the conditions of the spell 
on paper for the DM, and the DM should take these 
words as literally as possible. The conditions can be 
as simple or as complex as the player likes, but they 
must be written. Some possible conditions are: whenever 
anyone sets foot in this grove or whenever templars draw 
their weapons. 

When the condition is met, the area is engulfed in 
flames, and those inside take 6d8 damage. The site 
continues to burn normally, and anyone trapped takes 
Id4 damage per round until the fire burns itself out. 

The area affected is 90 feet square, or its equivalent, 
and the engulfing flames rise to a height of IO feet. The 
shape of the area does not affect the spell in any way. 


Fossilisation 


(Enchantment) 

Sphere: Earth 

Level: I 

Range: Touch 

Components: V, S. M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 

Saving Throw: None 

This spell causes wood weapons to become equivalent 
to their stone or obsidian counterparts, cutting their 
attack and damage penalties from -3/-2 to -2/-I. 


This spell is not as potent as stoneiron, but is far more 
common on Athas. One Large, two Medium, or three 
Small weapons can be affected by this spell; missiles 
lose their enchantment when used. 

The material component is a piece of fossilised bone. 


Fool’s Gold 


Copper coins are seldom minted on Athas. However, 
copper is still the medium of this spell and can be 
turned into solid gold. In Dark Sun campaigns, the area 
of effect is reduced to I cubic inch, or about I5 gold 
coins, per level. 


Footsteps of the Quarry 


(Divination) 

Sphere: Earth 

Level: 2 

Range: 0 

Components: V, S, M 

Casting Time: 4 

Duration: I hour/level 

Area of Effect: Special 

Saving Throw: None 

When cast upon himself or a chosen target, this spell 
allows the caster to follow the tracks of a specific creature 
or person named at the time of casting. The person so 
named must have travelled through the area within the 
last 24 hours. 

The spell creates a line of footprints that lead in 
the direction taken by the person being tracked. The 
footprints fade into invisibility once the tracker has 
passed. The spell lasts for one hour per caster level and 
continues tracking the quarry for the full length of time 
regardless of whether or not the quarry is still within an 
area that could be reached within 24 hours. 

Even if the quarry is riding, the footsteps appear just 
as if he had walked across the land himself. If the quarry 
crosses through water along the path, the footsteps stop 
and resume on the other side. Should the quarry not 
leave the water directly opposite where he entered, the 
tracker may have to spend some time locating the place 
where the quarry left the water. Should the quarry leave 
the ground by levitating or flying, the trail is lost and 
the spell ends. 

The material components for this spell are a piece of 
straw and a bone needle. 
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Frost Breath 


(Evocation) 

Sphere: Rain 

Level: 2 

Range: 0 

Components: V, S, M 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: Jet, 5 feet diameter x 20 feet long 
Saving Throw: Special 

This spell allows the caster to exhale a jet of freezing 
air to a distance of 20 feet. The first creature to come 
into contact with the jet suffers 2d4+2 points of cold 
damage, and must make a successful saving throw vs. 
spell or be chilled and shuddering for the rest of the 
round (actions not yet taken by the creature in the 
round are lost). 

Additional creatures struck by the jet suffer Id4 
points of cold damage (half if they make a successful 
save vs. spell). These additional targets do not lose any 
actions, however. 

The material component is a group of three drops of 
water (or fragments of ice) held in the priests cupped 
palm and breathed upon. 


Frost Fingers 


(Evocation) 

Sphere: Rain 

Level: I 

Range: 0 

Components: V, S 

Casting Time: 3 

Duration: Instantaneous 

Area of Effect: The caster 

Saving Throw: 1/2 

When cast, this spell causes freezing cold and shards of 
ice to blast from the caster's fingertips to a distance of 3 
feet in a 120° arc in front of the caster. Any creature in 
this area suffers Id3 points of damage plus 2 points for 
every level of the spellcaster, to a maximum of 1d3+20 
points of cold damage. 

Those creatures who make a successful saving throw 
vs. spell receive half damage. Liquids engulfed by the 
cold freeze unless they make a successful item saving 
throw vs. cold. This may destroy alchemical or herbal 
compounds and potions, at the DM’s discretion. 


Glass Storm 


(Evocation, Summoning) 

Sphere: Earth, Silt 

Level: 7 

Range: 0 

Components: V, S, M 

Casting Time: I round 

Duration: I round/level 

Area of Effect: 30-foot radius 

Saving Throw: Special 

This powerful version of the glass spray spell lifts and 
separates tiny crystal shards from sand or silt and creates 
a terrible wind to propel them. The particles whip about 
the storm’s area leaving a circular 5-foot “eye” where the 
caster and companions can stand unharmed. The storm 
moves with the caster. 

Missile combat is impossible in the area of effect. 
Everyone inside the area is blinded and distracted, unable 
to cast spells. The storm damages leather armour, flesh, 
and other soft targets. Equipment composed of such 
material must save vs. normal fire or become useless. 
Living and undead creatures take 4d8 damage per 
round until they leave the storm, A character escaping 
the area will be facing a randomly determined direction. 


Good Weather 


(Alteration) 

Reversible 

Sphere: Air, Rain, Water 

Level: 5 

Range: Touch 

Components: V.S. M 

Casting Time: 8 

Duration: I hour/level 

Area of Effect: 10-foot/level radius around target 

Saving Throw: Neg. 

With this spell, a priest can create an area of moderate 

weather. The area affected is a sphere centred on and 

mobile with the subject. It has a radius equal to IO feet 

per caster level - the sphere does not extend beneath 

the ground. The temperature and level of wind are 

moderated toward a comfortable level for the subject. 
Temperature is adjusted by as much as I5 C, and 

wind speed by as much as IO miles per hour. "Comfort" 

is subjective, varying by race. What a thri-kreen finds 

tolerable is sweltering for a halfling. 
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Preferred Temp Preferred Wind 


Race (C) (mph) 
Human 27 0 
Dwarf 30. 0 
Elf 38° 20 
Halfelf 32° 20 
Half-giant 2D 30 

Halfling 9p 

Mul 30 0 
Thri-kreen 49 20 


For example, if the spell was cast on a human while 
the temperature outside the radius is 35° C and the 
wind speed is 5 miles per hour, the good weather spell 
could adjust the temperature to 20° and the wind speed 
to 0 within the area of effect. If the spell was cast on a 
thri-kreen, the temperature could be raised to 50 and 
the wind speed to I5 mph. 

Every creature within the sphere that is made more 
comfortable by the spell receives a +2 bonus to all 
morale rolls, They can extend their marching time 
by up to half the spell’s duration in hours every day 
(provided the spell’s duration covers the entire length 
of the march). 

The material component is a piece of cloth from a 
casual garment. 

The reverse of this spell, bad weather, has exactly the 
opposite effect, moving the outside temperature and wind 
speed away from the comfortable range. In the above 
example, the human’s sphere has a 50 temperature and 
a I5 mph wind speed. Wind speeds above 20 miles 
per hour cut visibility by half. Creatures made less 
comfortable receive a -2 penalty to all morale checks 
and have their marching speed halved for the duration 
of the spell. A successful saving throw vs. spell negates 
this effect. 

The material component is a bleached bone. 


Hailstone 


(Evocation) 

Sphere: Rain 

Level: 2 

Range: 3 yards +I yard/level 

Components: V, S 

Casting Time: 4 

Duration: Instantaneous 

Area of Effect: I creature or a I0-foot to 30-foot cube 
Saving Throw: Special 


When a priest casts this spell, one large hailstone or 
a swarm of smaller stones burst from his or her finger, 
travelling in a straight line to the target creatures. The 
caster chooses which form the spell takes at the time 
of casting, 

Large Hailstone: The caster creates one hailstone. 
This automatically hits one creature in a straight line 
from the caster for Id4--I points of damage. The large 
hailstone fractures on impact with a hard object (shield, 
helmet, medium or heavy armour, a wall), inflicting I 
point of damage on any creature within 3 feet of the 
point of impact. The hailstone does not fracture on 
impact with soft surfaces. For every two experience levels 
the caster achieves above 2nd, one additional hailstone 
can be created (two at 4th, three at 6th, to a maximum 
of five at IOth level) These can be directed against 
different foes, provided all are at least partially within 
a 10-foot cube. 

Hailstorm: The caster creates a swarm of smaller 
hailstones. These strike all creatures in a 10-foot cube 
for I point of damage. Each affected creature must 
also make a successful saving throw vs. spell or be 
temporarily stunned, losing its next action. At 6th level, 
the caster can affect a 20-foot cube, and at 10th level 
the area increases to a 30-foot cube. 

This spell is ineffective underwater and when exposed 
to high heat (for example, a wall of fire provides complete 
protection). Since most of the hailstone effect is impact, 
it affects creatures immune to cold. Fire-based creatures 
with special vulnerability to cold-based attacks suffer 
from their normal penalty. 


Hand of the Sorcerer-King 


(Summoning) 

Sphere: Cosmos 

Level: I 

Range: 0 

Components: V 

Casting Time: 4 

Duration: I turn +I round/level 

Area oj Effect: The caster 

Saving Throw: None 

A templar who casts this spell is immediately protected 
from magical spells. The shimmering field diffuses 
magical energy, giving the templar a +2 bonus against 
all spells cast against him or her, be the caster a priest, 
defiler, or preserver. Only templars can use this spell. 
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Healing Rays 


(Necro ma ncy) 


Reversible 
Sphere: Sun 
Level: 2 
Range: 30 yards 
Components: V, S. M 
Casting Time: 5 
Duration: Instantaneous 
Area of Effect: I creature 
Saving Throw: Neg. 
This spell causes a beam of healing sunlight to caress a 
creature, healing Id8+2 points of damage. The material 
component is sunlight. 
The reverse, radiation, fires a beam of sunlight that 
inflicts IdIO points of damage (save vs. spell for no 
damage) or 2dI0 against undead. 


The material component is a small shard of glass. 


Heart Call 


(Alteration) 

Sphere: Cosmos 

Level: 5 

Range: 30 yards 

Components: V, S, M 

Casting Time: I 

Duration: Instantaneous 

Area of Effect: I Medium or smaller individual 
Saving Throw: Special 

This horrifying spell was developed by the sorcerer-king 
of Draj and, so far as is known, only his templars make 
use of it. 

When this spell is cast, the templar points a hand at 
the targeted individual, who must then save vs. death 
magic. Failure means the subject’s heart is literally tom 
from his or her breast, ripping through any covering 
clothing or armour in the process. It flies toward the 
casters hand, where it can be grasped, and the subject 
dies instantly. 

A victim who makes a successful saving throw only 
takes damage equal to that of a cause serious wounds 
spell (2d8--I). Creatures larger than Medium size are 
not affected by this spell. 

The material component is a dried-out chunk from 
the heart of a humanoid being. 


Heart of Ice 


(Alteration, Necromancy) 
Sphere: Rain 
Level: 7 
Range: Touch 
Components: 3 
Casting Time: I round 
Duration: Permanent 
Area of Effect: I creature 
Saving Throw: Special 
This spell requires intense concentration and requires 
a successful attack roll to deliver on any but totally 
immobilised opponents. Subjects turn black, are covered 
by a thin sheen of white frost, and shiver uncontrollably, 
making spellcasting, attacks, or any other activity except 
falling in a certain direction or shouting impossible. 
Subjects must save vs. death magic or die, as their 
hearts freeze and shatter. Those who successfully save 
suffer 5d8 points of internal damage instead, but are 
also immune to all cold damage for I turn per level of 
the caster of the heart of Ice. 

Creatures normally able to exist in frigid conditions 
are immune to this spell or suffer only Id4--I points of 
damage from internal bruising. 


Heartseeker 


(Enchantmen9 

Sphere: Earth, Water 

Level: 6 

Range: Touch 

Components: V, S, M 

Casting Time: I5 minutes 

Duration: 6 hours 

Area of Effect: I item 

Saving Throw: Special 

This terrible spell is cast on a piercing weapon, a spear, 

or an arrow. When the point of the weapon penetrates 

flesh (causes damage), the wooden tip begins to sprout 

as if growing. The roots and branches seek out vital 

organs as a source of nutrients. If a saving throw vs. 

death magic isn't made, the vines burst through the 

subject's vital organs, killing him or her instantly. If the 

saving throw is successful, the subject manages to pull 

the weapon out, but takes an additional Id8 damage. 
This spell does not work on undead or creatures 

without internal organs. 
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Heat Exhaustion 


(Summoning) 
Sphere: Fire, Sun 
Level: 3 
Range: 50 yards 
Components: V, S, M 
Casting Time: 4 
Duration: Special 
Area of Effect: I creature 
Saving Throw: None 
A beam of light streaks from the caster's finger and strikes 
the target’s forehead, causing the brain to overheat. This 
causes confusion and delirium and, until the creature 
is healed by any cure spell, they suffer a -2 penalty to 
attack rolls, saves, and proficiency or ability checks. 
Cooling the subject dispels heat exhaustion; pouring a 
canteen of water or cool liquid over the creature's head 
is also effective. Dispel magic removes the effect, as do 
cure light wounds and similar healing spells. 
The material component is the priests holy symbol. 


Hold Person 


On Athas, this spell affects all player character races 
except thri-kreen, plus anakore, belgoi, and gith. 


Ice Blade 


(Alteration, Evocation) 
Sphere: Rain 
Level: 4 
Range: 0 
Components: V, S, M 
Casting Time: 4 
Duration: I round/level 
Area of Effect: 4-foot-long, 4-inch-wide blade 
Saving Throw: None 
This spell creates a sword-shaped blade of jagged, 
swirling ice shards extending from the casters hand. 
Weightless and non-metallic, it is considered a +2 
weapon for purposes of determining what it can hit 
and strikes with a +14 attack bonus, regardless of the 
casters normal combat abilities. An ice blade can pass 
around parrying weapons and obstacles without being 
stopped by them, Its touch lacerates for 3d4 points of 
damage and chills for an additional Id6 damage. 

The material component is a shard of ice, glass, or 
crystal. 


Ice Spikes 


(Alteration) 

Sphere: Rain 

Level: 3 

Range: 0 

Components: V, S, M 

Casting Time: 6 

Duration: I round/level 

Area of Effect: The casters fist 

Saving Throw: None 

This spell brings into being a ball of rock-hard ice 
around one of the caster's fists, that bristles with spikes, 
resembling an exaggerated replica of the head of a 
morning star. The magic of the spell protects the fist 
from all damage while the spell lasts (it can be ended 
at any time by the silent will of the caster). It improves 
the caster's attack bonus (for smiting blows with the fist 
only) by +2. 

A blow from an ice spikes fist does 1d4+4 points 
of damage, and the fist is considered a +2 magical 
weapon for purposes of determining what it can hit. 
Note that the spell effect precludes most spellcasting 
and the performance of many other activities (such as 
climbing at the usual rate, casting additional spells, 
tying knots, and so on). 

If the caster willingly sacrifices some of his hit points, 
the damage done by a single attack with the ice spikes 
fist can be augmented by a like amount. For example, 
if 4 hit points are sacrificed by the caster, the blow they 
empower inflicts Id4+8 points of damage. Hit points 
sacrificed are not lost if the attack misses, and are 
restored by normal rest or healing magic, (A sacrifice 
is not automatically assumed for the next blow of the 
fist after a miss: the caster decides separately for each 
fist attack.) 

Whenever an augmented fist attack strikes a natural 
or magical mass or a wall of ice (regardless of how 
many points have been sacrificed), the caster of the 
ice spikes spell must make two saving throws vs. spell. 
If both saving throws succeed, the mass of ice shatters 
and collapses. If only one saving throw is successful, the 
struck ice is marred enough to form a handhold, but 
takes no additional damage. If both saving throws fail, 
the target ice is entirely unaffected. 

The material component is an icicle or sliver of ice, 
glass or crystal of any size and origin. 
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Image of the Sorcerer-Kings This spell is similar to insect swarm except that it 
(Al ion) summons thousands of tiny parasites from the 
S c surrounding area that take root in the clothes, hair, and 
ls Lá acl: sometimes even the skin of the victim. The target rarely 
evel: 


knows a spell has been cast on him, so the horrible 


Range: I yard effects of whatever parasites take hold are the first sign 


Components: S. M 

Casting Time: I round 

Duration: I turn +I round/level 

Area of Effect: I templar’s sigil 

Saving Throw: None 

This spell can be used only by templars. When cast 


of the spell’s success. There is no saving throw against 
infestation, magical healing is the targets only hope of 
a cure. 

Healing spells such as cure serious wounds or greater, 
heal, and remove curse destroy the parasites instantly. 
If infestation is not removed before destructive effects 
begin to affect the victim, he must be treated for those 
as well. À person who lost his sight to eye mites, for 


on a templars sigil, the templar is surrounded by a 
shimmering field that grants him a +2 bonus on saving 
throws vs. spells. The templar also gains the ability to example, would need a cure blindness spell to restore 
cause fear by touch. Targets touched receive a savıng lis vision 
throw vs. spells to avoid this effect. This spell does not work against undead, ethereal 


creatures, and any other creatures that would be 


Infestation unaffected by parasitic infestation. 

(Summoning) The material component can be any item that belongs 
Sphere: Earth to the victim. It should be buried just beneath the earth 
Level: 4 as the spell is cast, and can be dug up and reused 
Range: 20 feet anytime thereafter. 

Components: S, M The spellcaster has no control over what kind of 
Casting Time: I round parasites are summoned. Roll on the table provided 
Duration: Special below to determine parasitical type. 

Area of Effect: I creature It takes about I day before infestation sets in. 


Saving Throw: None 


Id6 Roll Results 
I Ear Mites: These microscopic creatures will cause permanent deafness in Id6+6 days. 
Eye Mites: Eye mites cause permanent blindness in Id6--6 days. 
3 Desert Lice: Desert lice cause their host to feel generally unhealthy, and any saving throws made vs. disease or poisons 


are at -2. The lice may be removed by smothering affected areas in oil or non-porous salves, or by magic. 

4 Skin-Worms: These are the most dreaded parasitic organisms in all the wastes of Athas. They live off flesh and secrete 
a toxic waste that slowly poisons their hosts. Every day after the third day of infection, a saving throw vs. poison must 
be made. If it fails, death results in no more than 24 hours. Cure light wounds does not affect skin-worms, but slow 
poison allows the victim to make a save for the day the spell was cast. All other cure spells, and neutralise poison, kill 
the parasites. A person always knows that he has skin-worms; the tell-tale sores mark his flesh and cause constant itching 
and pain. 

5 Sand Fleas: While these tiny creatures aren’t deadly, they are a source of constant itching and discomfort. Anyone 
infected by sand fleas will cease to heal at the normal rate, due to misery and discomfort. The victim becomes cranky 
and irritable, resulting in a -3 penalty on all reaction rolls. Sand fleas notoriously leap from host to host, almost like a 
contagious disease. Anyone travelling with the victim should roll a save vs. breath weapon every day. Failure indicates 
infestation. 

6 Mind Worms: The Athasian mind worm is one of the strangest insect creatures on any world. These tiny vermin infest 
a victim’s hair and secrete a drug that excites certain portions of the brain, causing hallucinations, delirium, and hysteria. 
The host is always confused, as if by a feeblemind spell, and often sees terrifying illusions of things crawling over him 
or lurking just beyond the next sand dune. The worms’ effects grow in time, so the first few hallucinations are mild 
and probably undetectable by the victim's companions. Eventually, his condition deteriorates, and it becomes obvious 
that he is suffering from some mind-altering ailment. Normal healing spells kill the bugs, as does shaving the head and 
scrubbing the scalp. 
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Initiation 
(Invocation) 
Sphere: All Elements 
Level: 7 
Range: Special 
Components: V 
Casting Time: I2 hours 
Duration: Permanent 
Area of Effect: I creature 
Saving Throw: None 
This is the spell used to protect a student from the element 
allied with the caster, and to open a link between him 
and the beings he will serve. Each elemental initiation 
has its own requirements. A successful initiation marks 
a student's achievement of status as an elemental cleric. 
The rites all involve a long journey to a desolate place 
and long sessions with the initiates mentor. Thereafter 
initiations differ: 

e Air: Fall from a mountain peak. 
Earth: Burial without food, water, or air 
Fire: À night spent in a blazing bonfire 
Magma: Immersed in the caldera of a volcano 
Rain: Staked out in a mountain rain storm 


Silt: Cast into the Sea of Silt 
Sun: Abandoned in the deep desert 


Water: A night under natural, murky water 


Rumours abound that if an applicant is being 
protected by this spell and his mentor dies, a terrible 
new undead creature is created, a ghastly fusion of the 
student’s remains and the element he sought to serve. 


Ironskin 


(Alteration) 

Sphere: Earth 

Level: 5 

Range: Touch 

Components: V, S, M 

Casting Time: I 

Duration: Special 

Area of Effect: Creature touched 

Saving Throw: None 

This spell grants the affected creature virtual immunity to 
any attack by cut, blow, or projectile. Physical attacks by 
weapons (even enchanted ones), natural animal weapons 
(such as fangs and claws), and hurled projectiles (giant 
boulders) cannot penetrate ironskin. Magical attacks 


from such spells as fireball, magic missile, lightning bolt, 
and so forth have normal effects. The spell blocks Id6 
attacks, plus one for every two levels of the caster. For 
example, an ironskin cast by a I3th-level priest protects 
against 7 to I2 attacks. Unlike stoneskin, only physical 
attacks that would otherwise have scored a hit on the 
creature count against that total. For example, a fighter 
can attack with a sword and fail the attack roll without 
bringing down the total, while three magic missiles would 
hit, cause damage, and reduce the protection by three. 

The material component is a small iron statue worth 
at least 500 cp. 


Isolate Templar 


(Abjuration) 

Sphere: All 

Level: 6 

Range: 100 yards 

Components: VSM 

Casting Time: I 

Duration: I turn/level 

Area of Effect: I templar 

Saving Throw: None 

This is a specialised, offensive version of anti-magic 
shell, designed to affect one humanoid creature. When 
this invisible field surrounds a templar, that templar is 
automatically cut off from his sorcerer-king in regard to 
acquiring priestly spells. If the templar is maintaining a 
spell, such as wall of fire, then that spell automatically 
ends as the supporting magical energies are cut off. The 
templar is thrown back on his own resources, including 
magical items, normal weaponry, and whatever psionic 
powers he has. The templar still retains those spells 
granted but not yet cast. 

Unless the sorcerer-king is watching the templar or a 
messenger tells him what's happening, the sorcerer-king 
will not realise that this spell is in operation. Only a 
sorcerer-king can cast a dispel magic spell powerful 
enough to get rid of an isolate templar spell. By the 
same token, the spell cannot be successfully cast on a 
sorcerer-king to cut off all his templars from spells. 

Druids can use isolate templar, though in their version 
the magical field is visible and composed of either violet 
mist, flame, blown sand, or steam, depending on the 
druid’s elemental sphere 

The material component of this spell is a gemstone of 
at least 1,000 cp value. 
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Lungs of Water 


(Conjuration) 

Sphere: Water 

Level: 4 

Range: 20 yards 

Components: V, S, M 

Casting Time: 7 

Duration: Concentration 

Area of Effect: I creature 

Saving Throw: Neg. 

This curse magically creates water inside a subjects 

lungs. Non-breathing creatures and undead are not 

affected by this spell. Any other creature that fails a 

saving throw vs. spell immediately begins to drown. 
The spell can be stopped with remove curse or by 

disrupting the caster. A dehydrate spell will also cancel 

lungs of water, and the subject suffers no other ill effects. 
The material component is the caster's saliva, spat at 

the intended subject. 


Magma Blade 


(Enchantment) 

Sphere: Magma 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: 5 rounds 

Duration: Special 

Area of Effect: I obsidian sword 

Saving Throw: None 

When used on a specially prepared obsidian sword, 
this spell sharpens the blade to a razor edge and stores 
a burst of magical energy within. The sword deals +3 
damage. When desired, the caster can command the 
blade to burst, showering the foe with burning magma 
and causing an additional 2d6 points of heat damage. 
This ends the spell. 

The magma can destroy equipment (save vs. magical 
fire), and continues to burn for Id8 points of damage 
per round, up to IO rounds. À sizable body of water 
cools the magma in 2 rounds. À full canteen only halts 
damage for I round. lce spells or resist fire are the 
most effective forms of protection. Also, the subject can 
drop and roll, extinguishing the magma in Id4 rounds 
(rolling in loose sand or wet earth expunges the magma 


in Id2 rounds). 


To create the weapon, a priest must find or craft an 
obsidian blade, take it to a source of magma and, while 
chanting in an ancient language, plunge it into the 
lava. When it emerges, the weapon is a magma blade. 
Since creating such a weapon is governed by pacts with 
elemental forces, a priest with a magma blade cannot 
make another until the first has been used. 


Ma gma Blast 


(Evocation) 

Sphere: Magma 

Level: 6 

Range: 60 yards 

Components: V, S, M 

Casting Time: 8 

Duration: Instantaneous 

Area of Effect: 5-foot radius x 30-foot column 

Saving Throw: I/2 

The magma blast spell summons a vast gout of magma 
from the paraelemental planes, which envelops the target 
area. All creatures in that area must save vs. spells or 
take 6d8 points of damage (a successful save halves this 
damage). 

Magma destroys equipment (save vs. magical fire), and 
burns for Id8 damage per round, up to IO rounds. A 
body of water cools magma in 2 rounds; a canteen will 
halt damage for one round. The target can drop and 
roll, extinguishing the magma in Id4 rounds (rolling 
in loose sand or wet earth expunges it in Id2 rounds). 

The material component is a handful of cooled lava. 


Magma Jet 


(Invocation/ Conjuration) 

Sphere: Magma 

Level: 3 

Range: 2 yards/level 

Components: V, S 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: I creature 

Saving Throw: None 

A priest casts this spell by simply pointing his finger at 
a target and screaming the praises of the magma lords. 
A gout of sticky, molten rock will gush and cover the 
victim in fiery goo. This causes 2d6 points of damage 
the first round and Id8 points every round thereafter 
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until the magma is cooled or removed, for up to IO 
rounds. À body of water will cool magma in 2 rounds; 
a canteen will halt damage for one round. Ice spells Or 
resist fire are the most effective forms of protection. 

A victim can drop and roll, extinguishing the magical 
flame in Id4 rounds. If he rolls in loose sand or wet 
earth, the magma is expunged in Id2 rounds 


Magma Shield 


(Conjuration/ Invocation) 
Sphere: Magma 
Level: 4 
Range: Touch 
Components: V, M 
Casting Time: 6 
Duration: I round/level 
Area of Effect: Special 
Saving Throw: None 
This spell forms a swirling mass of magma around a 
common shield carried by the caster. The priest must 
be able to use a shield to cast this spell, and it is 
destroyed when the spell ends. Anyone in melee with 
the priest must save vs. spells or take Id4 damage each 
round. Any hits that miss the caster by the shield’s 
Armour Class modifier are considered to have hit the 
shield, and the weapon must make a saving throw vs. 
acid or be destroyed. 

Wielders of the shield are protected from the intense 
heat it generates, but not from any other heat source. 


Ma gma Tunnel 


(Alteration) 

Sphere: Magma 

Level: 7 

Range: 0 

Components: S, M 

Casting Time: I round 

Duration: I turn/level 

Area of Effect: 30-foot x 10-foot cylinder 

Saving Throw: None 

By using this spell, a priest can tunnel through solid 
earth or rock, but not sand or silt, by turning it into 
magma. The liquid rock moves out of the way to allow 
the caster to pass, and hardens in that position, creating 
a permanent tunnel. Dispel magic has no effect once 
the tunnel is formed. It takes 24 hours for the heat to 


dissipate enough for the unprotected to enter, although 
the caster is protected for the duration of the spell. The 
priests movement rate is 3 while in the tunnel. 

A torch is applied to the spot of earth the priest wishes 
to melt. The torch does no damage to living material, 
but armour, rock, weapons, and material objects must 
save vs. fire to survive. 


Mark oj the Hunted 


(Summoning) 

Sphere: Air 

Level: 6 

Range: 30 yards 

Components: S, M 

Casting Time: 2 rounds 

Duration: I day/level 

Area of Effect: I creature 

Saving Throw: None 

This curse summons a dreadful beast from the 
surrounding vicinity and marks the target for its prey. 
Whenever this spell is cast, the DM should pick a 
suitably foul creature, the most powerful beast found in 
that area, to be the hunter. This cannot be an ethereal 
or undead creature, or a creature that does not eat 
meat. Nightmare beasts, megapedes, and drakes are the 
most commonly attracted creatures. 

Whatever the hunter, it believes the prey to be the 
sweetest meat it has ever smelled, and begins to follow 
Id4 hours after the spell is cast, From that point until 
the expiration of the spell, the beast pursues the subject 
and cannot rest until it feeds or it is slain. 

When the spell has expired, the beast returns to its 
lair, unless it detects its prey. In this case, the beast 
continues to pursue the subject until it is evaded, slain, 
or has eaten its prey. 


Melt Metal 


(Evocation) 

Sphere: Magma 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: I round 
Duration: I round/level 

Area of Effect: I cubic inch/level 
Saving Throw: None 
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Using this spell, the priest can touch a normal metal 
item, causing a charge of elemental energy to pass from 
his fingertip into the metal. This creates such heat that 
the metal begins to melt and flow at a rate of one cubic 
inch per round. Bars and locks can easily be cut with 
this spell. During the spell, the priest must concentrate 
on focusing the energy and can take no other action. 
The spell only affects normal metallic items. 

The material component for the spell is a polished 
piece of obsidian worth at least 100 cp. 


Merciful Shadows 


(Evocation) 


Reversible 

Sphere: Air, Sun 

Level: 2 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: I day/5 levels 

Area of Effect: Person touched 

Saving Throw: Special 

This spell creates magical shade to protect an individual 
from the sun. Once cast, the individual is treated as 
being in temperature of one category lower (very hot 
becomes hot, warm becomes cool etc.). The individual 
appears normal, except that he doesn’t sweat as much 
as expected and his colouration is a bit gray. 

The reverse of this spell, blistering rays, intensifies the 
light and heat of the sun on the victim. The individual 
is treated as being in temperature of one category higher. 
Also, in each round of combat in the open sun, the 
individual must make a Constitution check to keep 
from passing out. The saving throw, applicable only to 
the reverse of the spell, negates its effects. 

This spell (and its reverse) has no effect on an 
individual who is in the shade. 

The material component of this spell is a piece of a 


palm leaf (or black fabric for the reverse). 


Might of the Sorcerer-Kings 


(Summoning) 
Sphere: Cosmos 
Level: 2 


Range: Touch 
Components: V 


Casting Time: 5 

Duration: 5 rounds +I round/level 

Area of Effect: Templar touched 

Saving Throw: None 

This spell, developed by the sorcerer-kings, empowers a 
minion with unnatural aggressiveness. A templar under 
its influence fights at +2 to hit and +2 damage. The 
templar loses I hit point as the spell ends. Hit points 
lost in this way can be regained normally. 


Mirage of Despair 

(Illusion) 

Reversible 

Sphere: Sun 

Level: 4 

Range: 30 yards 

Components: V, S 

Casting Time: I round 

Duration: I hour/level 

Area of Effect: I creature 

Saving Throw: Special 

This spell is similar to create mirage, except that it 
affects a single target. The victim sees everything in its 
worst possible light; friends are monsters, oases of beauty 
are deformed pools of black water, fine food is filled 
with apparent putrefaction. 

Once a character has been affected by the mirage, 
he should make a second saving throw vs. paralysation. 
Failure means he is terrified of the things he sees and 
flees as if under the 4th-level wizard spell, fear. If the 
target makes the save, he attacks the closest target. It 
doesn't matter whether the target is friend or foe - all 
are monstrous. 

The reverse of the spell, mirage of deception, makes 
everything seem beautiful, warm, and friendly. Athasian 
sloths are harmless woodland creatures, and an ancient 
enemy is suddenly friendly and trustworthy. As the 
victim becomes more trusting and gullible, he will agree 
to any reasonable requests for the duration of the spell. 
Requests of a dangerous or suicidal nature grant him a 
second saving, throw. 

Either version of the spell affects only one creature of 
at least Intelligence 9. Companions who notice strange 
behaviour from a friend can try to talk him out of the 
mirage, and this gives the victim one additional saving 
throw. Dispel magic or reversing the spell ends the 
illusion. 
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Mirage Wall 


(Illusion) 

Sphere: Sun 

Level: 4 

Range: 20 yards/level 

Components: V, S, M 

Casting Time: 4 

Duration: I turn/level 

Area of Effect: 2-foot thick wall, IO feet x IO feet/level 
Saving Throw: None 

This spell creates a stationary illusion much like a 
backdrop or scenery curtain for a theatrical play. The 
mirage wall need not be vertical or even regular in its 
confines. It blankets the true scene and conceals it with 
another. For example, a cavern entrance might look like 
the adjacent cliff face, or a lush oasis might appear to 
be sandy dunes. Or a party of warriors lying in ambush 
might appear not to “be” at all. 

The priest must see the location that he intends to 
disguise before casting this spell. When the mirage is 
in place, the caster does not have to concentrate to 
maintain it. The mirage disappears if the caster wills 
it, or when the duration of the spell has ended. Dispel 
illusion can destroy the mirage wall. In addition, the 
mirage wall ends if a living creature or spell passes 
through it. (Poking a hand through it is enough.) 
Physical objects, such as missile weapons, don't destroy 
it, although they may provide a visual clue when sailing 
through it. A mirage wall does not block odours and 
sounds, either. (Hence, an ambush party must remain 
silent and, preferably, downwind.) 

The material components of this spell are an eyelash, 
a pinch of sand, and some sweat from any source. 


Obsidian Blade 


(Alteration) 

Sphere: Magma 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: 4 

Duration: I round/level +Id6 rounds 

Area of Effect: I handful of sand 

Saving Throw: None 

This spell turns a fistful of sand into a keen-edged 
obsidian knife, held firmly by the caster. The blade is 
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double-edged and curved and can measure no more 
than twice the length of the casters own hand, nor 
weigh more than five pounds. The caster decides the 
size. 

The obsidian blade deals Id4--I points of damage. 
For are 
vulnerable to it, the blade is considered a +I magical 


determining which creatures or objects 
weapon. The blade crumbles into loose sand under 
the following conditions: when it’s dispelled, upon the 
casters mental command, upon the caster’s death or loss 


of consciousness, or at the end of the spell’s duration. 


Oil Spray 

(Evocation/ Conjuration) 

Sphere: Earth, Silt 

Level: 3 

Range: IO yards 

Components: V, S 

Casting Time: 5 

Duration: Special 

Area of Effect: 15-foot radius 

Saving Throw: None 

When a priest casts this spell over rough earth or sand, 
fountains of flammable oil spout up from the ground, 
covering everything within a 15-foot radius. 

The oil itself isn’t particularly dangerous, though it 
will cause the victim’s attacks and saves to suffer by -2. 
The real danger occurs if the target is ignited. Burning 
oil causes 2d6 points of damage in the first round, and 
Id6 in the second. The victim should also check his 
equipment each round to make sure that it doesn't 
ignite. The oil burns off by the third round, and attack 
and saving throw penalties are ignored. 

If the oil isn't ignited, it will remain until removed by 
no less than 3 turns of scrubbing or washing. 


Pit 

(Alteration) 

Sphere: Earth, Magma, Silt 
Level: 2 

Range: 60 yards 
Components: V, S, M 
Casting Time: 3 
Duration: Special 

Area of Effect: Special 
Saving Throw: Special 
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This spell conjures a circular pit 20 feet across and 
20 feet deep within the casters range. The pit forms 
only in earth, sand, clay, loam, mud, or similar soft soil; 
the spell fails if used upon natural or dressed stone. 
If the caster creates the pit under an opponent, or 
directly in front of a fast-moving opponent, the intended 
victim is allowed a saving throw vs. spell; success means 
the opponent avoids the pit. Stationary or slow-moving 
characters who fall in suffer 2d6 damage; running or 
charging characters suffer 3d6 damage if they fall in. 

The pit sides are steep, but not unclimbable. Any 
character can scramble free in 2d4 rounds; characters 
with special climbing abilities escape in a single round. 

The spell lasts until six creatures have fallen in or 
until it is dispelled. As the spell ends, those in the pit 
are returned to ground level. 

The material component is a claw-bone from a 
ground-mole 


Proof against Fire 


(Abjuration) 

Sphere: Fire 

Level: 7 

Range: Touch 

Components: V, S. M 

Casting Time: 7 

Duration: Permanent 

Area of Effect: I object, I cubic foot/level 

Saving Throw: None 

This spell grants permanent immunity to fire to the 
object on which it is cast. The protected object cannot 
be burned by any means. The caster can affect up to 
one cubic foot of material per caster level; thus, a I4th- 
level priest can protect an item with up to I4 cubic feet 
of mass. Only solid objects can be affected by the spell. 
The item affected remains cool to the touch. 

If proof against fire is cast upon an item large enough 
to be worn (such as a suit of armour or a cloak), 
that item can be used as protection against normal 
fires, granting immunity to the effects of any normal 
flame that is blocked by the item when it is worn. The 
individual wearing the item also receives a +2 to any 
saving throws against magical fire. 

The material component is an ink made of fire drake 
blood and a crushed ruby of 5,000 cp value. Protective 
runes are brushed onto the item before casting the spell; 
these fade and disappear when the spell is cast. 


yn Salle 


5€. 


Proof against Undeath 


(Necromancy, Alteration) 

Sphere: Cosmos 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: 4 

Duration: Permanent 

Area of Effect: Creature touched 

Saving Throw: Special 

This spell is cast on a dead creature to prevent it from 

being raised as a skeleton or zombie with an animate 

dead spell. The creature cannot have been dead for a 

number of days greater than the caster's level; otherwise 

it has no effect. The size, level, or Hit Dice of the 

dead creature makes no difference. Detect magic reveals 

the enchantment on the body, and it can be removed 

with a dispel magic spell. This spell has no effect on 

living creatures or those already animated as skeletons 

or zombies. Corpses being magically enchanted into 

some other, more powerful form of undead are granted 

a save vs. spell (based on the corpse's level and class 

from his previous life): if it makes this save even once, 

the corpse cannot be raised as any form of undead. 
The material components for this spell can vary; either 

metal coins must be placed on the recipient’s eyes, the 

petals of flowers must be sprinkled beneath him, or dust 

from his homeland must be sprinkled on him. 


Protection from Gas, 5' Radius 


(Abjuration) 

Sphere: Air 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: 3 

Duration: 2 rounds/level 

Area of Effect: 5-foot radius around creature touched 
Saving Throw: None 

All remaining within this globe of protection are immune 
to toxic gases, poisonous vapours, and similar hazards. 
The 5-foot radius sphere is centred on and moves with 
the caster. Harmless vapours that only obscure vision 
are unaffected, and the sphere has no effect on gaseous 
creatures. The degree of protection depends on the 
caster's level. 
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At 7th level, this spell protects against gases of non- 
magical origin and those created by Ist- and 2nd-level 
spells (such as stinking cloud). Against other magical 
gases, the protected creatures receive a +2 bonus to any 
saving throw allowed. 

At 9th level, immunity is gained to magical gases 
created by spells of 4th level or magical creatures of less 
than 8 Hit Dice. 

At I2th level, the protection is extended to spells of 
Gth level and creatures of less than I6 Hit Dice (such 
as a gorgon's breath). 

At I5th level, protection is extended to all such 
effects except those that are of artifact-level origin. 

The material component is the casters holy symbol. 


Protection from Weather 


(Abjuration) 

Reversible 

Sphere: Air, Water 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: 7 

Duration: I hour/level 

Area of Effect: Creature touched 

Saving Throw: Neg. 

This spell creates a magical barrier around the recipient 

at a distance of one foot. The barrier moves with the 

recipient, who ignores natural weather effects. Driving 

rain, wind, or sand do not impede progress. Incredible 

heat does not affect water intake or dehydration. Natural 

lightning cannot affect him. Normal light and darkness 

are not considered weather effects for this spell. The 

after-effects of weather - floodwaters, muddy ground, or 

drifted sand, for instance, impede progress normally. 
The recipient receives a saving throw bonus of +6 to 

magically created weather effects such as lightning bolt, 

wind wall, cone of cold, chain lightning, incendiary cloud, 

call lightning, and sunray, and a normal saving throw 

against magical weather spells that are normally listed as 

having none, such as wall of fog, fog cloud, gust of wind, 

ice storm, solid fog, death fog, control temperature, I0’ 

radius, control weather, weather summoning, and control 

winds. The recipient can save vs. spells against a dust 

devil, success indicating it cannot attack him. As a side 

effect, spells such as whispering wind and wind walk 

cannot be cast or received by the recipient of this spell. 


The reverse of this spell, intensify weather, subjects a 
creature to effects more severe than the actual weather 
would inflict. Driving wind or rain drastically slows the 
creature. Natural lightning inflicts double damage. A 
creature in the heat requires double the normal ration 
of water to avoid dehydration. The creature loses any 
possible save against magical weather spells, and those 
causing damage add one hit point per die inflicted. The 
creature gets a save to avoid the effects of this spell. 

The material components for this spell are a small 
paper umbrella (or, for its reverse, a tiny lightning rod). 


Ranike Cloud 


(Evocation) 

Sphere: Cosmos 

Level: 3 

Range: I0 yards 

Components: V, S, M 

Casting Time: 3 

Duration: I round/level 

Area of Effect: Cloud, 40 x 20 x 20 feet 

Saving Throw: None 

This spell creates a cloud of pungent smoke exactly like 
that produced when the sap of the ranike tree is burned. 
This smoke limits visibility as a blizzard or dense fog 
does, but its main asset is its ability to repel all insects 
and insectoid creatures, including thri-kreen, that come 
in contact with it. Once those creatures are engulfed in 
the cloud, they immediately flee the area in the manner 
of undead turned by a cleric. Intelligent insects like the 
thri-kreen may run before they are touched, once they 
see what's coming. 

The cloud moves away from the caster at a speed 
of IO feet per round, rolling along the surface of the 
ground. À moderate breeze can alter the cloud's course, 
but it won't move back toward its caster. À strong, wind 
breaks it up within four rounds, and stronger winds keep 
the cloud from forming in the first place. Very thick 
vegetation disperses the cloud in two rounds, but the 
only places on Athas that qualify as such terrain are 
the Crescent Forest and the Forest Ridge. 

The smoke produced by this spell does not sink as 
many vapours do (like a cloudkill spell); it also cannot 
penetrate liquids or be cast underwater - not a great 
concern on Athas. 

The material component is a chunk of wood from the 
ranike tree. 
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Reflect Rejuvenate 
(Alteration) (Alteration) 
Sphere: Sun Sphere: Cosmos, Earth, Water 
Level: 5 Level: 5 
Range: 0 Range: Touch 


Components: V, S, M 

Casting Time: I 

Duration: Iround 

Area of Effect: Special 

Saving Throw: Special 

Creatures with infravision or ultravision are struck blind 
for I turn if looking at the priest (no saving throw). 
Other creatures are allowed a save vs. spell if within 30 
yards Gf further away, with eyes closed, and so on, they 
are not subject to the spell effect). 

If light conditions are equivalent to full sunlight, the 
blindness duration is doubled and saves are at -2. A 
reflecting priest struck by lightning bolt, chain lightning 
spell, or the equivalent suffers only half damage. 

A light source at least as bright as a single candle 
must be present for this spell to function. 


Reincarnate 


Use the following list when a character is reincarnated: 


D100 Roll Incarnation 
01-03 Aprig 
04-08 Bear, Athasian 
09-12 Carru 
13-16 Cat, tigone 
17-19 Dagorran 
20-23 Dune freak (anakore) 
24-28 Eagle 
29-31 Elf 
32-34 Feylaar 
35-38 Gith 
39-40 Gorak 
41-44 Hawk 
45-58 Human 
59-6I Jhakar 
62-64 Owl 
65-68 Pterran 
69-70 Rasclinn 
71-75 Sloth, Athasian 
76-80 Takis 
81-85 Zhackal 
86-00 DM's choice 


Components: V, S, M 

Casting Time: I round 

Duration: Special 

Area of Effect: 10-foot radius/level 

Saving Throw: None 

This spell grants the ability to support vegetation, to an 
area of ground. In the case of ground made barren by 
defiler magic, rejuvenate counters the ground's sterility, 
making it immediately capable of supporting vegetation. 
The spell can be cast on any ground short of solid rock, 
including sand, rocky sand or soil, or dust. 

In either case, the spell affects the ground in a circle 
extending away from the caster, so he must stand in the 
middle of the area he wishes to revitalise. The radius of 
the circle is IO feet per level of the caster. Once cast, 
the soil is enriched and moistened, and a layer of fine 
grass emerges instantly. 

The duration of the spell varies. Once cast, the moist 
soil and grass are not magical, and are subject to all 
natural forces upon them. However, they will survive 
a week in even the worst of conditions. Rejuvenate 
otherwise lasts until another defiler spell destroys the 
vegetation, 

The material component is a seed (of any type) and 
a drop of water. 


Return to the Earth 


(Necroma ncy) 


Sphere: Earth 

Level: 4 

Range: 0 

Components: V, M 

Casting Time: 3 

Duration: special 

Area of Effect: 30-foot radius 

Saving Throw: Special 

This spell turns the physical bodies of undead creatures 
within 30 feet of the caster into dust. The affected 
undead must actually have physical forms; for example, 
ghosts and spectres are not subject to this spell. Corpses 
inhabited by spirits (such as wights) and undead with 
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more than 4 Hit Dice are allowed a saving throw 
vs. death magic, but zombies, skeletons and similar 
animated undead with 4 Hit Dice or less are not. The 
caster can affect I Hit Die of undead for each level of 
experience. Once cast, bits of the undead creatures begin 
to crumble and fall to the ground, completely destroying 
them in 3 rounds. As they deteriorate, affected undead 
creatures suffer a cumulative -I to attack rolls each 
round after the spell has taken affect. 
The material component is a pinch of dust. 


Sand Blade 


(Enchantment) 

Sphere: Earth, Silt 

Level: 6 

Range: 0 

Components: S, M 

Casting Time: I day 

Duration: Permanent 

Area of Effect: I sword 

Saving Throw: None 

This spell requires a sword made of a crystalline stone 
(such as quartz) or glass. The weapon must be of the 
highest quality and craftsmanship, and forged without 
aid of magic or psionics. 

The enchantment of the sword takes an entire day, 
and at day’s end the caster must make an unmodified 
saving throw vs. spells. Failure indicates that the blade 
must be enchanted for another day and another save 
vs. spells required, now at -I. The caster is permitted 
a number of attempts equal to I/2 his level (round 
down). Each additional attempt is made at a cumulative 
-I penalty. If the save is made, the sword has been 
enchanted. If all fail, the sword is ruined and can never 
be used for this spell again. 

A successfully enchanted sand blade is razor-sharp, 
inflicting +2 damage on opponents. It has no attack 
bonus, and cannot affect creatures immune to ordinary 
weapons. It is very difficult to see and is effectively 
invisible in dim light, from a distance, or underwater. 
Sand blades are also completely invisible to magic that 
detects metal and minerals. 

If a wielder rolls an unmodified I while using the 
sword against an armoured target, it splinters into 
thousands of deadly shards. The damage from the blow 
is doubled due to the spray of glass, but the sword is 
shattered and now forever useless. 
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Sand Spray 


(Evocation/Summoning) 

Sphere: Earth, Silt 

Level: 3 

Range: 0 

Components: V, S, M 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: Cone 20 feet long x IO feet wide 

Saving Throw: Neg. 

This spell sprays shards of sand or silt into an opponent's 

eyes. It doesn’t create the shards; the priest must be on 

sand or silt when casting. Targets save vs. breath weapon 

or take IdIO damage and are blinded for Id6 rounds. 
The material component is a shard of glass, mica, 

quartz, or other transparent substance. 


Sand Warriors 


(Conj uration/Enchantment) 

Sphere: Earth, Silt 

Level: 4 

Range: 30 yards 

Components: S, M 

Casting Time: I round 

Duration: I round/level 

Area of Effect: Special 

Saving Throw: None 

This spell summons Id4 warriors from beneath the sand. 

They serve the caster but can be banished by dispel 

magic. They are AC I5, HD 2, MV I5, wield swords 

of compressed sand (IdIO damage, +2 attack bonus), 

and take double damage from water-based attacks. 
The material component is a cup of water poured 

onto the sand where the warriors are to rise. 


Sands of Time 


(Alteration) 

Reversible 

Sphere: Air, Water 

Level: 5 

Range: IO yards 

Components: V, S, M 

Casting Time: 8 

Duration: I round 

Area of Effect: Up to 10 cubic feet/level 
Saving Throw: Neg. 
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By means of this spell, a priest can reverse the effects 
of aging and erosion on any non-living, material object. 
The amount of aging that can be so reversed depends 
upon the level of the caster. Consult the table below. 

The table also indicates the average effects of time and 
the elements on various materials (items protected from 
the elements might take longer to erode, but use these 
times for all restoration). Papyrus and wooden objects 
fade over time, making it difficult, but not impossible, 
to read or identify surface features. Fragile objects must 
survive an item saving throw vs. fall every time they 
are used; brittle items must survive vs. crushing blow. 
Crumbled items are unusable but still identifiable as 
papyrus or wood; dust is completely unidentifiable and 
unusable. 

Stone and metal items wear away over time, and their 
shapes smooth out until the item is completely worn 
away. Paint indicates that artificial colouration is gone or 
unrecognisable; Etching means carved letters or pictures 
are worn away; Relief indicates that deeply carved letters 
or images are severely eroded; Form indicates that time 
has eroded away all but the basic form of the original 
stone or metal. The fractions I/2 and 3/4 tell when 
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the item has lost that amount of its original mass. Dust 
means the original item is completely gone, eroded away 
to nothing. 

A I4th-level priest could, for example, turn even a 
pile of dust back into the new, clean piece of papyrus it 
once was, or turn the crumbled remains of a staff back 
to its original form, or even restore a painted map on 
the wall of a temple constructed of soft stone. This spell 
cannot restore damage done to an object by anything 
other than natural aging or erosion. Use this table as a 
guide for other objects that don't exactly fit into these 
categories. 

The material components for this spell are a tiny 
hourglass (during the spell, the sands run upward) Or, 
for the reverse, a miniature sundial that has timed the 
passage of at least one year. Neither is consumed in 
the casting. 

The reverse of this spell, accelerate erosion, allows the 
priest to speed up erosion on any non-living material 
object. In the example above, the I4th-level priest could 
turn a clean piece of papyrus to dust, or turn a new 
staff of wood into crumbled pieces, or erase a painted 
map from a wall of soft stone. 


Effects on 

Level Time Reversed Papyrus Wood Soft Stone Hard Stone Metal 
9 30 days Faded = = = == 
10 I year Fragile = e = xd 
II 2 years Brittle Faded = = = 
12 5 years Crumbled Fragile = = xc 
i IO years Dust Brittle = = = 
14 20 years x: Crumbled Paint e e 
I5 50 years = Dust Etching ES x 
I6 100 years — uci Relief ui = 
I7 200 years = = Form Paint = 
18 500 years v 5 1/2 E Paint 
19) 1,000 years x x 3/4 Etching x 
20 2,000 years = = Dust = Etching 
2I 5,000 years = = == Relief = 
22 10,000 years = == = = Relief 
23 20,000 years m = = Form ane 
24 50,000 years = = = m Form 
25 100,000 years ws za = 1/2 = 
26 200,000 years = n = ium 1/2 
27 500,000 years == = S 3/4 x 
28 1,000,000 years == = = = 3/4 
29 2,000,000 years zs = = Dust = 
30 5,000,000 years = = = Dust 
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Sandstorm 


(Conjuration/Summoning) 

Sphere: Air 

Level: 5 

Range: 60 yards 

Components: V, S, M 

Casting Time: I round 

Duration: 3 rounds/level 

Area of Effect: Special 

Saving Throw: 1/2 

This spell conjures a very large version of dust devil 
that can engage and attack a number of targets at once. 
The storm has AC 20, MV I2, and Hit Dice equal to 
the level of the caster. The sandstorm is a whirlwind of 
dust and sand twelve feet tall that covers a 10-yard by 
10-yard square per level of the caster. The storm’s shape 
can be determined by the caster and changed on any 
round after casting, provided no portion of the storm 
moves further than its movement rate. 

Any creature within the storm is subject to an attack 
that inflicts 2d6 points of damage (save vs. spell for 
half). The storm is subject only to attacks by magical 
weapons. The winds of the storm put out normal fires. 
Items exposed to the storm must make saving throws 
vs. acid with a +5 bonus each round or be destroyed. 

The storm can hold a gas cloud or a creature in 
gaseous form at bay or push it away from the caster. 
The cloud obscures vision, and creatures must save 
vs. spell or be blinded while in the storm and for Id4 
rounds after emerging from it. Spellcasting in the storm 
is not possible; any casting interrupted by the storm is 
ruined. 

The material component is a small bottle of air 
collected on a windy day. 


Sea Legs 


(Encha ntment/ Cha rm) 
Reversible 

Sphere: Silt 

Level: I 

Range: Touch 
Components: V, S, M 
Casting Time: I round 
Duration: I hour/level 


Area of Effect: I creature 
Saving Throw: None 


This spell stops the effects of oncoming motion sickness 
in its recipient. If unable to do so before, that person 
also gains the ability to balance and manoeuvre easily 
even on a violently heaving deck, just as the most 
experienced sailor can. At the DM’s discretion, a person 
under the effect of this spell need not make Dexterity 
ability checks for shipboard actions in stormy weather 
that could easily be done in calm weather. 

The reversed version of this spell, land legs, causes the 
target of the spell to make a Dexterity ability check to 
move or attack while on board a ship or boat. Failure of 
the check means the character falls down and a second 
check is required to stand up again. 

The material components are the priest’s holy symbol 
and a tiny vial of strong-smelling chemicals. 


Silt Cyclone 


(Conjuration) 

Sphere: Air, Earth, Silt 

Level: 7 

Range: 120 yards 

Components: V, S, M 

Casting Time: I round 

Duration: 2 rounds/level 

Area of Effect: Special 

Saving Throw: None 

By casting this spell on a large area of silt (the Sea 
of Silt or silt basins or estuaries), the priest creates a 
powerful whirlwind of silt. The cyclone, IO feet wide 
at its base and 20 feet wide at its top, rises from the 
silts surface to a height of 100 feet, spinning violently 
and picking up tons of dust The caster can move 
the cyclone up to 30 feet per round, but it cannot go 
beyond 120 yards from him. 

The cyclone spins so quickly that its centre becomes 
extremely hot, shooting off balls of searing dust as the 
whirlwind spins faster and faster. Any creature within 
90 yards of the whirlwind must save vs. spell every 
round or be hit with a 2dI2 ball of super-heated dust. 
Any creature that touches the cyclone suffers an attack 
at +15 that inflicts I0d6 points of damage. A creature 
that takes damage from this attack is also thrown 3d6 
yards away, suffering another Id6 points of damage. 

The cyclone can be dissipated by an air elemental or 
other powerful being from the Elemental Plane of Air 
on command, by dispel magic, or by forcing its base 
away from the area of silt where it was cast. 
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The cyclone can be moved by a powerful magical 
wind (gust of wind is insufficient); control weather, 
weather summoning, or wild weather spells can move it 
IO yards for every IO miles per hour of wind sustained 
against it for an entire round. 

The material components are silt from the Sea of Silt 
and a child's toy top. 


Silt Swimmer 


(Alteration) 
Sphere: Silt 
Level: I 
Range: Touch 
Components: S, M 
Casting Time: 4 
Duration: I round/level 
Area of Effect: I willing creature 
Saving Throw: None 
This spell causes fine webbing to grow between the 
fingers and toes of the target creature, granting it a 
swim speed of I2. [t has no effect on other forms of 
movement and does not grant the target the ability to 
breathe when submerged in silt (or water). 
The material component is the priests holy symbol. 


Silt Tides 


(Alteration) 

Reversible 

Sphere: Air, Earth, Silt 

Level: 6 

Range: 0 

Components: V, S, M 

Casting Time: 9 

Duration: 4 hours/level 

Area of Effect: IO-yard radius/level 

Saving Throw: None 

This spell creates an area of low tides in a body of silt. 

In this area, the silt drops IO feet, usually enough to 

expose the maze of rock walkways common to coastal 

areas of the Sea of Silt. The spell moves with the caster, 

so he can travel the rock walkways while exposed to the 

air. Strong winds and the like affect the silt normally. 
The reverse of this spell, high silt tides, causes the 

silt to rise IO feet higher within the area of effect. The 

silt can overwhelm vessels or wading creatures not tall 

enough to wade through ten additional feet of depth. 


If cast outside the Sea of Silt or silt basins, this spell 
has no effect. The material component is a small, oval 
lump of lead that has been cast by moonlight. 


Sirocco 


(Evocation) 

Sphere: Air, Silt 

Level: 7 

Range: I0 yards/level 

Components: V, S, M 

Casting Time: I round 

Duration: Id6 turns 

Area of Effect: IO feet/level 

Saving Throw: Special 

With this spell, a caster summons up a sirocco, the 
burning desert wind of legend. The caster must be able 
to see the sky to cast this spell, and he must be in an 
area covered with sand or loose stone. Calling up a 
sirocco is dangerous, because the priest cannot control 
it once it is summoned. 

At the end of the round in which the spell is cast, a 
blast of scorching wind emanates from the caster and 
sweeps along the ground before him, whipping up small 
objects and particulate matter, and carrying them along 
at tremendous speed. Large or smaller creatures must 
save vs. petrification at -4 or be bowled over by the 
force of the wind, and spend both the current round 
and the next one in the sirocco attempting to stand. All 
items caught in the storm (including metal) are abraded 
by flying grit and must save vs. acid or be destroyed. 
Magical items save with their bonuses added to the 
basic roll. Living creatures suffer 2d10 points of damage 
per round of exposure. The only way to escape a sirocco 
is to move outside its area of effect. 

Ground movement rates for all creatures inside are 
reduced to 10% of normal; all other movement (except 
innate teleportation or planar travel) is impossible. 
Killing the caster or rendering him unconscious will not 
end the spell, and he cannot end it prematurely. The 
caster is not bound to remain in place after the spell 
has been cast, but may not cast other spells until the 
sirocco has run its course or been dispelled. 

Once the sirocco has started, it will begin to drift in 
a random direction every round. Each round, select a 
direction to be I2 o'clock, and roll a dI2. The number 
indicates the direction the sirocco will move for 2d10 
yards. 
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The range of the spell is dependent upon the caster's 
level, and he may have the storm’s centre appear at any 
point up to the limit of that range. He is not immune 
to its effects. 

The material components are a leather fan and a 
grindstone chip. 


Slave Scent 


(Divination) 

Sphere: Air 

Level: 2 

Range: I0 yards 

Components: V. S 

Casting Time: 5 

Duration: Instantaneous 

Area of Effect: I person 

Saving Throw: None 

When this spell is cast, the priest can use scent to 
discover whether a person is a freeman, slave, escaped 
slave, or noble. Templars frequently use this spell to 
detect escaped slaves. If an air cleric finds a slave with 
this spell, air elementals demand that he or she free 
the person 


Smelting 


(Alteration) 

Reversible 

Sphere: Magma 

Level: 2 

Range: 0 

Components: V, S 

Casting Time: 3 turns 

Duration: Special 

Area of Effect: Up to 2,000 lbs. of ore 

Saving Throw: None 

This spell refines ore into ingots of pure metal. Only 
metal of the proper type can be extracted from a pile 
of ore, and the better the quality of ore, the better the 
results. High-grade ore releases I lb. of metal for IO lbs. 
of ore; low-grade ore releases only I lb. metal for I00 or 
even 1,000 lbs. of ore. 

This spell does not affect gems or semiprecious stones, 
and fails when cast on stone that contains no metal. 
Interrupting the casting stops the process at that point, 
but even a dispel magic spell will not return refined 
ingots to their original ore. 


The reversed form of this spell, hide normal metal, 
takes ingots or worked metal and makes it part of 
the nearby earth again, magically hiding it from sight. 
Dispelling the reversed form restores the metal to its 
original condition. The reversed form cannot affect 
enchanted metals or any creature. 


Snake Charm 


Yuan-ti and silk wyrms can be affected by this spell. 


Soften Earth and Stone 


(Alteration) 

Sphere: Earth, Silt 

Level: 2 

Range: 20 yards 

Components: V, S 

Casting Time: 4 

Duration: Instantaneous 

Area of Effect: 10-foot square/level 

Saving Throw: None 

This spell softens all natural, undressed earth or stone 
in the affected area to a depth of I to 4 feet, depending 
on the toughness or resilience of the ground at that spot. 
Wet earth becomes thick mud, dry earth becomes loose 
sand or dirt, and stone becomes soft clay that is easily 
moulded or chopped. Magical, enchanted, dressed, or 
worked stone cannot be affected. Earth or stone creatures 
are not affected. 

A creature in mud must save vs. spells or be caught 
for Id2 rounds and unable to move, attack, or cast 
spells. A creature that succeeds on its save can move 
through the mud at half speed, but it can’t run or 
charge. Loose dirt is not as troublesome as mud, but 
all creatures in the area can move at only half their 
normal speed and can’t run or charge over the surface. 
Stone softened into clay does not hinder movement, but 
it does allow characters to cut, shape, or excavate areas 
they may not have been able to affect before. 

While this spell does not affect worked stone, cavern 
ceilings or vertical surfaces such as cliffs can be affected. 
Usually, this causes a moderate collapse or landslide as 
the loosened material peels away and falls. 

A moderate amount of structural damage can be dealt 
to a manufactured structure by softening the ground 
beneath it, causing it to settle. Most well-built structures 
will only be damaged by this spell, not destroyed. 
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Soothe 


(Invocation) 

Sphere: Rain, Water 

Level: 4 

Range: 0 

Components: V, 3 

Casting Time: 5 

Duration: I round/2 levels 

Area of Effect: 10-foot radius 

Saving Throw: None 

The caster claps his hands together, making the sound 
of thunder, and rain begins to fall in a I0-foot radius. 
Every creature beneath the cloud regains 2 hit points 
per round, up to the duration of the spell. The rain 
also causes a -I penalty to all melee attacks within its 
area of effect. 


Spark of Blinding 


(Conjuration) 

Sphere: Sun 

Level: I 

Range: I5 yards 

Components: V, S, M 

Casting Time: 3 

Duration: Id4 rounds 

Area of Effect: 10-foot radius 

Saving Throw: Neg. 

This spell causes a brilliant but tiny spark of light to 
flash before a creature's eyes, blinding the target for 
Id4 rounds. During that time, the creature fights as 
if blinded, (-4 to hit and -4 to Armour Class) and 
makes all saving throws at a -2 penalty. A successful 
saving throw vs. spell negates this effect. The priest can 
cast this spell only above ground and in the presence 
of the sun. 


Spawn Song 


Conjuration/Summoning) 
Sphere: Cosmos, Earth, Silt 
Level: 4 

Range: 0 

Components: V, S 

Casting Time: I turn 
Duration: I turn 

Area of Effect: 240-yard radius 
Saving Throw: None 


This spell summons 2d6 silt spawn. It must be used 
carefully, because it convinces the silt spawn that the 
priest is a meal that will satisfy their raging appetites. 
The priest sings the spell while in contact with the silt. 
So long as he sings, the spell calls to the silt spawn. The 
song lasts IO rounds, after which the spell is broken. 

To make effective use of this spell, the priest works 
with spawn trappers. The priest is extremely vulnerable. 
The trappers must scoop up the silt spawn from the 
silt before they get too close to the caster. Fortunately 
for the trappers, the spawn are oblivious to everything 
except the singing priest. 

If this spell is used to lure specific silt spawn, those 
creatures receive a saving throw vs. spell to ignore 
the spell. The 2d6 silt spawn drawn to the priest are 
assumed to be those who failed their saving throws. 


Speak with Water 


(Divination) 

Sphere: Water 

Level: 2 

Range: Touch 

Components: V, S 

Casting Time: 4 rounds 

Duration: I question/level 

Area oj Effect: Body of water 

Saving Throw: None 

Water, or the spirits that dwell within it, can speak to 
casters of this spell. It will know such things as what 
creatures drank from it last and what they looked like, 
where a particular fish is, or if a specific item lies at 
the bottom. It has no concept of names or time, and 
generally only remembers events that have occurred in 
the past week. This is a good way of finding out how 
long a given water supply will last, or if it has been 
enchanted or poisoned. The caster must be able to see 
the water to speak with it. 


Spirit of Flame 


(Evocation) 

Sphere: Fire 

Level: 6 

Range: 2 miles/level 
Components: V, M 
Casting Time: 6 
Duration: Special 


Saving Throw: None 
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With this spell, a priest can walk into a fire and teleport 
to any other up to the limit of his range. The priest 
may go blindly, and will appear in a random campfire 
in a place determined by the DM. If the caster isn't 
near a settlement, there is 3096 chance there will be no 
campfire and the spell is wasted. A better course is to 
cast watchfire and see. The destructive fire elementals 
demand a high price for this spell, and the priest must 
sacrifice Id6 hit points every time he uses it. The 
damage heals normally, 


Steal Breath 


(Evocation) 
Sphere: Air 
Level: 2 
Range: 120 yards 
Components: V, S, M 
Casting Time: 5 
Duration: 3 rounds 
Area of Effect: I creature 
Saving Throw: None 
This spell forces the air out of an opponent’s lungs. It 
causes him to lose one round of action and suffer a 
+3 initiative penalty for the next three rounds. Non- 
breathing creatures are unaffected by this spell. Steal 
breath can be used to disrupt spellcasting, 
The material component is a braided length of cat 


hair. 


Stone of Sharpening 


(Alteration) 

Sphere: Earth 

Level: 4 

Range: 0 

Components: S, M 

Casting Time: 5 rounds 

Duration: Special 

Area of Effect: I weapon/level 

Saving Throw: None 

The caster wraps a cloth around a stone no more than 
2 feet in diameter, and soaks it with oil. He sets the 
cloth on fire and allows it to burn until it disintegrates. 
Once this is done, any sword or edged weapon struck 
against the stone has its edge perfectly sharpened and 
oiled, giving it a +3 damage to the next target it hits, 
+2 to the second, and +I to the third. There are no 


special effects after the third blow has been struck. The 


stone will sharpen as many weapons as the level of the 
caster. It works on metal, obsidian, and bone. 


Stoneflame 


(Enchantment) 

Sphere: Magma 

Level: 2 

Range: I0 yards 

Components: V, S, M 

Casting Time: 5 

Duration: 5 rounds/level 

Area of Effect: I open flame 

Saving Throw: None 

When this spell is cast upon an open flame no larger 
than that of a torch or a very small campfire, the flame 
is turned into an orange stone, holding the size and 
shape of the flame at the time of casting. The stone 
remains attached to the torch or ground as if it were a 
part of it. The stone gives off illumination as if it were 
flame, but no heat. It will return to flame at the end 
of the duration. If the stone is shattered, the flame is 
extinguished. 

The material component for this spell is a mix of fine 
sand and sugar, which is sprinkled in the air as the 
caster chants the verbal component and points at the 
desired open flame. 


Stoneiron 


(Enchantment) 

Sphere: Earth 

Level: 3 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 
Saving Throw: None 


This low-powered version of the enchanted weapon spell 
causes stone (flint, obsidian, etc.) weapons to have the 
attack and damage scores of ordinary steel weapons (no 
penalties to hit and damage), eliminating all chances 
of breakage. One Large, two Medium, or three Small 
weapons can be affected by this spell, and the dweomer 
can be dispelled early only if an enchanted missile 
strikes its target. 
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The only way to make the effects permanent is to use 
enchant an item and permanency, repeated castings do 
not improve the weapon’s abilities any further. 

The material component for this spell is a small 
chunk of stone, of the same type as the weapon to be 
enchanted. 


Sunblade 


(Conjuration) 
Sphere: Sun 
Level: 3 
Range: 0 
Components: V, M 
Casting Time: 4 
Duration: I round/level 
Area of Effect: Special 
Saving Throw: None 
A brilliant sword of fiery sunlight appears in the caster’s 
hands when this spell is cast. It acts as a magical long 
sword and grants a +2 to attacks and damage. Blinding 
rays emanate from the flaming blade, subtracting I from 
enemies’ attacks as long as they remain in melee. The 
sword inflicts double damage on any creatures with a 
vulnerability to sunlight or bright illumination. 

The material component is a miniature sword made 


from ceramic, glazed and highly polished. 


Sunburst 


(Evocation) 
Sphere: Sun 
Level 4 
Range: 30 yards 
Components: V, S 
Casting Time: 7 
Duration: Instantaneous 
Area of Effect: 40-foot radius globe 
Saving Throw: Special 
This spell creates a brilliant flash of golden light. 
Undead within the area of effect take 6d6 points of 
damage (no save). All other creatures within or facing 
the burst must save vs. spell or be blinded for I round. 
Creatures without eyes and those not sensitive to visible 
light are not affected. 

A sunburst negates darkness spells within its area, 
provided the darkness was cast by someone of equal or 
lower level than the priest. 


Sunscorch 


(Alteration) 

Sphere: Sun 

Level: I 

Range: 40 yards 

Components: V, S 

Casting Time: 4 

Duration: Instantaneous 

Area of Effect: I creature 

Saving Throw: Neg. 

This spell creates a brilliant ray of scorching heat 
that slants down from the sky to strike one creature 
of the caster's choice. The creature is allowed a saving 
throw against spell to avoid the ray - a successful save 
indicates that it missed altogether. 

Any creature struck by the ray sustains Id6 points of 
damage, plus I point per caster level. Undead creatures 
and monsters vulnerable to bright light sustain Id6 
points of damage, plus 2 points per caster level. In 
addition to sustaining damage, living victims who fail 
their save are also blinded for Id4 rounds by the spell. 

The sun must be in the sky when sunscorch is cast, 
or the spell fails entirely. It cannot be cast underground, 
indoors, or in hours of darkness, although routine 
overcasts do not hinder the sunscorch. 


Sunstroke 


(Summoning) 

Sphere: Fire, Sun 

Level: 6 

Range: I0 yards/level 

Components: V, S 

Casting Time: 7 

Duration: Special 

Area of Effect: I creature 

Saving Throw: Special 

The caster points his finger at a creature and a brilliant 
beam of sunlight shoots outward to cause severe heat 
exhaustion. The creature must save vs. spell or instantly 
collapse into a convulsive mass until treated or dead. 
The creature's skin becomes cold and clammy, it does 
not sweat regardless of the heat, and its muscles convulse 
dangerously. This causes the creature to lose Id4 hit 
points per round. The condition can be stopped by a 
heal or cure critical wounds spell, or by pouring at least 
one gallon of cool water over the creature's head. 
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A creature that has suffered a severe heat stroke once 
is forever susceptible. Those affected require twice their 
normal amounts of water if exposed to the sun for more 
than four hours, and may go into convulsions if not 
adequately hydrated. 

If the saving throw is successful, the creature is affected 
as if by the 3rd-level heat exhaustion spell. All attack 
rolls and saving throws are made at a -2 penalty until 
the effect is countered by cooling (a canteen of water 
poured on the head is sufficient), by magical healing 
(such as cure light wounds), or by a dispel magic spell. 


Thorns of Binding 


(Alteration) 

Sphere: Earth, Water 

Level: 4 

Range: I0 yards 

Components: 5 

Casting Time: 5 

Duration: I turn +I turn/level 

Area of Effect: I creature 

Saving Throw: Neg. 

By casting this spell, the priest causes a thorny vine 
to appear and wrap itself around a chosen creature. A 
successful save means the attack is foiled and the vine 
dissipates harmlessly. Failure results in Id4 points of 
damage, plus a number of additional points of damage 
equal to IO minus the Armour Class bonus of the 
creature. Thus, a human in plate mail (AC +7) takes 
1d4+3 points of damage. The creature is also bound 
and cannot take any other actions until it escapes. 

To escape the bonds, a creature must make a 
successful saving throw vs. spell at -4. The creature 
takes damage for every escape attempt, regardless of 
Success. Exceptionally large and powerful creatures 
can snap the vine easily. Otherwise, the caster can, by 
concentrating for a full round and squeezing, cause the 
vine to constrict and inflict damage (as above), or can 
dismiss the thorns of binding with a gesture. 


Transmute Rock to Magma 


(Alteration) 
Reversible 

Sphere: Magma 
Level: 6 

Range: IO yards/level 
Components: V, S 


Casting Time: 7 

Duration: Special 

Area of Effect: 5-foot cube/level 

Saving Throw: 1/2 

This spell turns a patch of rock or solid earth into 

fiery magma by superheating it in a matter of seconds. 

Anything caught within the area should make a saving 

throw vs. paralysation or take 6d8 points of damage (half 

damage on a successful save). The magma will remain 

for about 2 days, and then cool to a black circle of ash. 
The reverse, transmute magma to rock, is only of 

temporary duration. It transforms magma to stone cool 

enough to walk on for one hour. 


Transmute Sand to Glass 


(Alteration) 

Reversible 

Sphere: Magma 

Level: 6 

Range: IO yards/level 

Components: V, S, M 

Casting Time: 6 

Duration: Permanent 

Area of Effect: 5-foot cube/level 

Saving Throw: Special 

This spell transforms a mass of normal sand of any 
depth into solid glass permanently. Any creature in the 
sand is allowed a save vs. paralysation to escape before 
the area transforms. Creatures unable to escape the 
area are trapped and must be broken out. A creature 
so caught can break free by making a Strength check 
at -4 to break the glass (one per cube) or by dealing 
damage to the glass. Each glass cube has 30 hit points. 
A creature partially caught takes a -2 penalty on attack 
rolls, -4 penalty to Dexterity, and is unable to move. 

When breaking glass, a creature takes Id6 damage 
each time it makes a successful Strength check to break 
free. If broken free by others, the creature takes Id6 
points of damage from broken glass. A creature trapped 
beneath the surface of the glass may begin to suffocate. 

The material component is a mixture of crushed glass 
and sand. 

The reverse, transmute glass to sand, destroys glass 
it is cast on, turning it to an equal amount of sand. 
Characters receive a saving throw as above to avoid 
being engulfed by sand (if there is enough) and may 
suffocate if buried. 
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Transmute Water to Dust 


In Dark Sun campaigns, this spell has no reverse. 


Tree Growth 


(Enchantment) 

Sphere: Cosmos, Earth 

Level: 5 

Range: 0 

Components: V, S, M 

Casting Time: 8 

Duration: I round 

Area of Effect: Special 

Saving Throw: Special 

This spell causes a normal tree to grow from a seed to 
full size in only one round. The tree is not magical; 
only its accelerated growth is a magical effect. The priest 
places the seed where he wishes the tree to grow; if this 
is not already on soil or earth, the tree will seek out soil 
no more than I foot below, even through rock or metal. 

The priest can simply drop the seed. If he wishes to 
toss it to a specific location within I2 feet, a successful 
Dexterity check is required - failure means a miss, but 
by no more than 3 feet. 

During its rapid growth, the tree tries to attain its 
full size and height, smashing through barriers with a 
Strength score of 25. Wooden structures splinter; rock 
walls, ceilings, and foundations split and crumble; metal 
barriers bend or split against the massive growth of the 
tree. Should a structure collapse because of the tree’s 
growth, creatures may have to save throw vs. spell or take 
damage, at the DM’s option. Though rapid, the growth 
of the tree can easily be avoided by most creatures. 

The material component is the seed itself, which must 
be undamaged but need not be magically enchanted 
before this spell is cast. 


Unearthly Heat 


(Alteration) 

Sphere: Sun 

Level: 5 

Range: Touch 
Components: V, S 
Casting Time: 7 
Duration: Iround/level 
Area of Effect: I creature 


Saving Throw: Neg. 


This spell subjects the target to unearthly heat. Each 
round, the target creature takes Id6 points of damage 
and loses a point of Constitution. The target is allowed 
to save vs. spells each round to negate the damage and 
Constitution loss. A successful heat protection check 
grants the target a +2 on their saving throws. Even if the 
target creature makes its saving throws, it is exhausted 
from the heat and cannot run or charge for the duration 
of the spell. 

If the target survives the spell, lost Constitution points 
return at a rate of Id8 points per day. 


Unliving Identity 


(Necromancy) 

Reversible 

Sphere: Cosmos 

Level: 6 

Range: Touch 

Components: V, S, M 

Casting Time: 9 

Duration: I day/level 

Area of Effect: Creature touched 

Saving Throw: Neg. 

A priest employs this spell to give temporary personality 
and identity back to mindless undead, namely skeletons 
and zombies. The undead’s previous consciousness and 
identity are restored, including memories, preferences, 
personality, and alignment. The creature is still undead, 
but now has the ambitions and thoughts it had as a 
living being. 

There is a I% chance per year that the creature 
has been dead (not necessarily undead) that it goes 
immediately mad, unable to accept its undeath and the 
changes to its world over that time - a mad undead 
immediately flees, its identity forever lost. 

In instances where the history of a particular undead 
is known, the DM can apply what he knows to the 
new free-willed skeleton or zombie. However, in cases 
where the undead’s history is unknown, the DM should 
select its former class, alignment, and level according to 
what best suits the adventure, or decide these statistics 
randomly. 

The undead does not retain any of its class or level 
bonuses; it is still simply a skeleton or zombie. None of 
this information will be readily apparent for a skeleton, 
though characters may be able to guess at class from the 
tattered clothing still worn by a zombie. 
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The reverse of this spell, unliving mindlessness, 
permanently returns any free-willed skeleton or zombie 
to its former mindless state, or temporarily makes other 
undead mindless. The creature retains its combat and 
special abilities, but has no sense of who it is, was, or 
what its previous plans were. For the spell’s duration, 
the undead wanders aimlessly, slaying and draining life 
until destroyed. This spell does not work on kaishargas. 

The material component for this spell is any article 
significant to the undead’s former life, such as a piece 
of clothing or equipment, a favourite weapon, a letter 
he had written, etc. 


Watchfire 


(Divination) 
Reversible 
Sphere: Fire 
Level: 6 
Range: 2 miles/level 
Components: V, M 
Casting Time: 3 rounds 
Duration: I hour 
Area of Effect: Special 
Saving Throw: None 
This spell allows a caster to know how many fires burn 
within the area of effect and their approximate locations. 
He can choose any one of these fires and peer out of 
it as if he were within the flames. Anyone watching 
the fire sees a face peering out at them but can dispel 
it only by extinguishing the fire or casting protections 
from scrying, The caster can communicate through the 
flames, but cannot cast spells or use special abilities 
without other magic that enables this. 

The reverse of this spell, sealfire, protects all fires in 
range from being used in this way. 


Watchful Eyes 


(Enchantment, Divination) 

Sphere: Air 

Level: 6 

Range: Special 

Components: V, S, M 

Casting Time: I round/object (minimum I hour) 
Duration: I2 hours/level 

Area of Effect: Special 

Saving Throw: None 
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This spell enchants several small items and allows those 
present at the casting to use them as scrying devices, to 
observe distant locations or people of interest. 

The spellcaster must choose easily portable objects 
to enchant, and must make them identical (within 
reasonable limits). The objects together undergo an 
process that psionic 
empowering of an item. This takes the spellcaster at 


elaborate “curing” resembles 
least one hour per day for one month. If the spellcaster 
skips a day, the process must start again from scratch. 

Each spell enchants up to I00 items. The priest must 
touch each item during casting. À priest who has more 
than I00 items can cast watchful eyes consecutively, so 
long as the curing process continues daily. 

Any number of spellcasters can attend. When the 
caster finishes with the final item, the spell activates for 
all items at once. The items appear unchanged but now 
detect as magical for the duration of the spell. 

Thereafter, those who attended all the castings can 
select and tune in on any enchanted item up to 100 
miles away and sense anything in its vicinity, as though 
present themselves. They cannot cast spells or use 
psionics through the eyes. 

Viewing the vicinity of a watchful eye takes Id6 rounds. 
This clairsentient effect works normally, independent of 
circumstances: for instance, it works even if the item is 
concealed. The DM may assign negative modifiers for 
extreme range, presence of interfering magic, etc. 

The watchful eyes carriers become aware of this 
magical sensing only if they would ordinarily detect 
magic used in their presence. Detect scrying identifies 
the item, but nothing can trace the clairsentience back 
to its source. 

This spell requires one other material component: a 
conventional magical scrying device, such as a crystal 
ball, which is not expended in the process. 


Water Form 


(Alteration) 

Sphere: Rain, Water 

Level: 7 

Range: Touch 

Components: V, M 

Casting Time: I round 
Duration: I turn + I round/level 
Area of Effect: I creature 


Saving Throw: Neg. 
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This spell transforms the recipient into a creature made 
of elemental water, enabling him to flow as a liquid. The 
recipient no longer needs to eat or breathe. The water 
form is cohesive, and the recipient can shape himself 
as desired - even retaining his original shape. When 
submerged in an oasis or other watery environment, the 
water form becomes invisible. 

The recipient suffers only half damage from all 
piercing and slashing attacks. Furthermore, the creature 
is immune to poison and gas attacks while in this form. 
Full sunlight, however, inflicts I point of damage each 
round from evaporation. 

Most magic affects the recipient, although some spells 
have greater effects than others. All fire-based spells 
inflict -I point per die of damage (minimum I point 
per die) while electrical attacks inflict +I point per 
die of damage. If targeted by a spell that affects water, 
the recipient must attempt a saving throw vs. spell. 
Spells that transmute water into another substance end 
the effect prematurely; the recipient reverts back to his 
own form, subject to the restrictions below. The caster 
can end the effects of the spell whenever he desires. It 
otherwise lasts for I turn, plus I additional round per 
level of the caster. 


Water Trap 


(Alteration) 
Sphere: Rain, Water 
Level: 4 
Range: 0 
Components: V, S, M 
Casting Time: 5 rounds 
Duration: I hour/level 
Area of Effect: 20-foot diameter 
Saving Throw: Special 
With a water trap spell, the caster turns a normal body 
of water, no more than 20 feet in diameter, into a 
deathtrap. The spell magnifies the natural surface tension 
of the water, giving it the strength to pull Medium 
and smaller creatures to a murky death. Whenever a 
creature of affected size attempts to drink from a pool, 
oasis, or watering hole altered by this spell, it must make 
an immediate saving throw vs. death magic. Failure 
indicates that the creature is instantly pulled under the 
surface and trapped. 

Creatures pulled under by this spell will find that 
the surface of the water now has a tough, rubbery 


consistency (at least from below) that makes escape very 
difficult. A trapped creature can escape by attempting 
a second save at a -6 penalty. 

Friendly creatures outside the pool add +I to the 
creature's save every round, and are in no danger of 
being sucked under themselves once the trap has been 
sprung. Large or greater creatures can free one trapped 
creature per round. This spell is most often used to trap 
desert oases and private wells. 

The material component is a small wooden or stone 
figure of a man trapped in a hardened bit of amber or 
other translucent stone. 


Water Witch 


(Divination) 

Sphere: Water 

Level: 2 

Range: Special 

Components: V, M 

Casting Time: 3 turns 

Duration: Until water is found 

Area of Effect: Special 

Saving Throw: None 

The priest must first find two wooden or metal rods 
no more than 2 feet long and I/8 inch thick. One is 
held in each hand level with the body, as the priest 
begins to walk. When water is detected the rods are 
attracted to each other; they form an “X” over the spot. 
The sticks are only magical for the duration of the 
spell, and the caster is guaranteed to find any quantity 
of water of at least 2d6 gallons no more than I foot 
below ground level. The water will be muddy, so each 
thirsty creature has to drink twice the amount normally 
needed. Disturbing the caster breaks the spell; the caster 
can abandon it at any time, as well. 


Waters of Life 


(Alteration) 

Sphere: Water 

Level: 6 

Range: 0 

Components: V, S, M 
Casting Time: 9 rounds 
Duration: Special 

Area of Effect: I creature 
Saving Throw: None 
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This powerful spell is representative of the life-giving 
nature of water, and the sacrifices that the clerics of that 
sphere are willing to make for those they believe worthy. 

The priest makes an elixir from local herbs. Once 
made, the priest gives half the potion to the patient, 
and takes the rest himself. The former patient is now 
healed of all damage, poisons, or diseases, but the 
effects, wounds, and other symptoms are transferred to 
the priest. Soon the healer falls into a near comatose 
state for a period of two hours while his body fights off 
infections and repairs the damage. 

At the end of this period, the priest makes a system 
shock roll. If he passes, he awakens from the coma and 
all is well. If he fails, he suffers the effects of whatever 
was wrong with the former patient. This cannot result 
in the priest’s death. Conditions that would cause his 
death are halted, and the priest goes into a trance for 
another 24 hours. When he awakes, he will have only 
I hit point, but no other ill effects, scars, or contagion. 

If friendly spellcasting heals the damage, the priest 
quickly recovers from his coma, losing Id4 hit points 
representing fatigue. 

Magical afflictions, diseases, or curses cannot be cured 
by the waters of life. 


Weather Stasis 


(Abjuration) 
Sphere: Cosmos 
Level: 4 
Range: 30 yards 
Components: V, S, M 
Casting Time: I tum 
Duration: I hour/level 
Area of Effect: 10-foot cube/level 
Saving Throw: None 
Weather the 
prevalent in the area of effect when the spell is cast. 
The spell affects a cube with sides equal to the caster's 
level times IO feet (a I0th-level caster could affect a 
100’ x 100’ x 100’ cube). 

An area protected by weather stasis is unaffected by 


stasis maintains weather conditions 


temperature variations in the surrounding environment. 
The spell also acts as a shield against rain, snow, and 
hail, which cannot enter the protected area. If conditions 
of precipitation existed in the area of effect when the 
spell was cast, the identical weather will continue for the 
duration of the spell. 


For example, weather stasis is cast in an area where the 
temperature is 25 C and no precipitation is currently 
falling. Half an hour later, the temperature drops to 15° 
and rain begins to fall. The protected area remains dry 
and the temperature stays at 25. If the weather stasis 
spell had been cast while rain was falling in the area 
of effect, rain would continue to fall for the duration 
of the spell, even after it had stopped raining in the 
surrounding area. 

All physical objects other than rain, snow, and hail 
can pass into the protected area. All creatures and 
characters can move freely into and out of the area. The 
spell does not prevent water-based spells or water-based 
creatures (such as water elementals) from operating in 
the area. 

The weather stasis spell protects against both natural 
and magically generated weather. Night and day pass 
normally in the area protected by the spell, although 
temperature variations associated with night and day do 
not occur. 

The material components are the priest’s holy symbol 
and a drop of water. 


Whirlpool of Doom 


(Evocation) 

Sphere: Earth, Magma, Silt 

Level: 4 

Range: IO yards/level 

Components: V, S 

Casting Time: 5 

Duration: I round/level 

Area of Effect: 5-foot radius/level 

Saving Throw: Neg. 

This terrible spell turns earth or silt into a swirling 
sea of rock and earth. Anyone standing in the area 
of effect must make a saving throw vs. spells. Failure 
indicates that they have been sucked into the centre of 
the whirlpool and must begin to make Strength checks 
each round at a -5 penalty (or swimming checks at -3, 
if the affected character has the swimming non-weapon 
proficiency). 

Creatures that make three successful checks in a row 
are able to make their way to the edge of the pool 
and pull themselves free of the whirlpool. Failing a 
Strength or non-weapon proficiency check means the 
character has been pulled under and begins to drown 
immediately. 
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Whispers 


(Summoning) 

Sphere: Air 

Level: 2 

Range: Sight 

Components: V, S, M 

Casting Time: 3 

Duration: Concentration 

Area of Effect: Special 

Saving Throw: None 

The whispers spell allows a priest to overhear anything 

said by any individual he can see. The caster must 

focus his attention on one creature at a time, but can 

shift it instantly to keep up with a conversation, for 

example. Because the sounds are actually carried on the 

wind between the priest and his target, the caster may 

not use scrying or other spells for the purpose of seeing, 
The material component is the priests holy symbol. 


Wild Lands 


(Alteration/ Necromancy) 

Sphere: Cosmos 

Level: 7 

Range: 0 

Components: M 

Casting Time: 4 hours 

Duration: Permanent 

Area of Effect: 1/2 mile/level 

Saving Throw: None 

This spell transforms an area into a wild place that 
attracts monsters and savage peoples. Druids frequently 
use it to protect guarded lands, and clerics use it to 
shield rare power conjunctions and shrines. Templars 
cannot use the wild lands spell. 

The priest focuses the spell on an inanimate object, 
a rock or a statue, and it becomes the focal point of 
the spell. Violent creatures will slowly gravitate to the 
spot — usually a new creature appears in the area every 
two weeks. 

Roll on the encounter table for the appropriate 
terrain. If a passive creature is generated, roll again. 
Neutral creatures are possible, but should be wild 
and dangerous. Intelligent creatures such as humans, 
gith, or thri-kreen will be savage and warlike. They are 
not necessarily evil, just fiercely protective, proud, and 
belligerent. 


The only way to dispel a wild lands spell is to destroy 
the item that serves as its focus. It is not protected by 
the spell, but casters often trap the object with other 
spells to keep people from interfering with the spell. 


Winds of Change 


(Enchantment/Charm) 

Sphere: Air 

Level: 2 

Range: 30 yards 

Components: V, S, M 

Casting Time: 5 

Duration: I day/level 

Area of Effect: I creature 

Saving Throw: Neg. 

This spell alters the judgment of one creature at random 
intervals, depending on the direction of the winds. The 
spell can divert a creature from its goal for an extended 
time without physically harming it. If the wind changes 
between east and west, the creature’s distinction between 
good and evil alters. Wind that varies between north 
and south alters its attitude towards law and chaos. In 
calm conditions, the creature becomes true neutral. 

The creature behaves normally from moment to 
moment and suffers no obvious harm such as starvation 
or confusion, but cannot pursue a given goal for long 
without changing its mind. 

The general wind direction usually changes every two 
hours, often more frequently. The DM chooses wind 
direction randomly or based on whatever behaviour 
change seems most dramatic or entertaining. Magically 
altered wind direction can also change the creature's 
attitudes. Wind speed has no effect on this spell. 

The material component is a set of wooden dicing 
sticks, which are not consumed when the spell is cast 
and are reusable for subsequent castings. 


Wisdom of the Sorcerer-Kings 


(Summoning) 

Sphere: Cosmos 

Level: 6 

Range: 0 

Components: V, S 
Casting Time: I round 
Duration: I turn 

Area of Effect: The caster 
Saving Throw: None 
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This spell allows a templar to cast another spell from 
the templar spell list. Upon casting the wisdom, the 
templar picks another spell of Ist to 5th level to be 
cast in the following round. The chosen spell must be 
cast - the priest cannot cancel its activation, although 
its duration can be shortened if the nature of the spell 
allows. The templar cannot use wisdom of the sorcerer- 
kings to cast more than one spell in a round. 

This is representative of the sorcerer-king's ability to 
channel spell energies directly to his followers. 


Withering Touch 


(Alteration, Necromancy) 

Sphere: Rain 

Level: 6 

Range: 0 

Components: V, S, M 

Casting Time: I round 

Duration: 6 rounds 

Area of Effect: Special 

Saving Throw: None 

This spell transforms one of the casters arms into 
a withered, desiccated claw. The claw can grasp or 
manipulate objects (at a -2 penalty from the caster's 
normal Dexterity), wield weapons (at a -2 penalty to 
attack rolls), strike for Id8 points of damage plus I 
point per level of the caster, or enact its withering power 
(if the caster wills it to): sucking moisture from a living 
body it is touching. 

To wither, the claw must make a successful attack roll 
at the caster's to hit score with a +4 bonus. A successful 
withering attack causes Id8 points of damage plus I 
point per level of the caster and the loss of sensory or 
motive use of the struck body part for one round with 
no saving throw. (Determine which body part is struck 
through random dice roll between possible targets.) 

If the head is struck, a round of blindness and deafness 
inescapably results. If a leg is struck, that leg cannot 
move for one round. A struck arm cannot move or hold 
things and drops anything already in its grasp. The claw 
can repeatedly affect a creature, inflicting another Id8 
points of dehydration damage plus I point per level of 
the caster each round and disabling a new limb or the 
same limb, if it can maintain contact with the being. 

The caster can end this spell early at any time by 
silent act of will, causing the claw to revert back to a 
normal hand. 


While the claw is disappearing, the caster does not 
have any use of it for one round. While the claw is in 
existence, the caster cannot engage in other spellcasting 
and may be hampered in some activities. 

The material components are a fragment of bone or 
small complete bone and a handful of ash. 


Woodiron 


(Enchantment) 

Sphere: Earth 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 

Saving Throw: None 

This is a specialised version of enchanted weapon that 
works on wooden weapons. When cast on a wooden 
weapon, it becomes as hard as iron (no penalties to hit 
and damage and no breakage chance). Only one spell 
can be cast on a weapon at a time; the effects are not 
cumulative. One Large, two Medium, or three Small 
weapons can be affected by this spell. 

Wooden shields are also affected, becoming +I for 
defensive purposes. Weapons and shields are fireproof for 
the spell’s duration. Missiles enchanted in this manner 
lose their dweomer when they hit a target; otherwise, 
the spell lasts for its full duration. It is also used to 
manufacture regular magical weapons and shields. 

The material component for this spell is a chip of the 
bronze-hard agafari wood of Nibenay. 


ay 


Locum 
(he basics of magic on Athas are the same 
as they are on other prime worlds users draw 
energy from a source and employ a combination 

of components — material, somatic, and verbal - to 


unleash the magic. (Some call this combination "tool, 
gesture, and spoken word") Magic, a form of energy, is 
drawn from a specific source and shaped by the user 
into effects called "spells". 

On Athas, the energy for wizardly magic doesn’t come 
from some extradimensional source as it does on other 
worlds, but from the living environment itself. Wizardly 
magic taps into the life force of Athas, drawing strength 
from the fertile soil and the plants that grow within it. 
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It provides great power to those who can gather and 
shape it, though the cost to the world can be beyond 
measure. All Athasian wizards, defilers and preservers 
alike (with a few exceptions), power their spells with life 
energy drawn from the world around them. 

Until they reach very high levels, wizards draw upon 
the life force of plants only. The magic of advanced 
preservers and defilers (above 20th level) draws energy 
from both plant and animal life, but these spells are not 
covered here. Consult your DM for further information 
in that regard. 

This section provides a list of new and altered wizard 
spells for the Dark Sun campaign. 


First Level 
Boneflint 
Charm Person 
Erdlu Claw 
Find Familiar 
Fossilisation 
Giant Fur 


Illusory Talent 
Mount 


Second Level 
Boneharden 
Bonewood 
Cerulean Shock 
Detect Psionics 
Eye of the Storm 
Fool’s Gold 
Footsteps of the Quarry 
Magic Trick 
Orb of Power 
Plant Renewal 
Spawn Heritage 
Wakefulness 
Ward 


Third Level 


Conservation 
Cooling Canopy 
Death Mark 
Dedication 
Empower Orb 
Energy Conduit 
Erdlu Hide 

Fleet Feet 
Gardeners Touch 
Mask Magic 
Mental Dagger 
Monster Summoning I 
Nurturing Seeds 
Phantom Steed 
Ranike Cloud 


Stoneiron 


Touch the Black 


Italics denotes a reversible spell. 
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Fourth Level 
Backlash 

Border Guard 
Gloomcloud 

Ice Storm 

Mage Seeker 
Massmorph 

Monster Summoning Il 
Plant Growth 

Psionic Dampener 
Psionic Tracer 

Raze 

Scapegoat 

Spell Deferment 
Sphere of Entrapment 
Spiderstrand 
Transmute Sand to Stone 
Wall of Ice 

Woodiron 


Fifth Level 

Death Whip 

Defend Distant Ward 
Erdlu Egg 

Guard Life 

Kank Shell 

Monster Summoning II 
Psionic Override 
Rejuvenate 

Steal Energy 

Transmute Rock to Mud 
Wall of Iron 


Sixth Level 


Conjure Greater Elemental 
Improved Haste 

Improved Slow 

Isolate Templar 

Monster Summoning IV 
Psychic Reversal 
Reincarnation 

Shadow Shroud 


Transmute Water to Dust 
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Seventh Level 
Cleansing Flame 

Doom Legion 

Monster Summoning V 
Open the Gray Portal 
Semipermanency 
Ward’s Revenge 
Watchful Eyes 


Eighth Level 

Create Tree of Life 
Monster Summoning VI 
Obsidian Death 


Protection from Time 


Ninth Level 

Land Lock 

Monster Summoning VII 
Pact of Darkness 
Psionic Channeller 


Vampiric Youthfulness 
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Spell Descriptions 


Backlash 


(Abjuration/Evocation) 

Level: 4 

Range: 40 yards 

Components: V, S, M 

Casting Time: 4 

Duration: Special 

Area of Effect: 10’ x 10’ square/level 

Saving Throw: I/2 

Also known as the preserver s scourge, this spell makes 
the ground dangerous to defilers. There are two versions 
of the spell; the one that takes effect is dependent upon 
what a defiler tries to do with the protected ground. 
Many preservers cast this spell on particularly fertile 
areas of growth. The spell remains in effect until the 
land is tapped by a defiler. 

Alternatively, when engaged in battle, preservers may 
cast this spell on any type of land nearby to prevent 
defilers from pulling energy from the plants there. It 
doesn’t matter when the spell is cast so long as it is 
in place before the defiler attempts to use the land to 
power their spells. 

Should a defiler try to tap into land that is protected 
by a backlash spell, the land literally lashes back at 
him before giving up its life energy. When the defiler 
is gathering spell energy from the terrain in preparation 
for casting a spell, the land lashes back in a manner 
commensurate with the spell he is preparing to cast, 
doing Id6 points of damage for each level of the defiler’s 
intended spell. The defiler receives a saving throw vs. 
spell for half damage. 

For example, if the defiler were preparing to cast a 
fireball spell, which is a 3rd-level spell, backlash would 
inflict 3d6 damage on him. The defiler would then 
receive a saving throw to reduce the damage that he 
suffers. 

Once it has inflicted damage, the ground returns to 
normal. Another backlash spell must be cast upon it for 
it to strike back at a defiler again. Only one backlash 
spell can be cast on any given plot of ground at a time. 
Casting a second one on already protected land wastes 
the spell. The spell has no effect on preservers who use 


the land. 


The material component for this spell is a thorn. 


Boneflint 


(Alteration) 
Level: I 
Range: Touch 
Components: V, S, M 
Casting Time: I round 
Duration: 5 rounds/level 
Area of Effect: Weapon(s) touched 
Saving Throw: None 
This spell gives stone weapons the properties of a 
weapon made of bone, reducing the weapon’s attack 
and damage penalties from -2/-I to -I/-I. To a native 
of impoverished Athas, this can mean the difference 
between life and death in combat The dweomer lasts 
until the spell's duration ends or until an enchanted 
missile strikes its target. One Large, two Medium, or 
three Small weapons can be affected by this spell. 

The material component is a chip of stone tied to a 
chip of bone. 


Boneharden 


(Alteration) 

Level: 2 

Range: 0 

Components: V, S, M 

Casting Time: 2 

Duration: 4 rounds +I round/level 

Area of Effect: Special 

Saving Throw: Neg. 

This spell causes bone to harden and become less brittle. 
Bones under the effect of this spell are harder to break 
than normal. If used on a bone weapon, boneharden 
improves it, removing, the penalties the weapon would 
normally receive for both attacks and damage and any 
breakage chance, similar to the boneiron spell used by 
priests. If such weapons are magical, boneharden removes 
the normal penalty due to the material used (bone), 
making the weapon more effective, and consequently 
letting the dweomer cast upon the weapon take its full 
effect. One Large, two Medium, or three Small weapons 
can be affected by this spell. 

Boneharden spells are exclusive. Because they remove 
penalties rather than adding improvements, casting 
two boneharden spells has no more effect than casting 
one. The spell can't be used to add enchantments to 
weapons. 
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When cast on a creature, the recipient gets a saving 
throw vs. spell to avoid the effects of the dweomer. If the 
saving throw fails, the creature's bones harden, causing 
them to ache and the joints to swell. This gives the 
creature a +2 penalty to its initiative and a -2 penalty 
to its attack and damage rolls as it moves more rigidly 
and slowly. It also improves the creature's Armour Class 
by +2, however, since it effectively makes the creature 
tougher. 

The material components are a bit of bone and a tiny 
pinch of mortar. 


Bonewood 


(Alteration) 

Level: 2 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 
Saving Throw: None 


This spell toughens wooden weapons sufficiently so that 
they are the equivalents of their bone counterparts; thus, 
their attack and damage penalties drop from -3/-2 to 
-I/-I. The weapons are also fireproof while the spell 
lasts. One Large, two Medium, or three Small weapons 
can be affected by this spell; missiles will lose their 
enchantment early if they hit a target. 

Repeated castings provide no additional benefits. 
Anyone wishing to create a relatively powerful bonewood 
weapon must use enchant an item and permanency 
spells as well. Aside from being fireproof, normal wooden 
weapons such as clubs and staves gain no additional 
benefits. 

The material components for this spell are a three- 
inch strip of wood and a bone of roughly equal length. 


Border Guard 


(Abjuration/Alteration/Evocation) 
Level: 4 

Range: Special 

Components: V, S, M 

Casting Time: 4 rounds 

Duration: I month 

Area of Effect: 10’ x 10’ square/level 
Saving Throw: None 


This spell creates a border around an area protected 
by the ward spell. The border discourages interlopers 
by informing them (via a magic mouth) that they are 
trespassing, on warded ground. If the creature doesn't 
vacate the area within one round, or if any attempt 
is made to pull energy from the warded land, border 
guard casts an evocation spell known to the caster and 
centres it on the trespasser. The evocation spell must 
be 3rd level or lower. Any damage caused by the spell 
affects the trespasser only; the ground takes no damage 
regardless of any elemental effects which may accompany 
the evocation. Thus, the interloper might be targeted 
by a flaming sphere, stinking cloud, web, fireball, or 
lightning bolt without harming the land around him. 

The material components for this spell are the materials 
needed to bring the magic mouth and evocation spells 
into effect, and four small bone shards to mark the 
territory to be guarded. 


Cerulean Shock 


(Alteration/Evocation) 

Level: 2 

Range: 30 yards 

Components: V, S, M 

Casting Time: 2 

Duration: I round +I round/level 

Area of Effect: One creature 

Saving Throw: I/2 

The victim of this spell turns a bright, glowing blue and 

electrical discharges spring from his body. The person 

is literally imbued with static electricity. If the victim 

stands still, touching nothing and making no movements, 

he sustains no damage and can move again when the 

duration ends. Should the recipient move (wielding a 

sword, casting a spell, or walking, for example), the built- 
up electrical charge is released, inflicting 2d6 points of 
amage to the creature (save vs. spell for half). 

Any object or creature the victim touches while in 
this state likewise suffers. If the affected creature touches 
someone or something (such as a wall or a weapon), both 
the spell recipient and whatever he touched receive 2d6 
damage from the electrical charge. Again, a successful 
saving throw vs. spell reduces the damage by half. 

The recipient of this spell could receive 4d6 damage 
per round if he should both move and touch something, 

The material components for this spell are a small 
piece of glass and a clump of fur. 
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Charm Person 


Athasian creatures that can be charmed include all PC 
races except thri-kreen, plus anakore, belgoi, and gith. 


Cleansing Flame 


(Alteration/Evocation) 

Level: 7 

Range: 60 yards 

Components: V, 5 

Casting Time: 2 

Duration: Instantaneous 

Area of Effect: One individual or object 

Saving Throw: Special 

A bolt of flame that unerringly strikes a specific target is 
created whenever this spell is cast. The bolt always hits 
unless the target is not corrupt (see below). The spell 
affects things that have been defiled. This may be an 
item that has been used for evil purposes (such as an 
aligned or magical sword), land that has been corrupted 
by individual defiling, any defiler, or a templar who still 
receives spells from a sorcerer-king. Even if the templar 
isn't evil, he's guilty by association. 

When the bolt strikes, an object receives a saving 
throw vs. magical flame with a -4 penalty, while people 
must save vs. spell with a -2 penalty. If the saving throw 
is unsuccessful, an item is immediately destroyed and 
turned to ash by the heat of the flame bolt; a creature 
suffers 3d8 points of damage plus two points per level 
of the caster. If the save is successful, the target suffers 
Id4 points of damage per caster level. 

The spell only functions against those who have been 
corrupted in some fashion. If the caster targets someone 
who isn't corrupt, the spell fails. The caster has still 
used the spell. Its gone from his memory and its energy 
has been depleted. 


Conjure Greater Elemental 


(Conjuration/Summoning) 
Reversible 

Level: 6 

Range: 30 yards 
Components: V, S 
Casting Time: I turn 
Duration: I turn/level 
Area of Effect: Special 
Saving Throw: None 


This spell allows the caster to summon a single greater 


elemental from any elemental plane. The Hit Dice of 
the elemental are determined randomly. 


Id100 Hit Dice 


I-65 IO 
66-90 I4 
9I-IO0 I8 


The elemental will not turn on the caster, so 
concentration need not be maintained. The elemental 
summoned remains for a maximum of one turn per 
caster level, or until slain or banished by dispel magic 
or the reverse of this spell, dismiss greater elemental. 


Conservation 


(Abjuration/Alteration) 
Level: 3 
Range: 30 yards 
Components: V, S, M 
Casting Time: 3 
Duration: I week 
Area of Effect: 10-foot radius/level 
Saving Throw: None 
This spell protects an area of land, making it harder for 
defilers to use. While overseeing the land’s continued 
health, the wizard grants it resistance to defiling magic. 
If a defiler tries to use land under a conservation spell 
to power his spells, he must save vs. spell or be unable 
to use the land at all. Should he succeed, the land only 
gives up the equivalent power of barren terrain. The 
defiler is unable to completely suck the life force out 
of the protected plants, so some have a better chance 
of surviving. The area of ash the defiler creates when 
tapping land under a conservation spell is half that of 
normal. A second attempt to pull power from the same 
area fails, regardless of any prior success. 
The material components for this spell are a drop of 
water, a drop of the wizard’s blood, and a sifting of ash. 


Cooling Canopy 


(Evocation) 

Level: 3 

Range: 20 yards 
Components: V, S, M 
Casting Time: I round 
Duration: I2 hours 

Area of Effect: 60-foot radius 
Saving Throw: None 
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When cooling canopy is cast, the wizard summons a 
thin, blue cloud over his head, blocking the rays of the 
sun and providing shade for the wizard and anyone 
within the spell radius. Those so protected need only 
one-half their normal water ration (or one-quarter if 
resting rather than travelling). To receive the benefits 
of the spell, the needed water ration for each recipient 
should be calculated in 12-hour increments. Thus, a 
creature that required one gallon of water a day would 
normally drink I/2 a gallon during a I2-hour period. 
While protected, he needs only 1/4 of a gallon (1/8 if 
resting). 

During the spell’s duration, the canopy moves to 
position itself between those below and the moving sun 
so as to continually provide shade. The spell may only 
be used on a given creature once every 36 hours. lf 
cast before then, the cloud appears, but no benefits are 
received and the recipients must wait yet another 36 
hours before they can utilise the spell again. 

The material components for the spell are a drop 
of water and a filmy bit of material stretched over the 
top of a stick or twig. It should be noted that the blue 
cloud is highly noticeable against Athas’ olive sky. It 


may attract unwanted attention. 


Create Tree of Life 


(Alteration, Enchantment) 
Level: 8 
Range: 0 
Components: V, S, M 
Casting Time: I turn 
Duration: Permanent 
Area of Effect: One tree 
Saving Throw: None 
By means of this spell, a wizard can enchant a living 
sapling to become a tree of life, a magical item of 
tremendous power. Any tree less than one year old will 
suffice; this spell cannot be cast on an older tree. The 
sapling must have already sprouted from the ground, 
though the wizard can transplant such a sapling before 
casting the spell. It grows to its full size in only one week, 
but has its full powers and capabilities immediately after 
the spell is cast. Your DM will provide information on 
the properties of a tree of life when appropriate. 

The material components for this spell are the sapling 
(which grows into the tree of life) and a piece of copper 
wire formed in the shape of a tree 


Death Mark 


(Necromancy) 

Level: 3 

Range: 30 

Components: V, S, M 

Casting Time: 2 

Duration: 2 rounds/level 

Area of Effect: 30-feet/level diameter sphere 

Saving Throw: Neg. 

This spell marks a target for death. When cast, it creates 
a gray pall to the skin, which feels clammy and rubbery, 
as if the victim were in shock. Unless the target of the 
spell successfully saves vs. death magic, he feels hopeless 
and ill. The recipient is at a -2 penalty to all attack, 
damage, and saving throw rolls. The victim's Armour 
Class becomes wholly dependent on any armour he is 
wearing, as all Dexterity bonuses are lost. The target of 
a death mark spell literally feels as if he has one foot 
in the grave. 

The feeling of illness and hopelessness leaves after a 
few rounds, but the skin remains gray and clammy for 
an additional hour. The creature might be mistaken for 
some kind of undead during this time. 

The material component for this spell is a small shard 


of obsidian. 


Death Whip 


(Necromancy) 

Level: 5 

Range: 50 yards 

Components: V, S, M 

Casting Time: 

Duration: Special 

Area of Effect: One individual 

Saving Throw: Special 

This potent dweomer uses a normal whip as a conduit 
for negative energy from the Gray. Each hit from the 
death whip causes the loss of I point of Strength and 
numbs the area that was hit, turning it a dead, gray 
colour. If the area is a leg, that leg is numb. The victim 
loses 2 points of Dexterity when his leg is rendered 
numb. His movement rate is cut in half as he must 
be careful not to trip over uneven ground or misstep 
and fall. If both legs are hit, Dexterity is reduced by 4 
points and movement rate becomes only one quarter 
normal. Any other damage done to the victim’s legs 
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(such as by sword cuts and the like) is not felt and 
the character notes no damage so inflicted. The DM 
must keep track of lost hit points for the character. 
If arms are targeted, anything the victim is holding is 
dropped unless he can make a successful saving throw 
vs. paralysation. Individuals who have had both arms 
numbed are unable to use their hands and can't fight 
with melee weapons or cast spells. 

The chances of hitting a specific target are as follows: 


1d20 Target 

I-5 Right leg 

6-10 Left leg 

II-88 Torso (no special effect) 

89-94 Right arm 

95-99 Left arm 

100 Head (victim takes I damage, mouth goes numb) 


Should the victim survive, lost Strength points return 
at the rate of one per turn. As the victim’s Strength 
returns, the grayness of the skin disappears and feeling 
returns, cancelling any penalties sustained. 

Victims reduced to 0 Strength are slain and become 
zombies under the control of the whip wielder. The 
spell lasts as long as the caster maintains concentration 
on it. Stopping to do anything else - casting another 
spell or moving — causes the spell to end. 

The material components for this spell are a whip 
(which is not consumed in the casting) and a wisp of 
smoke made by burning a small piece of gray material. 


Dedication 


(Alteration) 

Level: 3 

Range: Touch 

Components: V, S, M 

Casting Time: I turn 

Duration: 24 hours 

Area of Effect: One creature 

Saving Throw: None 

This spell provides benefits for a creature engaged in 
an ongoing activity named at the time the spell is cast. 
The spell allows either the caster or designated creature 
to be endowed with the following benefits. 

The target needs no sleep for the duration of the spell 
and can push on, travelling farther or working beyond 
what would normally be possible. At the end of this 
time, the target must rest normally or become exhausted 
and unable to do more than move at half speed for the 
next 24 hours. Additionally, the target needs only half 
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his normal allotment of food and water, even though he 
is expending more energy. At the end of the 24 hours, 
he must resume eating and drinking normally or lose 
Id4 Constitution, which returns at the rate of one per 
day of complete rest. Finally, the recipient receives a +I 
bonus to all attack, damage, and saves so long as he 
is still engaged in the task to which he was dedicated. 

Dedication may only be cast once every 72 hours. 
Humans, demihumans, and humanoids can't withstand 
the punishment such a spell inflicts more often than 
that. If a second dedication spell is cast on the same 
target before the 72 hours are up, the recipient collapses 
just as if he had failed to eat, drink, and rest at the 
end of the spell. Only willing targets may have the 
dedication spell cast on them. 

The material component for this spell is a ceramic bit 
wrapped in a piece of cloth and tied to a stick or twig, 


Defend Distant Ward 


(Abj uration/Enchantment) 

Level: 5 

Range: Special 

Components: V, S, M 

Casting Time: 5 

Duration: Special 

Area of Effect: 10-foot radius/level 

Saving Throw: None 

By means of this spell, a wizard may choose a single 
spell of up to 4th level which he knows and cast it to 
protect a previously warded area or creature. When the 
spell is cast, the wizard chooses a location or being he 
has cast the 2nd-level spell ward upon and ties the spell 
into it. If the ward is threatened, the spell then takes 
effect, targeted on whatever has disturbed the wizard’s 
ward, but protecting the ward from any damaging area 
effects which might occur as a result of the spell. 

The spell remains in effect until something triggers it 
by disturbing the ward. Minor grazing by herd beasts 
would not threaten warded land, so long as they were 
not too greedy, but a defiler attempting to draw energy 
from the land would set off the spell. Once activated, 
the spell is used up. If the wizard wishes to keep 
protecting the land, another defend distant ward spell 
must be cast. 

The material components for the spell are a drop of 
water, a blade of grass and whatever is needed to cast 
the accompanying spell. 
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Detect Psionics 


(Divination) 

Level: 2 

Range: 0 

Components: V, S, M 

Casting Time: 2 

Duration: 2 rounds/level 

Area of Effect: 30-feet/level diameter sphere 

Saving Throw: None 

This spell detects all psionic activity within the area 
of effect (n other words, whether PSPs were spent in 
the round by any characters or items within the area of 
effect); how much other information he gains depends 
on his level, as described below. 

The spell allows the caster to detect psionic activity 
in a sphere around his location. The diameter of the 
sphere is 30 feet per level of the caster. Psionic activity 
is defined as the expenditure of PSPs, whether through 
manifesting a power or from some other source. 

If the caster is 5th level or lower, he only determines 
whether someone or something within the area of effect 
is psionically active. A caster of 6th to 8th level also 
learns how powerful the activity is. Power levels of 
psionic activity are as follows: 


e Low: I to 5 PSPs 

e Moderate: 6 to I2 PSPs 

e High: I3 or more PSPs 

(Note that at these levels, the power detected includes 
all psionic activity within the area of effect and doesn’t 
differentiate between individual psionic users.) 

A caster of 9th to 12th level also learns where the 
activity is taking place (direction and distance), thus 
allowing him to identify characters or objects expending 
PSPs in a given round. Finally, a caster of 13th level 
or higher can differentiate the power-level expenditure of 
each individual in the area of effect. 


Doom Legion 


(Necromancy) 

Level: 7 

Range: 0 

Components: V, S, M 
Casting Time: 7 rounds 
Duration: Permanent 

Area of Effect: 120-yard radius 
Saving Throw: None 


This spell creates skeletons or zombies from the remains 
of an army defeated in battle. The spell must be cast on 
the site of the conflict, where the fallen bodies still lie. 
When cast, only the bodies or skeletons of the losing 
side will be animated. If the battle took place less than 
three months before the casting of the spell, the undead 
will be zombies. Any longer period of time will yield 
skeletons - even if the bones have turned to dust, they 
will reassemble when this spell is cast. 

The number animated depends upon the radius of 
the spell and the number of bodies within it. The DM 
decides what level of conflict was fought on the grounds 
where the spell is cast, then rolls dice to find how many 
undead are raised: 


Skirmish: 3d12 
Small Battle: 6dI2 
Major Battle: 10d20 


Animated bodies that are less than I yard beneath 
the surface will dig themselves out within one turn of 
casting the spell. Those deeper will not animate. The 
bodies cannot have been disturbed before the casting 
of the spell - those that are moved, searched, or in any 
way disturbed do not animate. 

There is a chance that the animated army of undead 
will ignore the spell caster and undertake their original 
mission, depending on how long the vanquished army 


has laid at rest. 


Time at Rest Chance to Ignore 


I day 90% 
I week 80% 
I month 70% 
3 months 60% 
I year 50% 
5 years 40% 
IO years 30% 
50 years 20% 
100 years 10% 
Over 100 years 0% 


An army of undead that ignores the spellcaster will 
not necessarily attack him, but it will not obey him. 
It will pursue revenge for its defeat, advancing on its 
previous enemy, even if that no longer makes sense, 
considering the passage of time. 

Should the army not ignore him, the undead will 
consider the spell caster its new leader and will follow 
him until every individual is somehow destroyed. 

The material components for this spell are a drop 
of blood from one of the units old opponents (or a 
descendent thereof) plus a handful of soil from the 
units original homeland. 
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Empower Orb 


(A lteration/Evocation) 
Level: 3 
Range: Touch 
Components: V, S, M 
Casting Time: I turn 
Duration: Special 
Area of Effect: I obsidian orb 
Saving Throw: None 
This spell allows the caster to draw life energy from the 
land and place it in an endowed obsidian orb - see orb 
of power - for later use. The wizard casts this spell on 
an endowed orb. The next spell he casts does not have 
its usual effect. Instead, the life energy that would power 
it is placed into the endowed orb as a number of spell 
levels equal to the spell that was cast. Once empowered 
in this manner, the orb can absorb no more spell levels 
until those it currently holds are all used, or until after 
24 hours, at which point any remaining stored spell 
levels are lost. Following this it must be endowed and 
empowered again in order to store more spell levels. 
The caster can use these stored spell levels to cast 
spells he has prepared without using his daily spell 
slots and without needing to draw life energy from land 
around him (a caster using an empowered orb suffers 
no initiative or caster level penalties for terrain). He can 
also use the stored energy in other spells that make use 
of obsidian orbs. 
The material components for the spell are the sphere, 
a drop of the caster's blood, and a palm full of water 
used to wash the orb. 


Energy Conduit 


(Alteration/Evocation) 

Level: 3 

Range: Touch 

Components: V, S, M 

Casting Time: I turn 

Duration: Special 

Area of Effect: I obsidian orb 

Saving Throw: Special 

This spell opens a conduit through which a wizard 
may draw spell energy from afar. The spell is cast on 
an endowed obsidian orb - see orb of power - which 
becomes the focus for the spell and may be filled with 
the energy the wizard draws to it. 


As the spell is cast, the wizard turns in a circle while 
holding the orb in his hands, feeling for nearby plant 
life, hidden root systems, lichen and the like. The spell 
draws this life energy to the caster through the orb 
without defiling - it takes it gradually and slowly over 
the course of the spell. 

When the spell is finished, the caster makes a 
saving throw against death magic. Failure means that 
the experience of drawing in so much life energy is 
overwhelming and the caster takes Id6 points of damage. 
The spell still works, however. 

When finished, the spell improves the terrain type for 
the purposes of spells cast by the orb’s wielder by one 
level. If they would have been receiving spells as if in 
barren terrain, it is now infertile. If the terrain would 
have been fertile, it is now abundant, and so on. 

The orb provides additional life energy for a number 
of spell levels equal to the caster’s level, or for 24 hours, 
whichever elapses sooner. Following this, the orb must 
be re-endowed using the orb of power spell. An orb may 
not be partially used, then refilled. 

The material components for the spell are the sphere, 
a drop of the caster's blood, and a palm full of water 
used to wash the orb. 


Erdlu Claw 


(Alteration) 
Level: I 
Range: Touch 
Components: V, S, M 
Casting Time: I 
Duration: 5 rounds/level 
Area of Effect: I creature 
Saving Throw: None 
When this spell is cast on a humanoid, its fingernails 
grow into erdlu claws. Once in this state, they do damage 
as wrist razors (S-M: Id6--I; L: Id4+I, speed factor 2). 
The spell was developed by elven mages (preservers, of 
course) who belonged to nomad tribes, and it has since 
been adopted by all magic-using races who are both 
humanoid and do not already have clawed hands. The 
claws do no damage to creatures that can only be struck 
by magical weapons. In general, this spell is prepared by 
a mage as a weapon of last resort, if an enemy actually 
closes for melee. There are rumours that the spell is 
used in the process of enchanting wrist razors. 

The material component is a single erdlu claw. 
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Erdlu Egg 


(Enchantment) 

Level: 5 

Range: Touch 

Components: V, S, M 

Casting Time: 2 turns 

Duration: I day 

Area of Effect: I egg 

Saving Throw: None 

This spell causes an old erdlu egg filled with sand (the 


material components) to become a fresh erdlu egg, with 
contents fit to eat. On any other world, the duration 
would be too short to do any practical good, but on 
Athas, the disappearance of the eggs water will not 
come about until after it has already been sweated out 
of the recipients body. 

Elven nomads developed this spell as a means of 
creating an emergency food supply. Once the created 
food is eaten, the shell disappears, so a new shell is 
required for each casting. Thus, possession of this spell 
doubles the number of erdlu eggs any tribe has. 


Erdlu Hide 


(Alteration) 

Level: 3 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: Special 

Area of Effect: I creature 

Saving Throw: None 

The mages of elven nomad tribes developed this spell to 
provide an unarmoured mage with effective armour when 
he needs it the most. This spell causes the recipient's 
skin to become as tough as the scale-feathered hide of 
an erdlu, giving him the equivalent of scale mail (AC 
+4). This armour adds no weight or encumbrance to 
the wearer, lasting until successfully dispelled or until 
the wearer sustains cumulative damage totally greater 
than 8 hp +1 hp/ level of the caster. A protected mage 
may still cast spells. 

This spell is cumulative with Dexterity and/or shield 
bonuses, but not with any other protective spell, such as 
giant fur or armour. 

The material components for this spell are a pair of 
the scaly feathers of an erdlu. 


Eye of the Storm 


(Abjuration) 
Level: 2 
Range: 30 yards 
Components: V, S, M 
Casting Time: I round 
Duration: I turn 
Area of Effect: 30-foot radius 
Saving Throw: None 
This spell creates a pocket of calm in a 30-foot radius 
centred on the caster. The circle moves with the caster. 
Within the circle, the air is calm and people may 
converse at normal volume. Outside the circle, there may 
be a raging sand storm but, like the eye of a hurricane, 
the area affected by the spell remains unharmed. For 
as long as the spell remains in effect, the storm roars 
by, but has no effect on those within the sheltered eye. 
Because sand storms may blow for hours or even for 
many days, this spell is not proof against their fury for 
longer than a few minutes. What it does provide is 
an opportunity for people to construct the best shelter 
they can or to get under nearby cover. It can also allow 
spellcasters or psionicists to prepare and cast protective 
spells to ward off the storm’s wrath before the winds 
render such activities impossible. 
The material component for the spell is a few grains 
of sand flung into the wind. 


Find Familiar 


In Dark Sun campaigns, substitute the following table of 
familiar options for the one in the Player’s Handbook. 


1d20 Familiar Sensory Powers 
I-3 Bat Night, sonar-enhanced vision 
4-5 Beetle Senses minute vibrations 
6-8 Cat, black sud night vision and superior 
earing 
9 Decndedrason Normal sensory powers, but very 
intelligent 
IO-II Rat Excellent sense of taste and smell 
T2215 Scorpion Senses fear 
16-20 Snake Sensitivity to subtle temperature 


changes 


Other Creatures as Familiars: Any Athasian 
creature of roughly animal intelligence and 2 HD or 
less can become a familiar. On Athas, these creatures 
tend to run a little larger than on other worlds. 
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Fleet Feet 


(Alteration) 

Reversible 

Level: 3 

Range: Touch 

Components: V, S, M 

Casting Time: 3 

Duration: I day/5 levels 

Area of Effect: One individual 

Saving Throw: Neg. 

This spell allows an individual to move more quickly. 
The target can take very large strides, as if his feet and 
legs weighed far less. For purposes of overland movement, 
the target can travel double his normal movement rate 
(and may still force march beyond that, though he is 
still subject to those effects). Movement rate is doubled 
in combat as well, but his balance and inertia make 
it difficult to manoeuvre. If he exceeds his normal 
movement rate and attempts to turn in any way, such 
as to round a corner or to avoid an obstacle, he must 
make a Dexterity check to avoid falling (failure ends his 
movement for the round and makes him prone). 

The reverse of this spell, stone feet, makes the 
affected character's legs feel as heavy as rock, slowing 
his movement to half, though a saving throw negates this 
effect. The characters balance is unaffected. 

The material component for this spell is a feather 
from a flightless bird, such as an erdlu (or for the 


reverse, a piece of mekillot hide). 


Fool’s Gold 


Copper coins are seldom minted on Athas. However, 
copper is still the medium of this spell and can be 
turned into solid gold. In Dark Sun campaigns, the area 
of effect is reduced to I cubic inch, or about I5 gold 
coins, per level. 


Footsteps of the Quarry 


(Divination) 

Level: 2 

Range: 0 
Components: V, S, M 
Casting Time: 2 
Duration: I hour/level 
Area of Effect: Special 
Saving Throw: None 


This spell allows the recipient to follow the tracks of a 
specific creature or person named at the time of casting, 
The person so named must have travelled through the 
area within the last 24 hours. 

The spell creates a line of footprints that lead in 
the direction taken by the person being tracked. The 
footprints fade into invisibility once the tracker has 
passed. The spell continues tracking the quarry for the 
full duration regardless of whether or not the quarry is 
still within an area that could be reached in 24 hours. 

Even if the quarry is riding, the footsteps appear as 
if he had walked across the land. If the quarry crosses 
water, the footsteps stop and resume on the other side, 
but the tracker may have to spend time locating the 
place where the quarry left the water. Should the quarry 
leave the ground by levitating or flying, the trail is lost 
and the spell ends. 

The material components for this spell are a piece of 
straw and a bone needle. 


Fossilisation 


(Enchantment) 
Level: I 
Range: Touch 
Components: V, S. M 
Casting Time: I round 
Duration: 5 rounds/level 
Area of Effect: Weapon(s) touched 
Saving Throw: None 
This spell causes wood weapons to become equivalent 
to their stone or obsidian counterparts, cutting their 
attack and damage penalties from -3/-2 to -2/-I. 
This spell is not as potent as stoneiron, but is far more 
common on Athas. One Large, two Medium, or three 
Small weapons can be affected by this spell; missiles 
lose their enchantment when used. 

The material component is a piece of fossilised bone. 


Gardener’s Touch 


(Alteration) 

Level: 3 

Range: 0 

Components: V, S, M 
Casting Time: I 

Duration: One week 

Area of Effect: 5 feet x 5 feet 
Saving Throw: None 
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This spell affects any single patch of ground it is cast 
upon. By touching one leaf, blade of grass, or sprout, 
the wizard can transform the area around it, making it 
greener, more productive, and filling it with more life 
energy. 

Any area so treated is considered to be one step up 
on the terrain chart (from infertile to fertile or from 
fertile to abundant, for example). The spell has no effect 
upon ground that is worse than infertile, and some plant 
life must already exist in the area for the spell to be 
successful. 

The spell affects the area in a circle extending outward 
from a point centred upon the caster. It affects an area 
equal to 5 feet per level of the caster. If there is an area 
within the spell’s radius that has no plant life in it, that 
portion of the area of effect remains barren. However, 
should the growth that has been improved by the spell 
creep over into the bare patch and begin to take root, 
that portion may be affected if the spell is cast again 
within a week. Thus, the whole area can be made more 
fertile inch by inch. 

If the caster means to maintain a permanent garden, 
he must cast the spell again before the old spell’s 
duration lapses. The material component of the spell 
is a seed. 

Defilers cant cast gardener's touch. 


Giant Fur 


(Alteration) 

Level: I 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: Special 

Area of Effect: I creature 

Saving Throw: None 

This spell causes the recipients body hair to grow 
thickly in a matter of seconds, covering him with a layer 
of matted hair that provides a +2 AC bonus. The hair 
is as thick and as tough as that which grows on the 
heads of giants, hence the spell’s name. 

Any member of a mammalian race, intelligent or not, 
may benefit from this spell, even a dwarf or mul (thri- 
kreen and other non-mammalian beings are not affected 
by this spell). 

Successive castings on a targeted individual have no 
effect until the initial casting is no longer in effect. 


The armour does not hinder movement or prohibit 
spellcasting - it's the recipients own body hair, after 
all - and the hair shrinks back into his body at the 
spell's end. 

The giant fur spell lasts until successfully dispelled 
or until the wearer takes cumulative damage totalling 
greater than 8 hp +I hp/level of the caster. This spell’s 
protection is cumulative with shield and Dexterity 
bonuses, but not with protective spells like armour or 
erdlu hide. 

The material component for this spell is a strand of 
giant hair. 


Gloomcloud 


(Conjuration/Summoning) 

Level: 4 

Range: 40 yards 

Components: V, S, M 

Casting Time: 4 

Duration: I turn 

Area of Effect: One creature 

Saving Throw: Neg. 

When cast, gloomcloud creates a small, gray cloud over 
the head of an individual. Only the creature affected by 
the cloud can see it. The cloud is invisible to others. 
The cloud moves with the individual, causing him to 
feel despair as per the 4th-level wizard spell emotion 
unless a saving throw vs. spell with a -2 penalty is 
successful. 

The despair caused by the gloomcloud is so profound 
that the victim can do nothing but walk slowly, sit 
silently, or weep in frustration. He is unable to muster 
the energy to fight, cast spells, or do anything meaningful 
to help himself. If the target of the spell is attacked 
while in this condition, a roll on 1d20 determines what 
his response will be. 

On a I-5, the victim just sits and lets whatever 
is going to happen occur; on a 6-15 he feebly and 
unenthusiastically defends himself (-I to attack and 
damage rolls, -2 penalty to Armour Class), and on a 
16-20, he reacts normally, putting up a good defence 
and is able to mount an offense as well. At the end of 
the combat, if the spell’s duration hasn't expired, the 
victim returns to his dejected state. 

The material components for the gloomcloud spell 
are a drop of dirty water and a small, twisted length of 
chain. 
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Guard Life 


(Abjuration) 

Level: 5 

Range: 60 yards 

Components: V, S 

Casting Time: 5 

Duration: 5 rounds +I round/level 

Area of Effect: 10-foot radius 

Saving Throw: None 

Guard life protects those within the area of effect from 
the life-draining effects of the undead and the pain 
caused when defilers pull energy to power their spells. 
Those subjected to attacks by undead that would have 
drained them of levels receive a saving throw vs. death 
magic with a +4 bonus to avoid the effects. The spell 
grants subsequent saving throws against the same thing 
for every round it remains in effect. 

Even if someone were drained before, they receive 
a new saving throw to avoid further draining in the 
next round. Should the recipient be attacked by more 
than one level-draining undead per round, he receives 
a save against each one. Any attacks against which he 
successfully saves do not drain him, though any physical 
damage inflicted by such attacks is still applied. 

Those under this spell’s protection take no initiative 
penalty from the pain caused by a defiler’s drawing of 
spell energy. The effects of defiling psionic enchantments 
aren't covered by this spell. Their energy tapping inflicts 
full damage just as if the spell weren't in effect. 


Ice Storm 


In Dark Sun campaigns, the water, hail, and ice created 
by this spell is only temporary. It disappears three turns 
after the completion of the spell. Even water consumed 
in that time disappears, giving its imbiber no benefit. 


Illusory Talent 


(Illusion/Phantasm) 

Level: I 

Range: I00 yards 
Components: V, S 

Casting Time: I 

Duration: 5 rounds/level 
Area of Effect: I00-foot cube 
Saving Throw: Special 


When an illusory talent spell is cast, the wizard can 
make it seem as though he or any single other consenting 
target is proficient in a specific skill. The spell creates 
the impression that the recipient has a particular talent 
(named at the time the spell is cast). Thus, those 
witnessing an inept and stumbling swordsman while 
under the influence of this spell would see him as an 
accomplished fighter wielding a deadly sword. The spell 
follows the rules for illusions and disbelief. 

The spell imparts no actual knowledge to the targeted 
creature. Illusory talent can only simulate physical skills. 
It can’t simulate learning or oratory, but could make it 
appear as if the person could cast spells. The creature 
cant really perform the action any better than he ever 
did, it just looks like it to observers in the area of 
effect. This is helpful when someone must pretend to 
have a skill he doesn't actually possess or in persuading 
potential attackers that they should choose a less 
accomplished foe. The spell may only be cast on those 
who are willing it may not be used to make enemies 
look like wizards so mobs will attack them. 


Improved Haste 


(Alteration) 

Level: 6 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: I round/level 

Area of Effect: Creature touched 

Saving Throw: None 

This spell lets the wizard bestow tremendous speed on 
any one creature. The quickened creature functions at 
double its normal movement and attack rates, basically 
moving and attacking normally, but twice in the round. 
The quickened creature rolls initiative for each round 
normally; his first basic action always happens at 
initiative 0 in the round, and he then goes again on 
his rolled initiative number. The recipient also receives 
a +4 bonus to his Dexterity score (to a maximum 
of 25) for the duration of the spell, which can affect 
his reaction adjustment, missile attack adjustment, and 
defensive adjustment. Casting the spell takes one entire 
round, during which both the recipient and the caster 
can do nothing else (or just the caster when he is 
casting the spell on himself), then the spell lasts for a 
number of rounds equal to the caster's level. 
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Unlike the normal haste spell, this spell has no effect 
on the recipients age. This spell negates the effects of 
a slow or improved slow spell. It is not cumulative with 
itself or with other similar magic. 

The material components for this spell are a lump of 
grease and a spark from a flint and steel. 


Improved Slow 


(Alteration) 
Level: 6 
Range: 90 yards +10 yards/level 
Components: V, S. M 
Casting Time: 6 
Duration: I round/level 
Area of Effect: Thirty 10-foot cubes. 
Saving Throw: Neg. 
This spell causes the affected creatures to move and 
attack at I/9 their normal rate. In combat, affected 
creatures only attack every ninth round, and they cannot 
cause damage from normal melee attacks. However, they 
attack with a -8 penalty for non-standard melee attacks, 
such as touch energy drain and paralysis; such attacks, 
if successful, have their stated effect without penalty. 
Creatures under this spell have a -8 penalty to their 
AC as well. The caster can vary the area of effect as 
desired, arranging the thirty 10-foot cubes (30,000 cubic 
feet total) in any continuous shape, provided no section 
extends beyond the range of the spell. All creatures 
entirely within the area of effect may be slowed, but 
each is entitled to a saving throw versus spell to negate 
the spell. This spell negates the effects of a haste or 
improved haste spell. 
The material component for this spell is a tiny golden 
statue (minimum 1,000 cp value). 


Isolate Templar 


(Abjuration) 

Level: 6 

Range: I00 yards 

Components: V.SM 

Casting Time: I 

Duration: I turn/level 

Area of Effect: I templar 

Saving Throw: None 

This is a specialised, offensive version of anti-magic 
shell, designed to affect one humanoid creature. 


When this invisible field surrounds a templar, that 
templar is automatically cut off from his sorcerer-king 
in regard to acquiring priestly spells. If the templar is 
maintaining a spell, such as wall of fire, then that spell 
automatically ends as the supporting magical energies 
are cut off. 

The templar is thrown back on his own resources, 
including magical items, normal weaponry, and whatever 
psionic powers he has. The templar still retains those 
spells granted but not yet cast. 

Unless the sorcerer-king is watching the individual 
templar or a messenger tells him what's happening, 
the sorcerer-king will not realise that this spell is in 
operation. Only a sorcerer-king can cast a dispel magic 
spell powerful enough to get rid of an isolate templar 
spell. By the same token, the spell cannot be successfully 
cast on a sorcerer-king to cut off all his templars from 
spells. 

The material component of this spell is a gemstone of 
at least 1,000 cp value. 


Kank Shell 


(Alteration) 

Level: 5 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: Special 

Area of Effect: I creature 

Saving Throw: None 

This is a defensive spell developed by mages of the elven 
kank-herding tribes, enabling the recipient to go without 
armour in the terrific heat of Athas until he actually 
needs it. When the spell is cast, the beneficiary's body 
or torso is transformed into the chitinous carapace of a 
kank, giving him the protection equivalent to plate mail 
(AC +7), 

This armour lasts until successfully dispelled or the 
wearer takes cumulative damage totalling over 8 hp 
+I hp/level of the caster. This armour has no effective 
weight or encumbrance, and does not interfere with 
spellcasting. 

The armour created by this spell cannot be added to 
other spells, such as giant fur, but is cumulative with 
shield and Dexterity bonuses. 


The material component for this spell is a fist-sized 


shard of kank shell. 
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Land Lock 


(Abjuration) 

Level: 9 

Range: Special 

Components: V, s 

Casting Time: One day 

Duration: One year 

Area oj Effect: IO yards/level 

Saving Throw: None 

Preventing the land from being used and destroyed by 
defilers is a major concern of preservers. Land lock does 
exactly that. This spell may be cast upon any piece of 
land that has been previously prepared by using the 
ward spell. When cast, the land lock spell prevents the 
warded land from being used to power any spells for 
one year. 

Although this prevents preservers from utilising the 
land as well, most feel that the sacrifice is worth it. 
There is no material component for this spell, but the 
caster must spend one day walking the boundaries of 
the land he wishes to protect, appreciating the plants in 
the area and attuning himself to their energy. 


Mage Seeker 


(Divination) 

Level: 4 

Range: Touch 

Components: V, S. M 

Casting Time: I turn 

Duration: I day 

Area of Effect: 20-foot radius/level 

Saving Throw: None 

This spell is used to locate wizards. It requires the use 
of an arrow, dart, or piece of bone or wood shaped like 
a pointer. When the spell is cast, the object glows and 
pivots to point in the direction of a wizard who has been 
in the area of effect within the last 24 hours. The item 
becomes a sort of compass that continually readjusts to 
point the direction of the wizard it first located. 

If the name or description of the wizard is known, this 
can be stated at the time the spell is cast and the mage 
seeker will home in on that particular wizard if he has 
been within the area of effect within the last 94 hours. 
Otherwise, the mage seeker fastens upon the trail of the 
most potent wizard (not the caster) to have been in the 
area within that time. 


Wizards who are aware that they are being tracked 
can throw off the pursuit by getting within range of the 
mage seeker and casting dispel magic on it. This makes 
the object unusable as a mage seeker for 48 hours. 

The material components are the object which is to 
be used as the seeker and a few grains of sand. 


Magic Trick 


(Illusion/Phantasm) 

Level: 2 

Range: 30 yards 

Components: V, S, M 

Casting Time: 2 

Duration: I turn 

Area of Effect: 40-foot cube 

Saving Throw: Special 

First developed by arena mages who used it to help 
disguise their spellcasting, this dweomer is handy for 
concealing the casting of other magic. When brought 
into effect, magic trick makes other magic seem to be 
the result of ordinary prestidigitator’s tricks. 

The spellcaster thus concealed could, for example, 
make a confederate invisible, and the witnesses would 
see it as a trick in which the assistant to the entertainer 
slipped into a nearby store or rolled under a tarp while 
their attention was distracted. Some witnesses may be 
attracted to the display being provided by the “entertainer,” 
especially if the spellcaster makes any attempt to engage 
their attention and beg for contributions as a market 
entertainer might. Those within the area of effect don’t 
connect the show with actual magic. 

Of those within the area of effect, only those of 6th 
level or higher or who have an Intelligence of 13 or 
greater receive a saving throw to disbelieve the dweomer. 

The material component for the spell is a tiny cloth 
mask with no eye holes. 


Mask Magic 


(Enchantment/Charm) 

Level: 3 

Range: 120 yards 
Components: V, S, M 
Casting Time: 3 

Duration: Special 

Area of Effect: 120-foot radius 
Saving Throw: Neg. 
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When cast, this odd spell goes into suspended animation, 
awaiting the trigger that will set it off. That trigger is 
anyone attempting to detect magic whether magically or 


psionically. When someone does so, mask magic covers 
up whatever magic the caster has in use (including 
itself) with a false veneer of PSPs being expended in 
its place. 

In effect, mask magic creates a belief within the person 
detecting magic that he finds none. If that person can 
also detect psionics in use, the spell provides them with 
the false information that psionic energy is being used 
by the caster. 

The spell lasts for five rounds after first being set in 
motion, regardless of how many people test the area for 
magic. If not used within I2 hours of being cast, the 
spell fades away. This is a favourite of arena mages and 
other wizards who must practice their craft openly. 

The material component for the spell is a tiny piece 
of well-polished mirror or a shiny and highly reflective 
piece of rock. 


Massmorph 


Since trees might be somewhat conspicuous in Dark 
Sun campaigns, the caster of this spell has the option of 
making the affected creatures appear to be boulders and 
stones, or a large stand of cacti instead. The material 


component is a handful of available pebbles or a fistful 


of cactus spines. 


Mental Dagger 


(Alteration, Conjuration/Summoning) 

Level: 3 

Range: 0 

Components: V, S 

Casting Time: 3 

Duration: Special 

Area of Effect: The caster 

Saving Throw: None 

By concentrating and speaking a word, the wizard may 
convert his own PSPs into a dagger-shaped force and 
hurl this psychic weapon at a target within 50 feet of 
him. Each such use requires the expenditure of one 
quarter of the casters total PSPs, so the trade-off is 
normally of most use to those with a single wild talent. 
The wizard receives no penalty for either non-proficiency 
or distance. 


The dagger does 2d4 points of damage, +I point per 
point of the wizard’s Intelligence score over 16. Thus, 
if the wizard has an Intelligence score of 18, the dagger 
will inflict 2d4+2 points of damage. 

For the purposes of hitting someone protected by 
a stoneskin or ironskin spell, the dagger will use up 
one charge and still do damage (just as if it were a 
magic missile). Further, a mental dagger acts as a +2 
weapon for purposes of hitting creatures that may only 
be harmed by magical weapons. 

The dagger disappears upon impact. Up to four 
daggers may be formed so long as the wizard continues 
to fuel them each round. If he stops to cast another 
spell or engage in melee, the spell is lost and no more 
daggers can be formed. 

Because of their origin, the daggers detect as being 
psionic rather than magical. 


Mount 


In Dark Sun campaigns, substitute the following table 
for that found in the Player’s Handbook. 
Caster Level Mount 


Ist-3rd Kank, riding 
4th-7th Crodlu, riding 

8th-I2th  Inix 

13th-14th  Mekillot (and howdah at I8th level) 
15th+ Roc (and saddle at 18th level 


Monster Summoning 


In Dark Sun campaigns, use the following tables when 
casting this spell. 


Monster Summoning I 


IdI2 Monster(s) Summoned 
I Animal, domestic, aprig 
2 Animal, domestic, sygra 
3 Animal, herd, kip 
4 Animal, herd, jankx 
5 Boneclaw 
6 Bat, huge 
7 Bat, common (triple normal number) 
8 Beetle, fire 
9 Kank 
10 Kes'trekel 
II Rat, giant (3d4 appear) 
ug Player's choice 
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Monster Summoning II 
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Monster Summoning III 
IdI2 
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Monster Summoning IV 
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Monster(s) Summoned 
Centipede, giant 
Gorak 
Erdlu 
Hej-kin 
Jhakar 
Silt runner 
Snake, normal venomous 
Spider, large 
Spider, silt 
Tari 
Zhackal 


Player’s choice 


Monster(s) Summoned 
Ankheg (3 HD) 
Antloid, desert, worker 
Beetle, agony 
Erdland 
Floater 
Gith 
Lirr 
Rasclinn 
Sand howler 
Scorpion, gold 
Snake, constrictor 


Player's choice 


Monster(s) Summoned 


Antloid, desert, soldier 
Bog wader 
Cat, psionic, tagster 
Cilops 
Crodlu 
Dune freak (anakore) 
Pterrax 
Razorwing 
Slig 
Spider, giant 
Tul’k 


Player’s choice 


Monster Summoning V 
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Monster Summoning VI 
IdI2 
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Monster(s) Summoned 
Antloid, desert, dynamis 
Boneclaw, greater 
Belgoi 
Brrohg 
Cat, psionic, tigone 
Dagorran 
Fordorran 
Inix 
Kirre 
Spider, mountain 


Tembo 


Player’s choice 


Monster(s) Summoned 


Ankheg (8 HD) 
Ant lion, giant 
Cha’thrang 
Crodlu, heavy 
Dragonne 
Elemental (any, 8 HD) 
Feylaar 
Pulp bee 
Scrab (leader) 
Spider, crystal 
Spider, phase 


Player’s choice 


Monster Summoning VII 
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Monster(s) Summoned 
Braxat 


Cloud ray 
Drake (any) 
Drik, high 
Dune reaper, warrior 
Elemental (any, 12 HD) 
Giant, desert 
Klar 
Megapede 
Nightmare beast 
So-ut (rampager) 


Player's choice 


[Wizard Spels | 


Nurturing Seeds 


(Alteration) 

Level: 3 

Range: Touch 

Components: V, S, M 

Casting Time: 3 

Duration: Permanent 

Area of Effect: Up to IO items 

Saving Throw: None 

This spell renders up to IO cuttings or seeds dormant 

and suitable for transport. They are then taken to an 

area where inclement weather, lack of moisture, or other 

problems have kept plants from growing. When planted, 

like magic seeds, they take root and can be used to start 

new patches of vegetation, anchoring the soil, creating 

an environment suitable for more plants to survive. 
Although the spell guarantees that the plants will 

survive under even the harshest conditions in their new 

home, this sort of land reclamation is a slow affair. 

Patches of new plants in a heretofore hostile area can't 

be made too large too soon or they wont grow and 

spread. Such patches can be treated no more than 

once per month with spelled seeds or cuttings. In a 

month, a patch of ground up to IO square feet might be 

successfully maintained. If the plants don’t fall prey to a 

defiler or hungry animal, a patch as large as 120 square 

feet could be created in a year. Other natural hazards, 

such as storms or battles might also destroy the plants. 
The material components for the spell are the cuttings 

or seeds, a tiny bit of dung, and a drop of water. 


Obsidian Death 


(Necromancy) 

Level: 8 

Range: 70 yards 

Components: V, S, M 

Casting Time: 3 

Duration: Instantaneous 

Area of Effect: One individual 

Saving Throw: I/2 

This spell channels the energy of the Black through 
an obsidian orb that contains spell levels. These spell 
levels are usually placed in the orb with spells such as 
empower orb, spell deferment and steal energy. Using 
the stored energy, the wizard causes damage to a living 
being. Obsidian death causes 1d8 damage for every spell 
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level stored in the orb. Targets of the spell are allowed 
a saving throw vs. death magic. If successful, they take 
only half damage from the spell. Anyone killed outright 
by the damage is completely turned to ash. 


The material component for the spell is the obsidian 
orb, which shatters. 


Open the Gray Portal 


(Alteration/Evocation) 

Level: 7 

Range: I00 yards 

Components: V, S, M 

Casting Time: I turn 

Duration: I hour/level 

Area of Effect: Special 

Saving Throw: None 

This spell opens a conduit to the Gray, imbuing nearby 
corpses with undead energies or summoning denizens of 
the Gray to serve the caster for the duration of the spell. 
If the former use is chosen, the wizard may animate 
four times as many undead bodies as he has levels of 
experience. These undead have the following statistics: 

Gray Zombies: AC I6, HD 4, hp 26, MV 9, #AT I 
claw +3, Damage Id6, immune to cold, poison, charm, 
and hold spells. 

These undead follow the wizard's orders unquestioningly. 
At the end of the spell’s duration, they collapse and are 
merely normal corpses again. 

The second option summons an equal number of 
gray zombies from the Gray. These have claws or fangs 
(damage Id6 or Id4). They serve the wizard, but may 
demand payment in return, such as a mortal victim to 
take back to the Gray when the spell expires. If slain, 
their forms turn shadowy and melt back into the Gray. 

The material components for this spell are a gray 
cloth and a piece of bone. 


Orb of Power 


(Alteration/Enchantment) 
Level: 2 

Range: Touch 

Components: V, S, M 
Casting Time: I turn 
Duration: Special 

Area of Effect: I obsidian orb 
Saving Throw: Special 


This spell allows the caster to endow an obsidian orb 
with the potential to store spell or life energy. The 
caster may have a number of endowed orbs equal to his 
Intelligence bonus. The spell doesn’t empower the orb; 
it simply makes it capable of storing such energy. 

The endowed orb remains able to store energy 
indefinitely, but once energy has been placed in it and 
used, the orb must be endowed again with this spell. It 
is the prerequisite to using obsidian in any other spell. 

Obsidian orbs shaped by those with gem-cutting 
proficiency are the most desirable for spellcasting, and 
are worth 100 cp each. Those of lesser quality must save 
as glass vs. crushing blow or be destroyed by the spell. 

The material components are the orb to be endowed 
with potential and a pinch of fine powder. 


Pact of Darkness 


(Conjuration/Summoning) 

Level: 9 

Range: Special 

Components: V, S, M 

Casting Time: I turn 

Duration: Special 

Area of Effect: One creature 

Saving Throw: Neg. 

Pact of darkness creates a pact between a wizard and 

a shadow giant. By agreeing to give the shadow giant 

ten perfect spheres of obsidian (100 cp value minimum 

each) as payment, the wizard can call on the shadow 

giant for aid. The shadow giant will use its powers on 

the wizard’s behalf for up to an hour before returning 

to the Black. Each use of the spell calls for another 

payment of spheres. If the shadow giant is unwilling to 

serve the wizard, it is entitled to a save vs. spells. Should 

it succeed in its saving throw, the spheres of obsidian 

shatter and the shadow giant refuses to appear. 
Shadow giants cannot be summoned in areas of 

absolute blackness. The spheres do not need to be 

endowed or empowered with life or spell energy - the 

obsidian alone is enough for the shadow giant’s purposes. 
The material components for the spell are the obsidian 

spheres and a drop of the caster’s blood. 


Phantom Steed 


On Athas, this spell creates a kank-like creature with 
the same abilities listed in the Player’s Handbook. 
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Plant Growth 
This spell has no effect on a tree of life. Since a defiled 


area has no vegetation left, this spell has no effect if 
cast there. 


Plant Renewal 


(Alteration) 

Level: 2 

Range: Touch 

Components: V, S, M 

Casting Time: 2 

Duration: Permanent 

Area of Effect: One plant 

Saving Throw: None 

Using this spell, a wizard may affect a single, specific 
plant that has been mostly wilted or dried out, but not 
completely turned to ash. The plant may have suffered 
lack of water, partial defilement, or insect predation that 
has left it on the verge of destruction. This spell revives 
it and makes it hardy enough to replant elsewhere. 

If the plant then receives proper care and is not 
preyed upon by a defiler, it will survive and thrive, living 
out its appointed time and possibly leaving seeds from 
which other plants may grow. lf it is again neglected 
or misused, the spell has no power to keep it alive 
artificially. 

This spell is used to preserve herbs and rare flowers, 
but it can also be used to safely transplant a food crop 
plant to a new field. Defilers may cast this spell, but in 
so doing they turn an area of one-foot radius around the 
target plant to ash. This is in addition to any damage 
their actual spellcasting might have caused. 

The material component is a drop of water. 


Protection from Time 


(Abjuration) 

Level: 8 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: I week 

Area of Effect: Creature touched 

Saving Throw: None 

When this spell is cast, it creates a magical barrier 
around the recipient at a distance of one inch. The 
barrier moves with the recipient and protects him from 


the adverse effects of time. This spell can be cast on any 
living creature, but multiple spells are not cumulative. 
The recipient does not age during the spell’s duration, 
though this won't have a noticeable effect on his life 
span unless many such spells are cast in series; the 
recipient should keep track of how many protection 
from time spells have been cast on him so the DM can 
add one week to his total natural life span for each. A 
significant number of such spells can postpone aging 
effects for the recipient. 

When confronted with a magical aging effect (such 
as a wish spell or a hit by some powerful undead 
creatures), the recipient gets a saving throw versus spell 
to avoid the effect (or an additional save if one is 
already allowed). 

Whether or not the save succeeds, the protection 
from time spell is dispelled immediately. The spell is 
not automatically dispelled upon the characters death 
- it continues to protect the body. For purposes of 
magical resurrection through raise dead, resurrection, or 
reincarnation spells, time since death for the recipient's 
dead body does not start accumulating until after the 
protection from time spell has ended. 

This spell does not cause time to stop within the 
barrier around the recipient; he moves through time at 
the same rate as other characters. The character must 
still eat, drink, and rest as usual. This spell does not 
affect the duration of other spells. 

The material component is a gold hourglass filled to 
capacity with diamond dust (minimum 7,500 cp value). 


Psionic Channeller 


(Enchantment, Alteration) 

Level: 9 

Range: Touch 

Components: V, S, M 

Casting Time: I day per Size level 

Duration: Permanent 

Area of Effect: Special 

Saving Throw: None 

This spell is used to grant a vessel the power to move 
through silt using an obsidian engine. The spell creates 
a magical web of thread-sized conduits that covers the 
entire ship and culminates at the obsidian engine. 
These conduits are invisible and have no truly physical 
substance, though they can be seen with either the 
wizard sight or true seeing spells. 
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This spell is cast on a flawless, symmetrical piece of 


obsidian (of the appropriate size) for one day per Size 
level of the skimmer. The wizard must keep in constant 
physical contact with the obsidian during the casting 
time, as these psionic conduits “grow” slowly from the 
engine itself and eventually cover the entire ship. 

The material component is the piece of obsidian to 
be enchanted. 


Psionic Dampener 


(Alteration) 

Level: 4 

Range: 5 yards/level 

Components: V, S, M 

Casting Time: 4 

Duration: Special 

Area of Effect: One individual 

Saving Throw: Neg. 

Use of this spell allows the caster to disrupt the target's 
psionic activities. The target is allowed a save to negate 
the spell. Regardless of success, the target immediately 
knows that the spell was cast and who cast it. 

If the spell is successful, the target is unable to expend 
PSPs for its duration. The spell lasts until the wizard 
stops concentrating, either voluntarily or involuntarily. 
The affected psion can otherwise function normally. 
If the affected psion moves out of range, the spell is 
broken and he can again use PSPs normally, even if he 
re-enters the spell’s range. 

The material component for this spell is any small 
object within a blown glass sphere. 


Psionic Override 


(Alteration) 

Level: 5 

Range: 5 yards/level 

Components: V, S, M 

Casting Time: 5 

Duration: I round +I round/level 

Area of Effect: One individual 

Saving Throw: Neg. 

This spell allows the wizard to turn psionics used 
against him back upon the psion. If the wizard so 
protected makes a save vs. paralysation when a psionic 
power is used against him, he reflects that power back 
at its manifester. 


The manifester is then allowed a saving throw vs. 
death magic with a -2 penalty to resist the effects of 
his own mindbending. Whether the wizard is successful 
in reflecting the psionics back onto their source or not, 
no psionic attempts made by that individual against the 
caster will get through for the duration of the spell. 

The material component for the spell is a small piece 
of mirror or reflective rock. 


Psionic Tracer 


(Divination) 

Level: 4 

Range: 5 feet/level 

Components: V, S, M 

Casting Time: Special 

Duration: Special (I round/level maximum) 

Area of Effect: I creature 

Saving Throw: Special 

When the spell is cast on an individual receiving any 
form of psionic contact, the individual instantly becomes 
aware of the location of the psionic creature initiating 
the contact. The psionic creature receives a saving throw 
vs. spell. If the saving throw is unsuccessful, its identity 
is revealed (see material components). If the saving throw 
is successful, the creature's identity is not revealed, and 
it becomes aware of the attempt to trace it. 

If the psionic creature maintains contact with the 
target, its location can be monitored until contact is 
broken. If psionic contact is not broken first, the psionic 
tracer lasts up to one round per level of the caster. 

Note that the range is for the wizard’s initial casting; 
the psionic tracing has no distance limit. Only one 
contact can be traced or monitored at a time. 

Tracing a contact requires concentration. The tracing 
individual can move at half speed and converse, but 
cannot attack or cast other spells while actively tracing; 
moving at full rate, casting spells, engaging in melee, 
or receiving damage prevents tracing but does not end 
the spell. The psionic tracer allows a tracing wizard to 
teleport to the psionic creature's location as if it was a 
place “studied carefully”. 

A wizard with this spell prepared can cast it instantly 
in response to a psionic attack. A previously declared 
action can be changed to the casting of this spell. An 
immediate initiative roll is made. If the caster wins, the 
spell succeeds. If the caster loses, the incoming psionic 
attack disrupts the spell. 


659— —— 


p- ce li = 


The material component of this spell is a small, 
platinum mirror. The image of the psionic creature 
is revealed in the mirror if its saving throw fails; a 
silhouette appears if save is successful. 


Psychic Reversal 


(Enchantment/Charm) 

Level: 6 

Range: Special 

Components: V, S, M 

Casting Time: Special 

Duration: I round/2 levels 

Area of Effect: The caster 

Saving Throw: Special 

When this spell is cast, a line of magical force connects 
the wizard to any one creature psionically attacking or 
contacting the wizard, regardless of range. The psionic 
creature must save vs. spell at a -2 penalty or be 
disoriented for Id6 rounds, during which no psionics 
other than psionic defence powers can be used. 

The force also acts as a conduit for any enchantment/ 
charm spell of 5th level or less that the caster has 
available including scroll spells) These spells are 
cast normally, but range is ignored; the conduit allows 
the dweomer to reach the target creature regardless of 
distance. The creature is permitted any saving throw a 
subsequent spell allows. 

A wizard with this spell prepared can cast it instantly 
in response to a psionic attack. À previously declared 
action can be changed to the casting of this spell. An 
immediate initiative roll is made. If the caster wins, the 
spell is cast normally. If the caster loses, the incoming 
psionic attack disrupts the spell. 
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The material component is a small, silver, u-shaped 
tube of fine craftsmanship (500 cp). The tube is 


consumed in the casting of the spell. 


Ranike Cloud 


(Evocation) 

Level: 3 

Range: I0 yards 

Components: V, S, M 

Casting Time: 3 

Duration: I round/level 

Area of Effect: Cloud, 40 x 20 x 20 feet 

Saving Throw: None 

This spell creates a cloud of pungent smoke like that 
produced when the sap of the ranike tree is burned. 
This smoke limits visibility as a blizzard or dense fog 
does, but its main asset is its ability to repel insectoid 
creatures, including thri-kreen, that come in contact 
with it. Once engulfed in the cloud, such creatures flee 
the area in the manner of undead turned by a cleric. 
Intelligent insects like the thri-kreen may run before they 
are touched, once they see what's coming. 

The cloud moves away from the caster at a speed 
of IO feet per round, rolling along the surface of the 
ground. À moderate breeze can alter the cloud's course, 
but it won't move hack toward its caster. A strong wind 
breaks it up within four rounds, and stronger winds keep 
the cloud from forming in the first place. Very thick 
vegetation disperses the cloud in two rounds, but the 
only place on Athas that qualify as such terrain are the 
Crescent Forest and the Forest Ridge. The smoke does 
not sink as many vapours do (like a cloudkill spell); it 
also cannot penetrate liquids or be cast underwater - 
not a great concern on Athas. 

The material component is a chunk of wood from the 
ranike tree. 


Raze 


(Alteration) 

Level: 4 

Range: Touch 
Components: V, S, M 
Casting Time: 5 rounds 
Duration: Permanent 
Area of Effect: Special 
Saving Throw: None 
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This spell duplicates the life-draining effects of defiling. 
The spell may be cast by a defiler or a preserver, though 


a defiler causes more damage with it. 

The spell causes a large area of vegetation to give up 
its magical potential and turn to ash. Unlike normal 
defiling, raze affects all vegetation within the radius of 
the spell, regardless of terrain. The area of effect for a 
preserver is one yard per level of the caster. For a defiler, 
it is five yards plus one yard per level of the caster (in 
lieu of normal defiling damage). The ash created is a 
mixture of black and gray, completely devoid of life or 
life-giving elements. Nothing will grow there for half a 
year, leaving a barren circular scar on the ground. 

The material components for this spell are a handful 
of defiled ash (either from a previous raze spell or from 
normal defiler magic) and a pinch of salt. 


Reincarnation 


In Dark Sun campaigns, substitute the following table 
for that found in the Player’s Handbook. 


D100 Roll Incarnation 

01-08 Aarakocra 
09-11 Dwarf 
12-19 Elf 
20-27 Half-elf 
28-29 Half-giant 
30-40 Halfling 
41-47 Human 
48-58 Kenku 
59-70 Mul 
71-77 Nikaal 
78-81 Pterran 
82-89 Tarek 
90-96 Thri-kreen 
97-00 Yuan-ti 

Rejuvenate 

(Alteration) 

Level: 5 


Range: Touch 

Components: V, S, M 

Casting Time: I round 
Duration: Special 

Area of Effect: 5-foot radius/level 
Saving Throw: None 


This spell grants the ability to support vegetation to an 
area of ground. In the case of ground made barren by 
defiler magic, rejuvenate dispels the ground’s sterility, 
making it immediately capable of supporting vegetation 
once more. The spell may also be cast on any ground 
short of solid rock, including sand, rocky sand or soil, 
and dust. 

The are of effect extends away from the caster, so 
he must stand in the middle of the area he wishes to 
revitalise. Once cast, the soil is enriched and moistened, 
and a blanket of fine grass emerges instantly. 

The duration of the spell varies. Once cast, the soil 
and grass are not magical, and are subject to all natural 
forces upon them. They will, however, survive a week in 
even the worst of conditions. Rejuvenate otherwise lasts 
until a defiler spell destroys the vegetation there. 

The material component of the spell is a seed (of any 
type) and a drop of water. 

Defilers can’t cast rejuvenate. 


Scapegoat 


(Enchantment/Charm) 

Level: 4 

Range: 20 yards 

Components: V, S, M 

Casting Time: 4 

Duration: I round/level 

Area of Effect: 20-foot radius 

Saving Throw: Special 

This spell is usually cast to stop pursuers or to distract 
those who might be searching for the mage or about to 
interfere with him. It causes creatures within a 20-foot 
radius of a chosen target creature to believe that the 
target is to blame for any and all troubles or difficulties 
they have. Having established the target’s guilt, it further 
prompts those in the area to attack and neutralise the 
target. Only dispel magic or the incapacitation or death 
of the target will stop the attack. 

Those within range must have animal Intelligence or 
higher and are allowed a saving throw vs. spell once per 
round to come to their senses. Thus, a templar walking 
through the marketplace accompanied by a patrol of 
guards might become the target of the spell. All the 
people within range of the spell, including the templar's 
guards, would move to attack him. 

The material components for this spell are a strand of 
hair and a stone thrown in the chosen target's direction. 
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Semipermanency alarm 

audible glamer 
(Alteration) d s li he 
Level: 7 ancing lights 


Range: Special 

Components: V, S, M 

Casting Time: I round 

Duration: Special 

Area of Effect: Special 

Saving Throw: None 

The semipermanency spell extends the duration of other 
spells. To the casual observer, the effects may seem 
permanent, but in fact the duration is limited to several 
years, based on the caster's level; roll 1d20 and subtract 
the result from the casters level to yield the duration 
in years. If the result is 0 or less, roll IdI2 instead 
to find the duration in months. The DM should roll 
these duration dice and keep the results secret from the 
caster. Casting this spell has no effect on the caster’s 
Constitution score. 

The personal spells upon which a semipermanency 
spell is known to be effective are the same as those 
listed for the more powerful permanency spell, as follows: 

comprehend languages 
detect evil 

detect invisibility 

detect magic 

infravision 

protection from cantrips 
protection from evil 
protection from normal missiles 
read magic 

tongues 

unseen servant 

This spell can also be used to lengthen the duration 

of the following object/creature or area-effect spells: 
enlarge 
fear 
gust of wind 
invisibility 
magic mouth 
prismatic sphere 
stinking cloud 
wall of fire 
wall of force 
web 

Finally, these spells can be cast upon objects or areas 
only and rendered semipermanent: 


distance distortion 
solid fog 
teleport 
wall of fire 
In applications other than those directed on the caster, 
this spell can be dispelled normally to negate its effects. 
The DM may allow other selected spells to be made 
semipermanent. The selected spell must be researched 
anew, costing as much and taking as long as its original 
research. The DM must decide whether a specific spell 
can be made semipermanent. This spell can’t be used 
in the process of manufacturing magical items. 
The material components are a drop of dwarf's blood 
and a tiny metal anvil (50 cp minimum). 


Shadow Shroud 


(Conjuration/Summoning) 

Level: 6 

Range: 0 

Components: V, S, M 

Casting Time: I round 

Duration: I turn/level 

Area of Effect: Caster 

Saving Throw: None 

This spell turns an ordinary cloak into a shadow cloak 
that conceals the caster. While he wears it, he is like an 
insubstantial shadow. He can’t be seen for what he is 
as those around him mistake him for their own shadow 
or the shadow of a nearby object. The cloak doesn’t 
render the wizard inaudible, and he must take care not 
to attract attention to himself through undue noise. If 
he enters an area of complete darkness, the spell ends. 
There must be some light for shadows to exist. 

Aside from its usefulness in remaining unseen, the 
shadow cloak allows the wizard to enter the Black (but 
not the Hollow) and interact with its denizens. So long 
as he exits the Black before the spell expires, the wizard 
may freely return to the Prime Material Plane. 

The wizard must determine how to keep any shadow 
denizens from attacking him when he is in the Black. 
Should he be attacked, he may save vs. death magic 
to slip away unharmed and instantly return to Athas. 
Should he fail, he suffers the same consequences as 
anyone attacked by denizens of the Black. 
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The material components for this spell are a gray 
cloak (which is not expended in the casting) and a 
pinch of silver dust (approximately enough for I sp). 


Spawn Heritage 


(Divination) 

Level: 2 

Range: 30 feet 

Casting Time: 2 

Components: V, S, M 

Duration: I round/level 

Area of Effect: 10-foot radius 

Saving Throw: None 

On Athas, elves who dwell on the coast of the Sea of 


Silt traffic in spell components and mystic powders. 
Tentacles of the silt spawn are used for both; however, 
different types of silt spawn are needed for different 
spells and powders. This spell reveals the type of silt 
horror the spawn will become. 

The spell requires a bit of dried hide from an adult 
silt horror. The spell will only reveal if the silt spawn 
is of the same type as this bit of dried flesh. The more 
types of dried silt horror hide the caster is holding, 
therefore, the more types of silt spawn can be identified 
with this spell. 

Although the silt spawn is a delicacy among the 
giants of the Silt Sea, the tentacles are not, being hard 
and rubbery with a bitter flavour. The giants trade the 
tentacles to the elves. 


Spell Deferment 


(Alteration/Enchantment) 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: 4 

Duration: I day 

Area of Effect: I object 

Saving Throw: None 

When cast on an endowed obsidian orb (see orb of 
power), spell deferment allows the wizard to implant a 
Ist- through 3rd-level spell within it, storing it for later 
use. In effect, this "hangs" the spell so that it may be 
used in one segment as if from a magical item. Because 
the spell has already been cast, so to speak, such a 
deferred spell can't be disrupted. 


Any material components for the spell that is to be 
stored must be expended at the time spell deferment is 
cast. The spell is held within the obsidian orb, making 
it into a one-use magical item. The wizard may call 
forth the spell with either a command word or a gesture, 
as determined when he casts the spell deferment. No 
one else may call forth the spell. The spell may be set 
off accidentally, however, if the wizard is harmed by a 
damaging spell or from a crushing blow - either of which 
might break or shatter the orb. If the wizard carrying the 
orb is subjected to such damage, the orb must make 
a saving throw vs. spells or crushing blow (whichever 
is appropriate). If the save is successful, the orb is 
unharmed. If the saving throw fails, the orb is shattered 
and whatever spell was stored within is released, with the 
wizard as the central focus for the spell. 

The material components for this spell are an endowed 
obsidian orb and whatever components are required for 
the spell to be stored. 


Sphere of Entrapment 


(Abjuration/Evocation) 

Level: 4 

Range: 40 yards 

Components: V, S, M 

Casting Time: 4 

Duration: 4 rounds 

Area of Effect: I spellcaster 

Saving Throw: Neg. 

When cast, a translucent sphere appears around an 
opponent spellcaster. It looks and functions much like 
a minor globe of invulnerability, but has the properties 
of both that spell and its reverse. Unless the target 
spellcaster makes a successful saving throw vs. spells, the 
slightly shimmering sphere takes form around him and 
remains for 4 rounds. 

Once inside the sphere of entrapment, the wizard 
can't physically leave its confines. If he casts any spells 
of Ist through 3rd level, the effects of the spell are 
turned back upon him, as if they had rebounded off the 
inside of the sphere. 

While the wizard is so confined, no spells of Ist 
through 3rd level from the outside can harm him, 
bouncing off the outside of the sphere just as if the 
wizard were protected by a minor globe of invulnerability. 
The sphere has no effect upon spells of 4th level or 
higher from within or without. 
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The sphere may be entered physically at any time by 
those wanting to engage the trapped wizard in melee. It 
has no effect on magical weapons, nor on magical items 
which produce effects which would be of 4th level or 
higher. A trapped wizard might be able to use a wand 
or ring, however, depending on the spell effects they 
produced. 

Should the trapped wizard utilise an anti-magic shell 
or globe of invulnerability, or should another wizard with 
either of these spells cast upon himself enter the area 
of the sphere of entrapment, the sphere is immediately 
dispelled. 

The material components for the spell are a crystal 
bead and a drop of the caster's blood, which is smeared 
on the bead as the spell is cast. 


Spiderstrand 


(Evocation) 

Level: 4 

Range: 30 yards 

Components: V, S. M 

Casting Time: 4 

Duration: I round/level 

Area of Effect: Special 

Saving Throw: Special 

With this spell, the caster causes a single strand of 
strong spider web to shoot forth from his hand. The 
web becomes part of the caster for the duration of the 
spell or until he wishes to detach it; he need not hold 
on to the strand with the casting hand, leaving it free 
for casting other spells, but he can't hold anything with 
that hand. 

The strand itself is roughly half an inch in diameter 
and is very strong and sticky. The length of the strand 
is one yard per level of the caster. The strand holds up 
to 2,500 pounds without breaking. Any creature wishing 
to break the strand must pass a bend bars roll. 

If the strand is shot at an inanimate object, such as 
a wall or ceiling, the wizard automatically hits. The 
strand sticks to its target and can only be torn loose by 
putting more than 2,500 pounds of tension on it or by 
a successful bend bars roll. 

If the strand is shot at a creature, the target receives 
a saving throw vs. spell to avoid it. If hit, the creature 
becomes wrapped up by the excess length. See the table 
below for how much strand is required to immobilise or 
impede creatures of different size. 


Creature Size Yards To Immobilise Yards to Impede 
Tiny I I 
Small 2 I 
Medium 3 2 
Large 5 3 
Huge 10 7 
Gargantuan — 30 


An immobilised creature can't move, attack, or cast 
spells; a Gargantuan creature can't be immobilised. An 
impeded creature moves at half their normal movement 
rate and attacks only half as often, with a -2 penalty 
to all attack rolls. 

Every yard of the spiderstrand must be broken 
individually. Each such attempt to break the strand 
requires a bend bars roll. Only one creature can be so 
entangled per spell. 


Steal Energy 


(Necromantic) 

Level: 5 

Range: 120 yards 

Components: V, S, M 

Casting Time: 5 

Duration: Concentration 

Area of Effect: One individual 

Saving Throw: Neg. 

This spell uses an endowed obsidian orb (see orb of 
power) to leech away power from another mage. The 
energy stolen goes into the obsidian for use by the 
caster. Energy is taken from the other wizard at a rate of 
one spell level per caster level per round. For example, 
if a I2th-level caster uses steal energy against another 
mage and that mage fails to save, the caster may pull 
up to I2 levels worth of spell energy per round from the 
other wizard and store it within the obsidian for later 
use. Energy drained is taken from lowest level spells first. 

The victim is allowed a save vs. death magic to avoid 
the effects of this spell. The caster must concentrate to 
drain life energy; if his concentration is disrupted, the 
caster gains no energy that round but retains the energy 
he drained during previous rounds. If all of a wizard's 
spell energy is stolen, he may not cast any spells until 
he replenishes it by resting for eight hours. 

Energy stored in obsidian may be utilised in lieu of 
personal energy, either to power spells the caster has 
prepared, or as energy siphoned off by the rival wizard. 

The material component for the spell is the obsidian 
used to store the stolen energy. 
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Stoneiron 


(Enchantment) 
Level: 3 
Range: Touch 
Components: V, S, M 
Casting Time: I round 
Duration: 5 rounds/level 
Area of Effect: Weapon(s) touched 
Saving Throw: None 
This low-powered version of the enchanted weapon spell 
causes stone (flint, obsidian, etc.) weapons to have the 
attack and damage scores of ordinary steel weapons (no 
penalties to hit and damage), eliminating all penalties 
and chances of breakage. One Large, two Medium, 
or three Small weapons can be affected by this spell, 
and the dweomer can be dispelled early only if an 
enchanted missile strikes its target. The only way to 
make the effects permanent is to use enchant an item 
and permanency spells as well; repeated castings do not 
improve the weapon’s abilities any further. 

The material component for this spell is a small 
chunk of stone, of the same type as the weapon to be 
enchanted. 


Touch the Black 


(Conjuration/Summoning) 

Level: 3 

Range: 60 yards 

Components: V, S. M 

Casting Time: 3 

Duration: I round/level 

Area of Effect: 40-foot cube 

Saving Throw: 1/2 

When cast, this spell calls into being a 40-foot cube 
of inky-black nothingness that chills everything inside 
it Those within must make a successful saving throw 
vs. death magic or take Id6 points of damage for every 
level of the caster. Those who are successful take only 
half damage from the numbing cold. 

All within the cube are chilled to the bone whether 
they successfully save or not, and are at a -2 penalty 
to their attack and damage rolls for the next Id4+I 
rounds. Those within the cube are unable to see through 
the blackness; the caster is able to make them out as 
dim shadows within it. 

The material component for this spell is a shard of 
obsidian or glass. 


Transmute Rock to Mud 


The mud created by this spell is of a magical nature - 
no water can be obtained from it. 


Transmute Sand to Stone 


(Alteration) 

Reversible 

Level: 4 

Range: IO yards/level 

Components: V, S, M 

Casting Time: 4 

Duration: 2d6 days 

Area of Effect: One 10-foot cube/level 

Saving Throw: Special 

This spell turns a volume of sand into an equal volume 
of sandstone. The caster can choose to fashion the 
sandstone into any simple shape he desires, provided no 
single portion is smaller than one cubic foot and none 
of the shape exceeds the range of the spell. The spell 
does not confer the ability to move the sand or stone 
created; the stone occupies the space where the sand 
was at the time of casting. 

Persons standing with their feet in the sand at the 
time of casting must break themselves free, though a 
saving throw versus paralysation is allowed to jump 
free, if possible. The fact that an area of sand has 
been turned to sandstone is not readily apparent even 
after the spell has been cast. Viewers may have to 
make an Intelligence check to notice that there is stone 
where there was once sand. Though not an illusion, the 
magically created sandstone quickly breaks down into 
sand particles over a period of 2d6 days. 

The reverse of this spell, transmute stone to sand, 
allows the caster to change any type of stone (sandstone, 
granite, gems, clay brick, concrete, and so forth) into 
sand. Stone items such as stone and obsidian weapons 
become immediately useless. Floors turned to sand may 
cause those standing on them to lose their balance and 
fall (a Dexterity check avoids this effect). Supporting 
stones in buildings so affected can easily cause a 
structure to collapse. 

The material component is sand ground between two 
pebbles (or sand from an hourglass for the reverse). 


Transmute Water to Dust 


In Dark Sun campaigns, this spell has no reverse. 
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Vampiric Youthfulness 


(Necromancy, Alteration) 

Level: 9 

Range: Touch 

Components: V, S, M 

Casting Time: 9 

Duration: Permanent 

Area of Effect: Special 

Saving Throw: Neg. 

With this spell, the caster makes himself younger by 

leeching the life energy of another creature. The victim 

must have Hit Dice or levels at least equal to the 

casters level, and he must be at full hit points at the 

time the spell is cast; undead, extra-planar beings, and 

other non-corporeal creatures are immune. A charmed 

creature will not willingly submit to the spell, though 

a creature under the effects of a domination spell will; 

even a willing victim makes a save to negate this spell. 

Caster and victim must be touching for the entire 

casting time of the spell; any interruption negates it. 
Once cast, the victim ages I0 years immediately. If 

this would take the victim beyond his normal life span, 

he dies; otherwise, he falls unconscious for 24 hours 

and suffers any aging effects immediately upon regaining 

consciousness. The caster becomes one year younger, 

retaining all memories and experience points. Damage 

is not healed, nor are curses or diseases removed. 
Performing this spell on an unwilling victim is an 

evil act and cannot be undertaken by a good character, 

even against an evil victim. There may be circumstances 

when a good character could use this spell, such as 

when the victim is willing, with plenty of years to spare. 


Wakefulness 


(Enchantment/Charm) 

Level: 2 

Range: 30 yards 

Components: V, S, M 

Casting Time: 2 

Duration: 8 hours 

Area of Effect: One creature 

Saving Throw: Neg. 

With this spell, the recipient can postpone sleep. For the 
spell’s duration, the recipient feels awake and energetic, 
but immediately becomes exhausted when the spell’s 
effects wear off; he must then sleep for eight hours or 


suffer a -2 penalty to all attack rolls and saving throws 
until he does. Multiple wakefulness spells cast on one 
recipient cause him to remain awake for eight hours 
per spell, but he must get eight hours of sleep per spell 
after they have worn off to eliminate the attack and save 
penalty. Recipients who don't sleep can't recover spells. 

Recipients of this spell can continue to march or 
adventure normally. À recipient can't naturally doze off 
while under the influence of this spell. 

This spell exactly counters the effects of a sleep spell 
on one creature. When sleep is cast on a recipient of 
this spell, he is entitled to a save with a +3 bonus. 

The material component is a tiny glass bell. 


Wall of Ice 


Like the ice storm spell, the ice created disappears three 
turns after the conclusion of the spell. 


Wall of Iron 


In Dark Sun campaigns, the duration of this spell is 
one turn per level of the caster. 


Ward 


(Alteration/Divination) 

Level: 2 

Range: 30 yards 

Components: V, S, M 

Casting Time: I hour 

Duration: I year 

Area of Effect: 30-foot radius or I creature/level 
Saving Throw: None 

This spell creates a powerful psychic bond between the 
caster and an area of land or a non-humanoid creature, 
allowing the wizard to know what is happening to that 
chosen area or creature even when he is far away. 

The wizard can't see what is taking place in the area 
and has no way of knowing what has befallen a warded 
creature. He does get a sense whether the land or beast 
is healthy or not. If warded land is defiled or a warded 
creature is killed, the wizard instantly knows it, though 
he has no knowledge of who performed such deeds. 

The material component is a drop of the wizard’s 
blood smeared on the creature or area to be warded. 

Defilers aren't prohibited from casting ward spells but, 
as most have little interest in the welfare of the land 
they ravage, few defilers choose to learn the spell. 
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Ward’s Revenge 


(Abj uration/Enchantment/Charm) 

Level: 7 

Range: Special 

Components: V, S, M 

Casting Time: I round 

Duration: One month/level 

Area of Effect: One individual 

Saving Throw: None 

Ward's revenge is cast on a defiler. Whenever they tap 
land warded by the caster with the ward spell, the land 
fights back by destroying the defiler’s prepared spells. 
The more lush the area targeted, the more spells lost: 

Barren and infertile terrain strip the target of one 
spell level per caster level. 

Fertile and abundant terrain strip two spell levels per 
caster level from the target. 

Lush terrain strips three spell levels per caster level 
from the target. 

Spell levels equate to spells lost, with the lowest- 
level spells being removed first. Spells lost may not be 
prepared again for 24 hours. 

The material components are a handful of earth and 
a pinch of ash from a previously defiled plot of land. 


Watchful Eyes 


(Enchantment, Divination) 
Level: 7 
Range: Special 
Components: V, S, M 
Casting Time: I round/object (minimum I hour) 
Duration: I2 hours/level 
Area of Effect: Special 
Saving Throw: None 
This spell enchants several small items and allows those 
present at the casting to use them as scrying devices, to 
observe distant locations or people of interest. 

The caster must choose easily portable objects to 
identical (within 
reasonable limits). The objects undergo a process that 


enchant, and must make them 


resembles psionic empowering. This takes the caster at 
least one hour per day for one month. If the caster skips 
a day, the process must start again from scratch. 

Each spell enchants up to 100 items. The caster must 
touch each item during casting. A caster who has more 
than 100 items can cast watchful eyes consecutively, so 
long as the curing process continues daily. 


Any number of spellcasters can attend. When the 
caster finishes with the final item, the spell activates for 
all items at once. The items appear unchanged but now 
detect as magical for the duration of the spell. 

Thereafter, those who attended all the castings can 
select and tune in on any enchanted item up to 100 
miles away and sense anything in its vicinity, as though 
present themselves. They cannot cast spells or use 
psionics through the eyes. 

Viewing the vicinity of a watchful eye takes Id6 rounds. 
This clairsentient effect works normally, independent of 
circumstances: for instance, it works even if the item is 
concealed. The DM may assign negative modifiers for 
extreme range, presence of interfering magic, etc. 

Watchful eyes carriers become aware of this magical 
sensing only if they would ordinarily detect magic used 
in their presence. Detect scrying identifies the item, but 
nothing can trace the clairsentience back to its source. 

This spell requires one other material component: a 
conventional magical scrying device, such as a crystal 
ball, which is not expended in the process. 


Woodiron 


(Enchantment) 

Level: 4 

Range: Touch 

Components: V, S, M 

Casting Time: I round 

Duration: 5 rounds/level 

Area of Effect: Weapon(s) touched 

Saving Throw: None 

This is a specialised version of enchanted weapon that 
works on wooden weapons. When cast on a wooden 
weapon, that weapon becomes as hard as iron (no 
penalties to hit and damage and no breakage chance). 

Only one spell can be cast on a weapon at a time; 
the effects are not cumulative, even with normal wooden 
weapons. One Large, two Medium, or three Small 
weapons can be affected by this spell. 

Wooden shields are also affected, gaining a +1 AC 
bonus. Weapons and shields are fireproof for the spell’s 
duration. Missiles of wood enchanted in this manner 
lose their dweomer as soon as they hit a target; otherwise, 
the spell lasts for its full duration. It is also used in the 
manufacture of regular magical weapons and shields. 

The material component for this spell is a chip of the 
bronze-hard agafari wood of Nibenay. 
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d sionics are prevalent everywhere in the Dark 
( » Sun campaign. Every living creature on Athas 
will have contact with psionics during its 


lifetime. Creatures may possess talents that help them 
to hunt or survive, people with natural talents fill the 
cities, and even non-psionic creatures and characters 
must deal with their psionic counterparts. Those who 
can't adapt to these conditions will not survive beneath 
the crimson sun. 

All living things are blessed with some psionic 
potential, even if they do not develop mental powers. 
This potential is the summation of an individual's 
understanding of the Way of psionics and their Will 
to command its powers. Only by using both aspects 
together can a creature call upon its psionic energies. 


È a 


This section compiles all psionic powers from other 
supplements and converts them to a system that divides 
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psionic powers into nine levels, similar to wizard spells. 
Each power has a power score that a psionicist must 
meet or exceed with a power check in order to manifest 
that power. See the psionicist class for more information 
on rules regarding manifesting psionic powers. 

The powers are into five disciplines (clairsentience, 
psychokinesis, psychometabolism, psychoportation, and 
telepathy) and listed in alphabetical order. Following 
this are rules for determining wild talents - the innate 
powers common to characters who are not psionicists. 

All references to psionicists in this section can also 
apply to other psions - wild talents and monsters - as 
applicable, depending on the power in question. 
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Power Lists 


Clairsentience 


Ist Level 

Detect Life 

Detect Magic 
Detect Poison 
Detect Psionics 
Detect Spirits 
Know Location 
Martial Trance 
Synesthete 

Trail of Destruction 


2nd Level 

Aura Sight 

Combat Mind 

Detect Moisture 

Know Course 

Object Reading 

Precognition 

Sensitivity to Psychic Impressions 


Watcher's Ward 
Weather Prediction 


3rd Level 

All-round Vision 

Bone Reading 

Danger Sense 

Detect Ethereal 
Detection 

Environmental Awareness 


Safe Path 


4th Level 

Appraise 

Radial Navigation 
Retrospection 

Scrying 

Sensitivity to Observation 


5th Level 
Anticipatory Strike 
Predestination 
Spirit Lore 

True Sight 


6th Level 

Probability Manipulation 
Scrying Trap 

Subjective Reality 


7th Level 
Anticipatory Vision 
Fate of One 


8th Level 
Hypercognition 
Psychic Clone 


9th Level 


Cosmic Awareness 


Metafaculty 


Psychokinesis 


Ist Level 
Animate Shadow 
Ballistic Attack 
Control Sound 
Project Force 


Static Discharge 
2nd Level 


Compact 

Control Flames 
Control Light 
Create Sound 
Control Temperature 
Ghost Writing 
Levitation 

Magnetise 
Molecular Bonding 
Molecular Manipulation 
Retum Flight 


3rd Level 
Concentrate Water 
Create Object 
Detonate 

Inertial Barrier 
Mass Manipulation 
Momentum Theft 
Opposite Reaction 
Soften 

Telekinetic Flight 


4th Level 

Animate Object 

Control Dody 

Free Action 

Kinetic Blast 

Molecular Rearrangement 
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5th Level 
Control Wind 
Kinetic Control 
Telekinesis 
Telekinetic Barrier 


6th Level 
Disintegrate 
Overland Flight 
Suppress Magic 


7th Level 
Evade Blast 
Kinetic Rebound 


8th Level 
Stasis Field 
Telekinetic Sphere 


9th Level 


Kinetic Cyclone 
Megakinesis 


Psychometabolism 


Ist Level 

Alter Features 
Catfall 

Cognitive Trance 
Displacement 
Expansion 
Photosynthesis 
Reduction 
Spider touch 


2nd Level 
Adrenaline Control 
Animal Affinity 
Biofeedback 

Body Equilibrium 
Body Weaponry 
Chameleon Power 
Chemical Simulation 
Enhanced Strength 
Fighting Trance 
Flesh Armour 
Heightened Senses 
Intensify 

Mind over Body 
Pheromone Discharge 
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3rd Level 
Absorb Disease 
Accelerate 
Carapace 


Cause Sleep 
Cell Adjustment 
Double Pain 
Ectoplasmic Form 
Enhancement 
Graft Weapon 
Iron. Will 

Life Draining 
Rigidity 
Shadowform 
Share Strength 


4th Level 
Cannibalise 

Cause Decay 
Energy Containment 
Forced Symmetry 
Immovability 

Lend Health 
Metamorphosis 
Poison Simulation 
Suspend Animation 


5th Level 

Complete Healing 

Death Field 
Environmental Adaptation 
Gird 

Nerve Manipulation 
Strength of the Land 


6th Level 

Aging 

Psychic Restoration 
Revivify 


7th Level 


Regenerate 


Split Personality 


8th Level 
Fusion 


Obsidian Form 


9th Level 
Assimilate 
Elemental Composition 


Psychoportation 
Ist Level 


Deceleration 
Float 

Speed Burst 
Warp Shield 


2nd Level 
Deflect 
Dimensional Swap 
Slipstream 


Warp Blade 


3rd Level 

Blink 

Dimensional Door 
Duo-dimension 
Summon Planar Energy 
Time Dilation 


4th Level 
Dimensional Walk 
Phase 

Shadow Walk 
Teleport Lock 
Teleport Object 
Time/Space Anchor 


5th Level 
Dimensional Blade 
Dimensional Screen 
Ethereal Traveller 
Phase Object 
Pocket Dimension 
Probability Travel 
Spatial Distortion 
Summon Planar Creature 
Teleport 

Teleport Trigger 


6th Level 
Banishment 
Summon Object 
Teleport Other 


Time Duplicate 
Wrench 


7th Level 
Astral Projection 
Dream Travel 
Time Shift 


8th Level 
Teleport, Mass 
Time Travel 


9th Level 
Planar Transposition 
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Telepathy 


Ist Level 
Conceal Thoughts 
Ego Whip 
Empathy 


False Sensory Input 


Insect Mind 
Plant Mind 
Reptile Mind 
Sense Link 


2nd Level 
Acceptance 

Alignment Stabilisation 
Attraction 

Aversion 

Daydream 

ESP 

Focus Forgiveness 
Hivemind 

Invisibility 

Mind Blank 

Send Thoughts 
Sensory Suppression 
Suppress Fear 
Telempathic Projection 


3rd Level 

Animal Telepathy 
Awe 

Hallucination 
Incarnation Awareness 


Mind Thrust 

Mindlink 

Post-Hypnotic Suggestion 
Psionic Residue 

Psychic Blade 

Psychic Messenger 
Thought Shield 

True Worship 


4th Level 
Amnesia 


Fate Link 
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Probe 
Psionic Inflation 
Psychic Drain 


Repugnance 


Id Insinuation 
Identity Penetration 
Inflict Pain 

Mental Barrier 


Mindwreck 
Mysterious Traveller 


Synaptic Static 


6th Level 


Aura Alteration 


Psionic Vampirism 
Psychic Impersonation 


Receptacle Empower, Lesser 

Superior Invisibility Invincible Foes 

Truthear Psionic Blast 
Tower of Iron Will 

5th Level 

Domination 7th Level 

Impossible Task Empower 

Intellect Fortress Mindflame 

Mindwipe Switch Personality 

Phobia Amplification Ultrablast 


Telepathic Combat 


All psionicists’ minds are closed unless voluntarily opened. 
The minds of wild talents and non-psionic creatures are 
always open. A psionicist can open a mind in order 
to use telepathic powers against it with one of the five 
telepathic attack powers (ego whip, id insinuation, mind 
thrust, psionic blast, and psychic crush). A successful 
power check with one of these powers opens the target 
mind. These powers have additional effects against an 
opened mind - see the power description for details. 

A psionicist can defend against having their mind 
opened with one of the five telepathic defence powers 
(intellect fortress, mental barrier, mind blank, thought 
shield, and tower of iron will). These powers also have 
other functions, as noted in their descriptions. 

When a psionicist uses a defence power to keep 
their mind closed against an attempt to open it, the 
attacker and the defender roll a psychic contest. The 
highest successful roll wins (ties go to the defender). If 
the attacker wins, the defender's mind is opened. If the 
defender wins, their mind is not opened. 


Mind Blank Thought Shield 
Ego Whip T5 -2 
Mind Thrust +5 0 
Id Insinuation -3 +2 
Psionic Blast 3rll =3 
Psychic Crush +2 +3 


8th Level 


Convergence 
Mass Domination 


Mind Bar 
Psychic Crush 


9th Level 
Beast Mastery 
Psychic Surgery 


Each attack power is more effective against some 
defence powers than others, and vice versa. This is 
represented by modifiers which apply to the attacker's 
power check. The table below lists these modifiers. 

When an attack power clashes with a defence power, 
crossindex the attack with the defence on the table. 
The resulting modifier is applied to the attacker’s power 
check. Thus, positive modifiers are bonuses and negative 
modifiers are penalties. 

A non-psionicist who does not know any defence 
modes can actively resist telepathic intrusion, imposing 
a -2 penalty to a psionicists power score when that 
psionicist tries to use a telepathic power against them. 
To resist, the character fills their mind with a barrage 
of thoughts and emotions. This takes the character's 
action for the round. If the character tries to fight or 
cast a spell, for example, their psychic defence has too 
many "holes" to be useful. This applies equally to wild 
talents - unless a wild talent knows a telepathic defence 
mode, they are as vulnerable to telepathic intrusion as 
any non-psionicist. 


Mental Barrier Tower of Iron Will 


Intellect Fortress 


-4 -4 -5 
-3 -4 -3 
+4 -I -3 
3i = -4 
0 -I -2 
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Power Descriptions 


Absorb Disease 


Psychometabolism 
Level: 3 
Power Score: I3 
PSP Cost: 5 
Range: Touch 
Area of Effect: I creature 
This power lets the psionicist absorb the disease from 
another character's body, presumably then healing 
himself (using complete healing). This power can absorb 
magical diseases, but not curses, such as lycanthropy. 
20 - The disease is automatically destroyed by the 
psionicists immune system. 
I - The disease remains in the victim while also 
spreading to the psionicist. 


Accelerate 


Psychometabolism 
Level: 3 
Power Score: 13 
PSP Cost: 5/2 
Range: 0 
Area of Effect: Personal 
A psionicist using accelerate is hasted. Her movement 
and rate of attack are doubled, and she gains a -2 bonus 
to initiative. Spellcasting and psionics are not speeded 
up by this power, although it counters a magical slow 
effect. When the power ceases, the psionicist must rest 
for a number of rounds equal to time spent accelerated, 
doing nothing but catching her breath. She does not 
age a year as the recipient of a haste spell would. 

20 - The psionicists attacks are tripled, and she 
automatically strikes first in the round. 

I - The psionicist suffers the effects of a slow spell 
for Id6 rounds. 


Acceptance 


Telepathy 

Level: 2 

Power Score: 12/MAC 
PSP Cost: 2/I per turn 
Range: 30 yards 

Area of Effect: Special 


This power lets the psionicist make one or more 
individuals with open minds docile and passive in 
captivity. The psionicist gains no special control over 
the creatures, but their strong emotions associated with 
captivity are nullified. 

The power affects the psionicists level in Hit Dice 
of creatures, provided they are in range. If more Hit 
Dice than that are in range, the smaller creatures are 
affected first (excess Hit Dice are lost). Creatures under 
this power do not escape, attack, starve themselves, or 
disobey basic commands (to move, sleep, work, etc.). 
They are not charmed and have no love of their captors. 

The creatures remain affected as long as they stay in 
range and the power remains active. Especially harsh 
treatment may cancel the powers effectiveness. Mistreated 
creatures receive a saving throw vs. paralysation. 

20 - The affected creatures automatically betray 
any existing escape plans and betray each other to the 
psionicist. 

I - The captive creatures become bent on escape 
and disrupt their captor's plans until they escape or die. 


Adrenaline Control 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

This power temporarily boosts the amount of adrenaline 
in the users system, giving him physical advantages. 
He gains Id6 points to divide among his Strength, 
Dexterity, and Constitution scores as he chooses, thus 
increasing them while the power is in effect. He receives 
all of the normal bonuses for high ability scores during 
this period. (If used to increase Constitution, the user 
may temporarily gain bonus hit points. Damage suffered 
is subtracted from the extra hit points first.) 

A character may exceed his racial maximums with 
this power, at the risk of injury. When the power ceases, 
the psionicist must make a system shock check if he 
operated beyond the normal maximum for his race in 
any ability. If he fails, he suffers Id6 damage. 

20 - The psionicist gains 2d6 points to split between 
Strength, Dexterity and Constitution. 

I - The psionicist loses I point each from Strength, 
Dexterity and Constitution. 
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Aging 
Psychometabolism 
Level: 6 
Power Score: 16 
PSP Cost: II 
Range: Touch 
Area of Effect: I creature 
With this power, a psionicist can cause unnatural aging 
by touch. The victim ages Id4 years instantly and must 
save vs. polymorph. Failure means that the change was 
traumatic, and he ages another year automatically. 
20 - The victim ages 1d20 years. 
I - The psionicist ages IdIO years. 


Alignment Stabilisation 


Telepathy 
Level: 2 
Power Score: 12/MAC 
PSP Cost: 3/I per hour 
Range: IO yards 
Area of Effect: I half-giant 
This power lets the psionicist keep one half-giant with 
an open mind on the same alignment. While stabilised, 
the half-giant does not change alignment. The psionicist 
cannot change their alignment, only keep it from 
changing. A halfgiant willingly submits to this power 
if informed about it A half-giant is usually certain 
his current alignment is the best possible, and has no 
argument about keeping it that way. When the power 
ceases, the half-giant most likely won't notice or care. 
20 - The maintenance cost is only I per day. 
I - The psionicist becomes confused about his own 
alignment, equivalent to a confusion spell. 


All-round Vision 


Clairsentience 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 0 

Area of Effect: Personal 

The psionicist has metaphorical “eyes in the back of his 
head,” and on the sides and top as well, gaining benefits 
in specific situations. In effect, he has a 360 sphere 
of sight. Thus he cannot be surprised by opponents 
approaching from behind, opponents attacking from the 


flank or rear gain no bonus on their attack rolls, and 
thieves are denied their backstab attack ability. 
The psionicist suffers a -4 penalty on all saving throws 
against gaze attacks while this power is in operation. 
20 - The psionicist gains infravision for the duration 
of the power. 
I - The psionicist is blind for Id4 hours. 


Alter Features 


Psychometabolism 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area of Effect: Personal 
This power enables the psionicist to alter his appearance 
by means of a limited control over his facial features. 
He can change his skin colouration to any normal 
variation, alter the appearance of his hair, change the 
colour of his eyes, and adjust the bone structure of his 
face. He cannot pass for a member of another species. 
If the psionicist passes his power check with a result of 
20 or better, he can mimic the features of a particular 
individual well enough to fool anyone who relies on 
appearance only to identify that person. If he is closely 
examined, the psionicist must make another power 
check to see if his disguise works. 
20 - The psionicist automatically passes any power 
checks to protect his disguise. 
I - One of the psionicist’s facial features grows to an 
exaggerated size for Id6 hours. 


Amnesia 


Telepathy 

Level: 4 

Power Score: 14/MAC 

PSP Cost: 7/3 

Range: 200 yards 

Area of Effect: I creature 

This power allows the psionicist to interfere with the 

memory of a creature with an open mind. As long as 

amnesia is active, the subject is unable to remember 

anything that occurred prior to the power's manifestation. 
The victim does remember events that occur in his 

amnesiac state, so he can recall conversations or events 

that have occurred since the amnesia began. 
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The exact effects of amnesia are left to the DM, 
but generally the victims remember how to talk, how 
to walk, how to eat, and other physical or innate skills. 
Knowledge-based skills such as spellcasting, psionics 
use, or lockpicking would be temporarily forgotten, but 
talents such as proficiency with the bow or acrobatics 
would not be. 

Making a monster forget everything does not necessarily 
make it a nice person. Instincts remain, so predatory 
behaviour would be unchanged, for example. General 
personality traits also remain despite the individual’s 
loss of memory. 

20 - The victim remains an amnesiac for IdIO days 
after the power ceases to be active, if the psionicist 
wishes. 

I - The power backfires, and the psionicist becomes 
amnesiac himself for 2dIO turns. 


Animal Affinity 

Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

With this power, the psionicist develops an affinity for 
a particular animal type. The psionicist has no control 
over which animal type he gains affinity with - the 
player should roll on the list below to determine the 
animal type. The psionicist undergoes a physical change 
when this power is used, depending on the animal and 
ability. For example, he may gain wings or claws. 


d20 Roll Animal d20 Roll Animal 
I Ankheg II Lizard, minotaur 
2 Carru T2 Mekillot 
3 Cilops 13 Pterrax 
4 Erdland 14 Rasclinn 
5 Flailer I5 Razorwing 
6 Gorak I6 Ruktoi 
7 Inix I7 Scorpion, giant 
8 Jhakar I8 Spider, giant 
9 Kes'trekel I9 Tigone 
IO Kirre 20 Wyvern 


When the user manifests this power, he temporarily 
gains one of the animal's attributes. He can choose from 
the following list, but only one can be gained at a time: 


Armour Class 

movement rate and mode 

physical attacks, attack bonus and damage 
hit points 


any other non-magical, non-psionic special ability 
The attribute lasts for every round that the power 
remains active. Switching to a different attribute requires 
a new power check. 
20 - The psionicist gains two abilities instead of one. 
I - The characters skin takes on the appearance 
of the animal’s skin until the power is used again 


successfully. AC is unaffected. 


Animal Telepathy 


Telepathy 
Level: 3 
Power Score: 13/MAC 
PSP Cost: 5/2 
Range: 0 
Area of Effect: I animal 
Animal telepathy enables the psionicist to establish 
mental two-way communication with an animal with an 
open mind. The psionicist and the animal can exchange 
precise ideas, instructions, and plans in plain language. 
The psionicist does not suffer a power check penalty for 
contacting a non-human mind. This power cannot be 
used to communicate with an intelligent creature. 
Note that non-intelligent animals will not have much 
to communicate. This power does not make an animal 
more intelligent, nor does it guarantee obedience. It 
merely facilitates communication. 
20 - The psionicist is able to plant a suggestion in 
the animal’s mind. 
I - The animal becomes hostile and immediately 
attacks the psionicist. 


Animate Object 


Psychokinesis 

Level: 4 

Power Score: 14+ 

PSP Cost: 7/3 

Range: 50 yards 

Area of Effect: I item weighing 100 lbs. or less 

This power allows the user to control the movement of 
an otherwise inanimate object, giving it the appearance 
of life. For example, animate object can make chairs 
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walk or stones dance, though objects being animated 
must weigh I00 pounds or less. The material the item 
is made of affects the power score, as indicated below: 


Material Power Score 
Cloth, paper 14 
Live wood, dead animal I5 
Dead wood, bone I6 
Water IZ 
Thin metal I8 
Thick metal I9 
Stone 20 


The item's movements are clumsy, and, if it was rigid 
to begin with, it makes a loud creaking, groaning, or 
grating sound. It can move at MV 6 in any direction 
chosen by the psionicist and attacks as a club at +0. 

20 - The animation is smooth and lifelike. 

I - The animated object attacks the psionicist using 
his own attack score and dealing Id6 damage. 


Animate Shadow 


Psychokinesis 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 40 yards 
Area of Effect: 100 square feet 
This power can animate the shadow cast by anyone or 
anything and make it seem to have life of its own. The 
shadow can even move away from the person or thing 
that cast it. It must, however, remain flatly cast along 
a surface. It can never be more than two-dimensional. 
An animated shadow can't really do anything other 
than startle or amuse someone. It cannot attack or disrupt 
a mages concentration. It can serve as a diversion by 
entertaining someone or attracting a guard’s attention. 
20 - The range increases to 100 yards. 
I - The shadow disappears completely for one round. 


Anticipatory Strike 


Clairsentience 

Level: 5 

Power Score: I5 

PSP Cost: 9 

Range: 0 

Area of Effect: Personal 


This power lets the psionicist act before his turn in 
the initiative order. He can manifest it before his 
initiative comes up, choosing when in the initiative 
order it manifests. As soon as he manifests the power, 
the psionicist gains a full round of actions at that point 
in the initiative order. After manifesting this power, he 
cannot manifest it again until a round has passed. 

20 - The psionicist does not have to wait a round 
before manifesting the power again. 

I - The psionicist loses his actions for the round. 


Anticipatory Vision 


Clairsentience 

Level: 7 

Power Score: I7 

PSP Cost: 13 

Range: Personal 

Area of Effect: 60-foot radius 

This power allows the psionicist to correctly know 
what actions all beings within 60 feet at the time of 
manifesting the power will attempt on the following 
round, so the psionicist can act accordingly. For each 
attack, the information is the type of weapon to be used, 
whether the weapon is magical (but not what magical 
power will be used), and the attacker's intended target. 

If the attack is to be a spell or psionic power, the 
intended target or area of effect is revealed, but not the 
type of spell or power. For activities involving items, the 
precise item to be used is learned. Often this reveals the 
presence of hidden items to the psionicist. 

Undead and creatures from other planes cannot be 
read using this power. The power reveals the existence 
(but not location) of invisible or disguised beings by 
communicating their intended activities to the psionicist. 

20 - The psionicist gains insight into the next two 
rounds of actions. 


I - The psionicist is befuddled and loses his own 


actions for this and the following round. 


Appraise 


Clairsentience 

Level: 4 

Power Score: 14 

PSP Cost: 7 

Range: 0 

Area of Effect: Personal 
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With this power, a psionicist can determine the 
likelihood that a specific course of action will succeed. 
The action or activity must take place within a week. 
Exact odds may be difficult or impossible to determine, 
but the DM should provide his most accurate, honest 
appraisal and give a percentage chance for the plan or 
action's success. Subsequent uses of appraise may reveal 
more information, subject to DM approval. 

No one can foresee the future with assured accuracy. 
Like precognition, the success of this power depends on 
how closely the characters adhere to their plans. Do 
they act as they intended? React as they intended? 
What factors did they fail to foresee? Every deviation 
steers events away from the predicted path. If this power 
is used, the DM should give the best answer he can, 
based on information the characters have. Factors they 
don't know about and can’t take into account while 
forming a plan, can change things dramatically. 

20 - The player is allowed to reroll any three die 
rolls to help make his character's forecast more accurate. 

I - The psionicist can't use this power for Id4 days. 


Assimilate 


Psychometabolism 

Level: 9 

Power Score: I9 

PSP Cost: 17 

Range: 0 

Area oj Effect: Personal 

A creature touched by the psionicist is partially 
assimilated into the psionicists form and takes 20d6 
points of damage. Any creature reduced to O or fewer 
hit points by this power is killed, entirely assimilated 
into the psionicist’s form, leaving behind only a trace of 
fine dust. The creature’s equipment is unaffected. 

A creature that is partially assimilated (that is, a 
creature that has at least I hit point following use of 
this power) grants the psionicist a number of temporary 
hit points equal to half the damage dealt by the power 
for I hour. 

A completely assimilated creature grants the psionicist 
a number of temporary hit points equal to the damage 
dealt and a +4 bonus to each ability score for I hour. 
If the assimilated creature knows psionic powers, the 
psionicist gains knowledge of one of its powers (chosen 
by the DM) for I hour. The psionicist gains some 


semblance of a creature he completely assimilates for 
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I hour, granting him a +10 bonus on disguise checks 
made to appear as that creature during that time. 
20 - The benefits of this power lasts for two hours. 
I - The psionicist takes I0d6 damage and the 


assimilation fails. 


Astral Projection 


Psychoportation 

Level: 7 

Power Score: 17 

PSP Cost: 13/6 

Range: 0 

Area of Effect: Personal 

This power allows the user to travel without his physical 
body by creating an astral form that leaps into the 
Astral Plane. The psionicist must first breach the Gray. 
Only creatures also on the Astral Plane can see the 
astral form. A silvery cord connects the astral body to 
the physical one. This translucent string stretches IO 
feet from the astral body before becoming invisible. 
If the cord is severed, the astral and physical bodies 
die, killing the user. The cord is nearly indestructible, 
however. It only can be severed by a powerful psionic 
wind or the silver sword of a githyanki. 


Astral Travel 


The Astral Plane is a seemingly infinite silver void 
dotted with two-dimensional colour pools that serve 
as highways to the Deep (the Outer Planes). These 
pools, scattered randomly throughout the Astral 
Plane, provide connections to all surface layers of 
the Outer Planes of the Great Wheel. 

Travel through the Astral Plane is speedy: 10 
yards per minute per Intelligence point. However, 
distance on the Astral Plane does not equate to 
distance on other planes. After Id6+6 hours of 
travel, the traveller reaches the colour pool he sought. 
There is a 75% chance that this pool leads to the 
exact destination the character wants. Otherwise, it 
is at least IO miles off target - maybe more. 

Combat on the Astral Plane is unusual. Visitors 
with a physical body cannot affect astral bodies in 
any way but psionics do work against the minds of 
astral travellers. Most magical items do not work 
on the plane. Magical items keyed to a particular 
plane do function there, often with enhanced effect. 
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The Astral Plane is used to get to other destinations 
- a distant point on the Prime Material or a colour 
pool leading to another plane, for example. When the 
user reaches his destination, a temporary physical body 
is formed there. It resembles the user’s real body, and 
the two remain connected by the silvery cord. However, 
a temporary physical body isn’t formed if the user travels 
to another location on the same plane as his real body. 
He can view that location in astral form, but he can’t 
affect the area in any physical, magical, or psionic way. 

20 - The first colour pool found is precisely where 
the psionicist wants it. 

I - The psionicist attracts the attention of a powerful 
creature in the Astral Plane. 


Attraction 


Telepathy 
Level: 2 
Power Score: 12/MAC 
PSP Cost: 3/1 
Range: 200 yards 
Area of Effect: I creature 
This power creates an overwhelming attraction to a 
particular person or thing - an item, creature, action, 
or event. A victim with an open mind will do whatever 
seems reasonable to get close to the object of attraction. 
The key word is “reasonable”. The victim is completely 
fascinated, but he suffers from blind obsession. He won't 
leap into a fire or over a cliff, for example, or climb 
onto the leg of a nightmare beast. He can still recognise 
danger, but will not flee unless the threat is strong and 
immediate. And if the danger is not apparent, (such as 
poison in a goblet of wine), the character could easily 
destroy himself in pursuit of the attraction. 
20 - The effect borders on an obsession; the victim 
takes serious risks. 
I - The psionicist becomes obsessed with one 
randomly determined person within range for Id6 turns. 


Aura Alteration 


Telepathy 

Level: 6 

Power Score: 16/MAC 
PSP Cost: II+ 

Range: Touch 

Area of Effect: I creature 


With aura alteration, a psionicist can temporarily 
disguise a person with an open mind’s alignment or 
level, or remove aura afflictions like curses, geases, and 
quests. Disguising a characters alignment or level is 
easiest. The disguise lasts only Id6 hours. It has no 
effect on the character's real alignment or class, but a 
psionicist with aura sight will be fooled by the fake aura. 

Because curses, geases, and quests are imprinted on a 
character's aura, they can be removed with this power. 
A psionicist who tries this suffers a -6 penalty to his 
power check and must expend 20 PSPs instead of II. 

20 - The psionicist can remove curses, geases and 
quests at no penalty or extra PSP cost. 

I - The psionicist’s patient must make a saving throw 
vs. spells to avoid losing one experience level. (A slip of 
the psychic scalpel can close off vital parts of the brain.) 


Aura Sight 


Clairsentience 
Level: 2 
Power Score: 12+ 
PSP Cost: 3/1 
Range: 50 yards 
Area of Effect: Personal 
With this power, the user can see auras (the normally 
invisible field of coloured light that surrounds all living 
things). Each round of use gives the user one piece of 
information: the targets alignment (one portion of it) 
or relative level of power; not both simultaneously. The 
psionicist can examine one aura per round and can be 
discreet, but does need to gaze at the target. Using the 
power from a distance is less noticeable than up close. 
The higher the target's level or HD, the tougher it is 
to interpret the aura. The power score increases by +1 
for every three levels (or HD) the target has, rounded 
down. For example, an 8th-level target increases the 
power score by +2, making it 14 (and therefore harder). 
The DM should relate game-related information in a 
story sense, rather than in mechanical terms. In the case 
of alignment, the user sees coloured light that represents 
an element: I) blue (lawful); 2) gray (neutral); 3) red 
(chaotic); 4) white (good); or 5) black (evil). 
Relative level of power can be described as follows: 
Dim aura: Ist to 5th level 
Bright aura: 5th to I3th level 
Dazzling aura: I4th to 20th level 


e 
e 
e 
e Blinding aura: 2Ist level and above 
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20 - The psionicist can examine up to four auras per 
round instead of two. 
I - The psionicist can’t use this power for 24 hours. 


Aversion 


Telepathy 
Level: 2 
Power Score: 12/MAC 
PSP Cost: 3 
Range: 200 yards 
Area of Effect: I creature 
This power causes a target with an open mind to gain 
an aversion to a person, place, action, or event. He will 
do everything he can to avoid the object of aversion, will 
not approach within 20 yards, and if he is already within 
20 yards, he will back away at the first opportunity. The 
aversion is “planted” in the victim’s brain for one turn; 
the psionicist must re-manifest the power thereafter. 

20 - The object affects the victim like a fear spell. 

I - The psionicist becomes terrified of one randomly 
determined person within range for Id6 rounds. 


Awe 


Telepathy 

Level: 3 

Power Score: 13/MAC 

PSP Cost: 5/2+ 

Range: 0 

Area of Effect: 20 yards 

This power causes a target with an open mind to hold 
the psionicist in awe. Characters affected by this power 
are mentally cowed - they sense the users “awesome 
might”. They have no desire to serve or befriend the 
user, but they won t attack him unless forced to do so. If 
possible, they'll avoid the user completely and take the 
first opportunity to escape his presence. The PSP cost 
for this power is based on the target's level: 


Target's Level PSP Cost 
I-5 levels or Hit Dice 5/9 
6-10 levels or Hit Dice 6/3 
II-I5 levels or Hit Dice 7/3 
16-20 levels or Hit Dice 9/4 
2I4 levels or Hit Dice 10/5 


20 - The maintenance cost is free for the first round. 
I - All affected characters view the psionicist as 
pathetic and ridiculous. 


Ballistic Attack 


Psychokinesis 

Level: I 

Power Score: II 

PSP Cost: I 

Range: 30 yards 

Area of Effect: I item weighing I lb. or less 

This power hurls a small object in a specified direction 
or at a target. The object, no more than I pound in 
weight, can achieve deadly speeds. It must be within 
sight of the psionicist and cannot be anchored or 
attached to anything else. 

The psionicist makes a power check as normal - if 
successful, the missile hurtles in the chosen direction 
or strikes its target automatically, dealing Id6 damage. 

20 - Damage increases to IdI2. 

I - Ballistic boomerang! The psionicist becomes the 
target. 


Banishment 


Psychoportation 

Level: 6 

Power Score: I6 

PSP Cost: 11/5 

Range: 5 yards 

Area of Effect: I creature 

With this power, the user can teleport a creature against 
its will to a pocket dimension and hold it there for as 
long as the power remains active. The creature being 
banished must be within 5 yards of the user. The pocket 
dimension is featureless, with a benign environment - 
hot or cold, light or dark, but not so much as to cause 
injury. 

The banished creature returns to its original location 
as soon as the power ends or the user stops paying 
the PSP cost. This boomerang feature wont harm the 
creature. If the creature has access to the Astral or 
Ethereal Plane, or if it can teleport between planes, it 
can try to return prior to the expiration of the power by 
rolling an Intelligence check at -3. 

20 - The creature cannot return from the pocket 
dimension of its own accord. 

I - Both the intended victim and the psionicist are 
banished to the pocket dimension. The other creature 
bounces back when the power ceases to be active, but 
the psionicist must return under his own power. 
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Beast Mastery 


Telepathy 

Level: 9 

Power Score: 19/MAC 

PSP Cost: 17+ 

Range: IO yards 

Area oj Effect: I or more creatures 

This power controls psionic beasts with open minds 
and animal, semi-, or low Intelligence. It does not affect 
humanoids or undead. On a successful power check, 
the psionicist gains control over the creature(s) for the 
rest of that day - the power does not last longer than 
a day without manifesting it again or paying a daily 
maintenance cost equal to the creatures Hit Dice in 
PSPs. The maximum number of creatures the user can 
control is equal to his level above 20th (minimum one). 

Once the power ends, the creature wanders away 
toward its natural habitat. While controlled, it uses all 
abilities as the psionicist wishes. The creature must still 
eat and, if taken out of its natural environment, may 
perish if not properly cared for. Creature and psionicist 
share an empathic link (free of cost). 

If creature and psionicist are separated by more than 
300 yards, the power fails. If a controlled creature is 
slain, the psionicist takes hit point damage equal to the 
creatures Hit Dice and must save vs. paralysation or be 
knocked unconscious for Id20 rounds. 

20 - 'The psionicist gains a natural affinity for this 
creature. If he ever manifests this power for this creature 
again, he need only expend 8 PSPs as an initial cost. 

I - The attempt fails and the psionicist can never 
attempt to control this creature again. 


Biofeedback 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

This power controls bodily bloodflow. It allows the 
psionicist to control bleeding, suffering two fewer points 
of damage from every attack which causes physical 
injury. By flooding key portions of his body with blood, 
he effectively cushions blows against him and reduces 
their effect, also gaining a +I AC bonus. 


20 - The psionicist receives a +3 AC bonus instead. 
I - Excessive blood flow results in scattered bruises 


and 2d6 damage. 


Blink 


Psychoportation 
Level: 3 
Power Score: 13 
PSP Cost: 5/2 
Range: 0 
Area of Effect: Personal 
This power allows the user to make a series of random, 
short-range teleportations that make him hard to hit in 
combat. Each round, the user automatically blinks once 
at a randomly determined time in the initiative order. 
Roll IdIO and note the initiative number of the blink. 
To strike at the user, his opponents must have a better 
initiative than his blink time. The user may attempt 
to strike before he blinks, but he must beat the blink 
initiative with his own roll or hold his action until the 
end of the round. Each blink carries the user 3dIO feet 
in a random direction. (Roll Id8: I = straight ahead; 
2 = ahead and to the right, 3 = to the right; and so 
on.) The user's blink won't carry him into a solid object 
or any kind of danger, such as into a fire or over a cliff. 
20 - The psionicist can choose the direction but not 
the distance of the blink. 
I - The psionicist blinks Id4 miles in a random 
direction. 


Body Equilibrium 


Psychometabolism 
Level: 2 
Power Score: I2 
PSP Cost: 3/I 
Range: 0 
Area oj Effect: Personal 
This power allows the user to adjust his body weight 
to correspond to the surface he's standing on. Thus, he 
can walk on silt, quicksand, water, or even a spiders 
web without sinking or breaking through. If the user 
is falling when he manifests this power, he falls slowly 
enough to escape injury. Because of how light the user 
becomes when this power is in effect, he must be wary 
of wind gusts, which can easily blow him about. 

20 - The psionicist can maintain the power at no 
extra cost for an additional IO rounds. 
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I - The psionicist’s weight instantly increases by a 
factor of IO and remains that way until the psionicist 
successfully uses this power again to fix it. 


Body Weaponry 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

This power allows the user to convert one of his arms 
into a weapon. Any sort of weapon can be imitated, 
except ranged weapons (such as bows) or any weapon 
the user isn’t proficient with. The arm actually becomes 
rock, bone, wood, or metal and assumes the weapon's 
form, behaving like a normal weapon of that type. 

For a wood weapon, the psionicist pays the listed PSP 
cost. Stone or obsidian increases the initial cost by +I, 
bone or chitin by +2, agafari by +3, and steel by +4. 
Maintenance cost is always half the initial cost. 

20 - The psionicist attacks at +I with the weapon. 

I - The psionicist accidentally strikes himself with the 
weapon, taking automatic damage. 


Done Reading 


Clairsentience 

Level: 3 

Power Score: 13+ 

PSP Cost: 5 

Range: 0 

Area of Effect: One item 

The psionicist can use a creature's remains to form an 
impression of who it was and what it was doing when it 
perished. Fragments of bone are usually used, but the 
power works on any corpse or portion of a corpse. The 
information gained depends on the psionicists power 
check - a higher result will provide more details: 

Power Check 


Information Gained 


Deceased's race I3 
Deceased's sex I5 
Deceased's age I6 
Deceased’s identity I 
Appearance in life and alignment I8 
Date of death I9 

Method of death 20 


The information above is cumulative, so a power 
check of I6 yields the deceased's race, sex and age. 
This power is difficult to use on very old remains. The 
more recently a creature died, the more accurate the 


reading will be: 


Time Since Death Power Check Penalty 


I day None 
I week =I 
I month -2 
I year =3 
10 years -4 
100 years =6 
1,000 years -I2 


20 - The psionicist is able to view the last ten 
minutes of the deceased’s life from the deceased’s point 
of view. 

I - The psionicist angers the spirits. The DM will 


determine the exact effects. 


Cannibalise 


Psychometabolism 

Level: 4 

Power Score: 14 

PSP Cost: 7 

Range: 0 

Area of Effect: Personal 

This power allows the user to cannibalise his own body 
for extra PSPs. When manifested successfully, the user 
can take Constitution points and convert them directly 
to PSPs at a ratio of 1:8 (I Constitution point equals 
8 PSPs). The user can access these PSPs any time, as 
if they were part of his total. 

The Constitution reduction isn’t permanent, but it is 
debilitating and long-lasting. The user immediately loses 
any bonus hit points that accompany high Constitution 
scores. His system shock and resurrection survival 
chances are reduced accordingly. The user recovers one 
cannibalised point of Constitution per day of rest. Rest 
means staying quietly in a safe place; adventuring is 
not allowed. 

A psionicist can cannibalise the body of a victim he 
has used switch personality on. 

20 - The cannibalised points return at the rate of 
one per hour of rest. 

I - The psionicist loses the Constitution points but 
does not gain any PSPs. 
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Carapace 


Psychometabolism 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: Touch 

Area of Effect: I creature 

The psionicist can change his own or another's physical 
form with this power, creating a chitinous exoskeleton. 
Decause the skin is heavily damaged in the process, this 
is generally a last resort to keep a character alive. 

The process causes great discomfort. The outer layer 
of skin turns to very hard, insectlike material, with a 
huge carapace that gives more protection to the back 
and head. Any clothing or armour must be removed 
before the power is used; clothing is torn and ruined, 
while armour causes the power to fail. 

Once changed, the character gains a natural AC of 
I8 on limbs and front and 20 on the back and head. 
Dexterity immediately drops by IO points, but after ten 
rounds of getting used to the new joints, the penalty is 
halved to -5. The character can still be recognised from 
the front, but his features are contorted and twisted. 

Once the power ends, the character painfully 
transforms. The exoskeleton breaks away over five 
rounds, taking most of the skin with it. The character 
emerges bloodied, with hit points equal to level (or I if 
he was already severely wounded) and needing at least 
a full day’s rest. 

20 - The psionicist suffers no Dexterity loss. 

I - The initial transformation is worse than usual - 
the psionicist takes 3d6 damage. 


Catfa ll 


Psychometabolism 

Level: I 

Power Score: II 

PSP Cost: I 

Range: 0 

Area of Effect: Personal 

A character using this power can leap or fall and land 
gracefully on his feet. The psionicist can leap or fall 30 
feet without suffering damage. He still suffers damage 
from falling beyond this, but the damage is halved. 
Furthermore, the first 30 feet do not count towards total 
falling damage. 


20 - The psionicist can leap or fall up to 60 feet 
without suffering damage. 


I - The psionicist takes double damage from his fall. 


Cause Decay 


Psychometabolism 

Level: 4 

Power Score: 14 

PSP Cost: 7 

Range: Touch 

Area of Effect: I item of 60 lbs. or less 

This power works only against inanimate objects. The 

psionicist’s touch causes instant decay: metal rusts, wood 

ages and splits, cloth falls to dust. This power can be 

used against enemy weapons and armour with a touch 

attack. The DM rolls saving throw vs. acid for the item 

touched. If this fails, the item - or a maximum of 60 

pounds of it - is consumed by decay within one round. 
20 - The item automatically fails its saving throw. 
I - One of the psionicists items (DM determines 


which) is affected. 


Cause Sleep 


Psychometabolism 
Level: 3 
Power Score: I3 
PSP Cost: 5/2 
Range: 20 yards 
Area of Effect: I creature 
This power causes other people to fall asleep by 
manipulating their natural rhythms. The victim receives 
a save vs. spells to avoid the effect. If the victim fails, he 
or she remains asleep until awakened by injury, water in 
the face, or violent shaking, until the duration expires, 
or the psionicist ceases to pay the maintenance cost. 
The psionicist suffers a -2 penalty to his power check 
if his victim has a reason to be exceptionally wakeful. 
He also suffers a -2 penalty if his victim is a monster of 
some kind. Thri-kreen and other insects can be placed 
in a temporary state of torpor with this power, but the 
psionicist suffers a further -4 penalty on his power 
check when trying to affect such creatures. 
20 - The victim does not remember being put to 
sleep and remains asleep naturally after the power ends. 
I - The psionicist falls asleep himself for 2d6 rounds 


or until awakened. 
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Cell Adjustment 


Psychometabolism 

Level: 3 

Power Score: I3 

PSP Cost: 5+ 

Range: Touch 

Area of Effect: I creature 

This power allows the user to heal wounds and cure 
non-magical diseases (excluding such unnatural diseases 
as mummy rot and lycanthropy). He can cure a disease 
in I round by spending 5 PSPs and making a successful 
power check. If the roll fails, the disease is too prevalent 
in the victim’s system. If the user wishes to try again, he 
must spend 5 PSPs each round until he succeeds in 
manifesting the power. A cure performed through this 
power doesn’t automatically restore lost hit points. 

To heal wounds, the psionicist manifests the power 
- successfully doing so immediately heals 5 points of 
damage. The psionicist heals a further I hit point per 
PSP spent each round beyond the first, to a maximum 
of 5 hit points for 5 PSPs per round. The user can’t 
cure a disease and restore hit points during the same 
round. 

20 - The psionicist can cure disease and heal damage 
in the same round. 

I - The psionicist suffers damage or catches the 
disease instead of healing it. The patient is unaffected. 


Chameleon Power 


Psychometabolism 

Level: 2 

Power Score: 12+ 

PSP Cost: 3/I 

Range: 0 

Area of Effect: Personal 

This power changes the colouration of the users 

skin, clothing, and equipment to match the nearest 

background. The match is automatic; the user doesn’t 

choose the appearance. The change takes several seconds 

to occur. As the user moves, the colouration changes 

and shifts to reflect any changes in the surroundings. 
This power makes the user extremely difficult to 

spot. For every round the power is in effect and the 

user remains still, he can avoid detection simply by 

successfully rolling a power check. If the user moves, the 

power score increases to 14. 


Chameleon power is most effective in natural 
surroundings, where the users colouration can best 
conceal him. In an urban setting, or in an area without 
natural cover during broad daylight, the power score is 
increased to I6. 

20 - The psionicist gains a +3 bonus to power 
checks to conceal himself. 

I - The psionicist’s colouration clashes with his 
surroundings - he sticks out like a sore thumb. 


Chemical Simulation 


Psychometabolism 
Level: 2 
Power Score: 12 
PSP Cost: 3/I 
Range: Touch 
Area of Effect: Personal 
This power allows the psionicist to secrete acids from 
his hand. Any item he touches and holds briefly must 
make a saving throw against acid or be dissolved. If used 
as a weapon the acid deals Id4 points of damage, but 
causes considerable pain. 

20 - Normal items automatically fail their saving 
throws. Magic items still receive a saving throw. 

I - Acid oozes from the psionicist’s sweat glands; all 
items touching his skin must save vs. acid. 


Cognitive Trance 


Psychometabolism 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area of Effect: Personal 

A psionicist with this power can place himself in a trance 
that clears his mind for calm and contemplative thought. 
Anything the psionicist sees, hears, or reads while under 
the mind-sharpening influence of the cognitive trance 
can be committed to his memory verbatim, for precise 
recall at a later time. 

The player running the psionicist can use this ability 
to remember detailed instructions or conversations to 
the word, even if he himself does not remember the 
exact content. This can come in handy when trying to 
remember the route to a certain location or the exact 
wording of a series of intricate passwords. 
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The psionicist can also enter the trance to consider 
any problem, puzzle, or riddle, gaining a +2 bonus on 
any Intelligence checks to find a solution. 

If used for photographic memory, the trance lasts as 
long as it takes to completely take in all the information 
to be remembered. If used to solve a puzzle, the trance 
lasts as long as it takes the psionicist to make a single 
attempt to arrive at a solution for the situation at hand. 
An extended trance may last for several hours. Entire 
books may be memorised in this way. 

While in cognitive trance, the psionicist suffers a -I 
penalty to surprise checks. Combat or even conversation 
of the slightest sort will break the trance. 

20 - The Intelligence check bonus increases to +4. 

I - The psionicist gets a mild headache for Id6 turns 
and cannot enter a trance during this time. 


Combat Mind 


Clairsentience 

Level: 2 

Power Score: I2 

PSP Cost: 3/I 

Range: I0 yards 

Area of Effect: Personal 
This power gives the 
understanding of his enemies and their fighting tactics. 


user an unusually keen 
As a result, the user and all allies within range receive 
a -I initiative bonus when this power is in effect. This 
is in addition to any other modifiers that may apply. 

20 - The psionicist (but not his allies) also gains a 
+I bonus to AC. 


I - The psionicist and his allies suffer a +I initiative 
penalty. 


Compact 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3 

Range: I0 yards 

Area of Effect: IO cubic feet of inanimate matter 
With this power a psionicist can compact non-living 
material into a smaller size. The material retains its 
original mass, but its substance is compressed. Each 
use of this power compacts IO cubic feet of material 
into one cubic foot of space (volumes smaller than 


IO cubic feet are reduced by 90%). The material can 
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be gaseous, liquid, or solid, and reacts to temperature 
changes normally. [t remains compact for 24 hours, then 
quickly and forcefully expands to its original size. 

When expanding, the material forces its way around 
existing things. Àn expanding boulder on sand causes 
no damage, but compacted water poured into the cracks 
of stone severely damages the stone when it expands. If 
carefully applied, each cubic foot of compacted material 
can cause up to 25 structural points of damage on 
expansion. A creature that ingests compacted materials 
takes Id20 damage per ounce taken in when the material 
re-expands. Expansion is quick, but not explosive. 

Most creatures can easily tell if something they are 
about to eat or drink has been compacted, Even water is 
obvious, because it weighs IO times what it should. Most 
animals will refuse to eat compacted material, since it 
doesn't feel right, but if they are extremely hungry they 
may let their appetite overcome their judgment. Sentient 
creatures may realise that "somethings wrong with this 
pear,” but the DM should be the judge of whether or 
not an NPC views it as a potential hazard. 

As a side effect of compaction, the material receives 
a +4 bonus to all item saving throws. 

20 - The material is compacted by twice as much. 

I - The material does not compact, but instead 
becomes extremely hot, possibly destroying itself and 
causing Id6 burn damage to all within IO feet. 


Complete Healing 


Psychometabolism 
Level: 5 
Power Score: I5 
PSP Cost: 9 
Range: 0 
Area oj Effect: Personal 
This power allows the user to heal himself of ailments, 
wounds, and normal diseases. He enters a trance for 
24 hours, which can't be broken unless the user loses 5 
or more hit points. During the trance, the users body 
repairs itself at an incredible rate. After 24 hours, he 
awakens, restored to complete health in every regard 
except for the PSPs expended to use the power. If the 
user fails his power check, the power can't be manifested; 
the trance breaks after I hour, costing 5 PSPs. 

20 - The healing occurs in just one hour. 

I - The character awakens after 24 hours to discover 


that the healing has failed. He loses 5 PSPs. 
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Conceal Thoughts 


Telepathy 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area of Effect: 3 yards 
This defensive power protects the user against psionic 
or magical ESP, probes, mindlinks, and other powers 
and spells that read or detect thoughts. It gives the user 
a +2 MAC bonus and a +2 to saving throws when 
defending against such effects. 
20 - The defender receives +4 to MAC and saves. 
I - The defender suffers a -2 MAC and -2 to 


mental saving throws for Id4 rounds. 


Concentrate Water 


Psychokinesis 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 0 

Area of Effect: 10-yard sphere 

This power lets the psionicist collect all moisture within 
the area of effect as water in a single container. The 
amount collected depends on the local terrain: 


Volume 

Terrain Gathered 
Barren 
(boulder fields, sandy wastes, salt flats, silt) mn gallons 
Infertile 
(stony barrens, rocky badlands, bare mountains) Id4-I gallons 
Fertile Id6-I ll 
(cities, mountains, oases, scrub pleins) paons 
Abundant 
(mud flats, verdant belts) He SERS 
Lush 


(forests, gardens) ds gallons 


The psionicist must hold the container while using 
the power. If the container is too small or if it is leaky, 
the excess spills onto the ground. 

The power only collects uncollected vapour and 
droplets around the psionicist. Free-standing water in a 
glass, pool, or other container is not collected. It does 
not adversely affect plants or animals in the area. The 
drying effect on any local flora becomes evident in the 
next few days, but most Athasian plants can survive the 
temporary loss of ground moisture. 


20 - The distance around the psionicist affected is 
increased, doubling the amount of water collected. 

I - The power also collects a large portion of water 
from the psionicists own body, inflicting a loss of Id6 
points of Constitution, as per the dehydration rules. 


Control Body 


Psychokinesis 

Level: 4 

Power Score: I4 

PSP Cost: 7/3 

Range: 80 yards 

Area of Effect: I creature 

This power allows psychokinetic control of another 
person's body. In effect, the victim becomes a marionette. 
He knows that someone else is pulling his strings, though, 
and will likely seek vengeance as soon as possible. 

If the power works, the psionicist has rudimentary 
control over the victims’ limbs. He can make the victim 
stand up, sit down, walk, turn round, etc. The body can 
be forced to attack physically, but with a -6 penalty on 
attack rolls (using the victim’s own attack score). The 
victim can't be forced to speak. In fact, he keeps control 
over his own voice and can say whatever he likes. 

The victim must stay within range or the psionicist’s 
control is broken automatically. If the body is forced to 
do something obviously suicidal, like walking off a cliff 
or poking at a nightmare beast, the victim receives a 
saving throw against spells. 

20 - The psionicist can force the target to attack with 
only a -2 penalty. 

I - The psionicists limbs are paralysed for IdIO 
rounds. 


Control Flames 


Psychokinesis 
Level: 2 
Power Score: I2 
PSP Cost: 3/1 
Range: 40 yards 
Area of Effect: IO square feet 
By controlling flames, a psionicist can make a normal 
fire bigger, smaller, hotter, or colder. He can even make 
it move around as if it were a living creature 

A fire’s size can be increased by 100% or decreased 
by 50%. If the fire’s heat is increased, it causes double 
damage. If its heat is reduced, the damage is halved. 
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This applies to flaming torches, burning oil, and other 
normal fires, but not to magical fire such as fireball or 
burning hands. 

An animated fire can move up to 90 feet per round 
(MV 9). It can be shaped like a person or an animal, as 
long as it covers no more than IO square feet of ground. 
If the fire moves away from its fuel, it can survive for 
only one more round, then dies out. 

An animated fire can also attack by engulfing an 
opponent. The psionicist must make an attack roll. If 
successful the attack causes Id6 points of damage to 
the chosen target. 

20 - Size can increase up to 200% or decrease to 0% 
(the fire is extinguished). 

I - The psionicist burns himself, suffering Id4 
damage. 


Control Light 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3/I 

Range: 25 yards 

Area of Effect: 400 square feet 

This power allows the user to manipulate ambient light. 

He cant create light from darkness, but he can create 

darkness from light. Use of control light can accomplish 

the following: 

e Deepen existing shadows. A thief hidden in such 
shadows receives a +20% bonus to his hide in 
shadows rolls 

e Brighten existing shadows. This reduces a thief's 
hiding ability by 20% 

e Brighten a light source until it becomes blinding. 
Those exposed to the light receive a -2 penalty to 
attack rolls 

e Dim a light source. This has no effect on attack 
rolls 

e Extend shadows into areas that are well lit. Only 
existing, shadows can be lengthened, increasing, in 
size by 200% 

e Extend light into areas that are in shadow. 
Shadows can be reduced by 50%. 

20 - The power can be maintained at no cost for an 
additional IO rounds. 

I - The effect is the opposite of what was intended, 
and the power cannot be maintained. 


Control Sound 


Psychokinesis 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: I00 yards 

Area of Effect: Special 

This power allows the psionicist to shape and alter 
existing sounds. As a woman speaks, for example, the 
psionicist could change her words into a lirr's roar, or 
even into different words. Or he could disguise the 
sound of 20 men marching past a guard as sighing 
wind. Sounds can also be layered - so that one singing 
person sounds like an entire choir, for example. 

This power can also dampen a sound. The player 
must specify which sound the character intends to 
eliminate; the power has no area of effect. For example, 
the psionicist might quiet the sound of a hammer, 
muffle the words from someone's mouth, or eliminate 
the creaking of a door. He could not do all three 
simultaneously, however. 

20 - The power may be maintained at no cost for an 
additional IO rounds. 

I - A loud boom erupts from the psionicist's location. 


Control Temperature 


Psychokinesis 
Level: 2 
Power Score: I2 
PSP Cost: 3/1 
Range: 40 yards 
Area of Effect: I creature or I item weighing no more 
than 20 lbs. 
This power enables the user to control the temperature 
of a substance, heating it up or cooling it down. This 
can cause paper to ignite, wood to smoulder, or skin 
to blister, for example. Conversely, objects may freeze, 
become brittle, crumble, shatter, or explode from extreme 
drops in temperature, and creatures can suffer frostbite 
damage. 
The degree of destruction an item suffers depends on 
the number of rounds the power remains active: 
e One round of heat. Readily flammable materials, 
such as paper and dry grass, ignite; skin becomes 
red and tender (I point of damage); wood becomes 


dark. 
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e Two rounds of heat. Wood smoulders and 
smokes; metal becomes hot to the touch; skin 
blisters (Id4 damage); hair melts; paint shrivels. 

e Three rounds of heat. Wood ignites; metal 
scorches (Id4 damage); skin burns away (Id6 
damage); water boils, lead melts. Damage doesn’t 
intensify beyond this round, but it does continue. 

e Four rounds of heat. Steel grows soft. 

e Five rounds of heat. Steel melts. 

A heated item must be cooled down to its starting 
temperature before it can suffer effects from cooling: 

e One round of cold. Embers and coals are 
extinguished; metal becomes cold to the touch; 
skin becomes clammy; water condenses on object. 

e Two rounds of cold. Small fires are reduced 
to embers; bone and chitin become brittle; skin 
becomes frostbitten (Id3 damage); liquids freeze. 

e Three rounds of cold. Large fires reduced to 
embers; metal and wood become brittle; flesh 
freezes (Id8 damage). Damage does not increase 
after this round, but does continue at the rate of 
Id8 per round. 

e Four rounds of cold. Stone and obsidian become 
brittle. 

Most items are not automatically destroyed by being 
frozen and then thawing out, but may be more prone 
to breakage. Armour and weapons that become brittle 
must save vs. crushing blow when they deliver or receive 
blows in combat. (Thri-kreen struck while their chitin 
is brittle suffer double damage from any physical blow.) 
Magical items receive saves vs. magical fire or cold, but 
a +10 penalty is applied to the number needed. 

Items are not required to make saving throws until 
they could actually be damaged. For example, a steel 
sword is not threatened until the fourth round, but a 
scroll must make a saving throw after only one round. 

20 - Weakening occurs at twice the rate listed above. 

I - An item belonging to the psionicist (choose at 
random) is affected for one round. 


Control Wind 


Psychokinesis 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: 500 yards 

Area of Effect: 1,000 yards 


With this power, a user can gain limited control over 
wind speed and direction. The speed of any existing 
wind can be increased or decreased by IO miles per 
hour or 25%, whichever is greater. The direction of the 
wind can also be changed by up to 90°. These changes 
are temporary, lasting only as long as the PSP cost is 
paid. The changes occur in the round that the power is 
successfully manifested. The wind returns to its original 
course and speed the round that the PSP cost isn’t 
paid. 

Moderate wind (over 20 miles per hour) prevents 
anything smaller than Medium size from flying and 
imposes a -4 modifier on missile fire. Such wind makes 
sailing difficult. Strong winds (over 30 miles per hour) 
cause minor damage to vessels and buildings. This 
wind also kicks up clouds of dust and prevents all but 
the largest creatures from flying. Storm winds (over 55 
miles per hour) prevent all flight, knock down trees 
and wooden buildings, and may swamp skimmers with 
walls of silt. Winds more than 70 miles per hour are a 
hurricane gale or sirocco. 

20 - The psionicist gains total direction control and 
can change speeds by up to 25 mph or 50%. 

I - The wind surges out of control; the psionicist and 
anyone with I00 feet of him must make a Dexterity 


check or be knocked down. 


Convergence 


Telepathy 

Level: 8 

Power Score: I8 

PSP Cost: 15/7 

Range: IO yards 

Area of Effect: IO yards 

Convergence allows psionicists to link their minds into 
one synergetic being entity more powerful than the sum 
of the individual parts. There is no limit to the number 
of psionicists who can join minds. Each participating 
psionicist must know the convergence power, however, 
and each must make a successful power check in the 
same round. Then they are linked. 

All their PSPs flow into a single pool, from which 
each draws his strength. If one participant knows a power, 
now anyone in the group can use it. Each participant 
can use psionic powers at the normal rate. 

If the group is attacked psionically, the attack must 
overcome every working defence. If it does, the attack 
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affects every character in the convergence, or as many as 
possible. When the convergence is discontinued, PSPs 
that remain in the pool are evenly divided among all 
participants. Fractions are rounded down. No individual 
can exceed his usual maximum (extra points are lost). 

20 - Each participant is refreshed by the union and 
regains all PSPs when the power ends. 

I - All participants lose Id20 PSPs. 


Cosmic Awareness 


Clairsentience 

Level: 9 

Power Score: I9 

PSP Cost: 17/8 

Range: I0+ feet 

Area of Effect: Personal 

Cosmic awareness allows a psionicist to perceive all 
things occurring within the area of effect. The character 
gains x-ray vision that extends into the Astral and 
Ethereal Plane, sees all inanimate features, can see what 
is on the other side of the hill, detect hidden caves, see 
secret doors and traps, and even detect lodes of unusual 
minerals or other geological phenomena. 

In addition to inanimate objects, the psionicist also 
perceives forces such as winds and water currents, spell 
effects such as glyph of warding, areas of reversed gravity, 
and so forth. 

All living creatures larger than a microbe are perceived. 
Cosmic awareness detects invisibility, detects evil/good, 
and detects magic without fail. Illusions are perceived 
for what they are. Creatures who are shapechanged or 
polymorphed are noted and their true forms understood. 
Ethereal, astral, phased, ectoplasmic or gaseous creatures 
are seen as well. Details of the creatures’ equipment 
are detected down to the number of ceramic pieces in 
their pouches. The character also hears all sounds and 
detects all smells within the area. 

On the first round that this power is used, the 
psionicist perceives everything within a 10-foot radius 
around her. For each additional round, she may extend 
her perception radius by another IO feet. 

20 - The psionicist begins with an extended perception 
radius of 30 feet. 

I - The psionicist is overwhelmed by the amount of 
information being pumped into her brain and must save 
versus spells or be struck deaf and blind for Id4 hours. 


Create Object 


Psychokinesis 
Level: 3 
Power Score: 13 
PSP Cost: 5/2 
Range: 20 yards 
Area of Effect: Special 
This power allows a user to assemble matter from air 
and the surrounding area to create a solid object; only 
materials within 20 yards of the user can be used in 
the construction. The object remains in existence for 
every round that the user continues to pay the PSP 
cost. During the round that the PSP cost isn't paid, the 
object breaks apart. An object created with this power 
can have any shape, colour, and texture the user desires, 
provided it fulfils at least one of these conditions: 

e fits in a sphere no more than 4 feet in diameter 

e fits in a cylinder no more than 20 feet high and 

I foot in diameter 
e fits in a cylinder no more than 2 feet high and 6 
feet in diameter 

€ weighs no more than IO pounds. 

20 - The object is permanent. No maintenance cost 
is needed. 

I - The power backfires and a personal mundane 
item (choose at random) is destroyed. 


Create Sound 


Psychokinesis 
Level: 2 
Power Score: I2 
PSP Cost: 3/I 
Range: I00 yards 
Area of Effect: Special 
Unlike control sound, this power allows a psionicist to 
create sound from silence. That means the psionicist can 
choose the source or location of the sound. For example, 
he can make rocks sing, weapons cast insults, and trees 
sound as if a battle is occurring inside. The sound can 
be as soft as a whisper or as loud as several people 
shouting in unison. Once the sound is created, the 
psionicist can control it without expending additional 
PSPs (other than normal maintenance). Created sounds 
cannot have any magical effect. 
20 - Sound volume can be as loud as a dragon's roar. 
I - A loud boom erupts near the psionicist. 
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Danger Sense 


Clairsentience 
Level: 3 
Power Score: 13+ 
PSP Cost: 5/2 
Range: 50 yards 
Area of Effect: Personal 
This power alerts the user whenever a threat is near. The 
DM makes the power check in secret and informs the 
player whether the roll is successful, but not the result. 
For every round of the powers duration, he receives 
advance warning about the general direction of a threat. 
No details about the type of danger are learned, or 
how or when it will strike. How much warning depends 
on the power check Normally the psionicist receives 
warning just moments before danger strikes. This allows 
him to act before the danger strikes in the round, but 
no time to warn others. If the power check is 20 or 
higher, the user knows whether danger is lurking within 
the area of effect a full round before it shows itself. 
In addition to the above benefits, the power gives the 
user a +2 bonus to surprise rolls. 
20 - The psionicist learns how far away the danger is. 
I - The psionicist can't use the power for Id6 hours. 


Daydream 


Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/1 

Range: I00 yards 

Area of Effect: I creature 

Dy using this power, the telepath causes someone's mind 

to wander. This is only effective against characters with 

an open mind and Intelligence I4 or less who are not 

concentrating hard on the task before them, but are just 

going about their business in a casual, relaxed manner. 
Once affected, the daydreamer pays little attention to 

his surroundings, making it much easier for someone to 

pick his pocket, slip past him unobserved, or otherwise 

escape his notice. Thieves gain a 20% bonus on their 

pick pockets, move silently, and hide in shadows scores. 

Other characters can perform these tasks as an average 

4th-level thief (pick pockets 45%, move silently 33%, 

hide in shadows 25%). The DM can assign chances 

for success to other types of skulking and skulduggery. 


20 - Increase the bonuses to 30% for thieves and 5th 
level for others. 

I - The victim realises someone is toying with his 
mind. 


Death Field 


Psychometabolism 

Level: 5 

Power Score: I5 

PSP Cost: 9 

Range: 0 

Area of Effect: 20-yard radius 

A death field is a life-sapping region of negative energy. 
If a non-evil psionicist tries to learn the death field, 
his alignment will gradually be twisted toward evil as 
he explores this very dark portion of his psyche. A 
successful death field takes its toll on everyone inside it, 
including the psionicist. Before he manifests this power, 
he must decide how many hit points he will sacrifice. If 
the power works, this loss is inevitable; he receives no 
saving throw. 

Every other living thing within the death field must 
make a saving throw vs. death. Those who succeed 
escape damage. Those who fail lose the same number 
of hit points as the psionicist. For the weak, that can 
mean death. 

20 - The psionicist loses only half the number of hit 
points he specifies; victims who fail their saving throws 
lose the full amount. 

I - The power fails, but the psionicist loses the hit 
points anyway. 


Deceleration 


Psychoportation 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 30 yards 
Area of Effect: I creature 
This power warps space around an individual, hindering 
the subject's ability to move. The subject's speed (in any 
movement mode it possesses) is halved. A subsequent 
use of deceleration on the subject does not further 
decrease its speed. 
20 - The targets movement rate is reduced by 75%. 
I - The psionicist moves at half speed for Id4 rounds. 
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Deflect 


Psychoportation 

Level: 2 

Power Score: I2 

PSP Cost: 3 

Range: 60 yards 

Area of Effect: I weapon 

This power allows a psionicist to deflect a missile in 
flight or a weapon in mid-swing in order to make it miss 
its target. He may attempt this on a weapon targeted 
at himself or someone else. The psionicist must have a 
better initiative than the attacker and hold his action 
until the attacker actually fires a missile or swings a 
weapon. If the psionicist makes his power check, the 
weapon misses its target automatically. 

Deflect can be used on any thrown, fired, or hand- 
held weapon, including giant-thrown boulders or ballista 
bolts. It has no effect on creatures attacking with their 
own natural weaponry such as teeth or claws. 

20 - The defence is involuntary and the psionicist 
may make a separate attack (psionic or physical) in the 
same round. 

I - The attack automatically hits the psionicist and 
does maximum damage. 


Detect Ethereal 


Clairsentience 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 120 feet 

Area of Effect: Personal 

By using this power, the character extends his vision 
through the Gray and into the Border Ethereal with 
a range of I20 feet. He is able to detect any ethereal 
creatures or objects. When the power is in use, the 
character sees both the Ethereal Plane and the Prime 
Material Plane simultaneously. 

In addition to ethereal creatures, the psionicist can 
see phased or displaced creatures and creatures using 
the dimension walk power. Dimensional doors appear to 
the psionicist as bright threads linking two shimmering 
portals. 

Note that even though the psionicist can perceive the 
Border Ethereal, he must cross the Gray in order to 
reach or interact with it. 
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20 - The character can see out to the full range of 
his normal vision. 

I - The character can see nothing but the swirling 
vapours of the Gray for Id4 hours 


Detect Life 


Clairsentience 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 100 yards 

Area of Effect: Special 

This power allows the user to scan for the presence of 
living, thinking creatures within a limited area. If he is 
scanning, at short range, he can cover a large angle. At 
long range, the angle is significantly reduced. He can 
scan 180 toa range of 40 yards, 90° to 60 yards, or 30° 
to 100 yards. One round of scanning detects humans, 
demihumans, humanoids, mammals, and monsters 
with 8 or more Hit Dice. A second round detects all 
creatures with less than 8 Hit Dice. In either case, the 
user receives an accurate count. 

The DM makes the power check and keeps it secret 
from the player. If the user doesn’t detect anything, he 
wont know whether nothings there or the power failed. 

20 - The psionicist can instantly detect everything 
within I00 yards, in every direction. 

I - The psionicist detects Id6 creatures which aren't 
there. 


Detect Magic 


Clairsentience 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 20 feet 

Area of Effect: Personal 

The psionicist can use this power to perceive wizardly 
magic, including magical items, effects, and potential. 
Any enchanted items, scrolls, spellbooks, or potions glow 
faintly in the psionicist’s vision. He can see continuing 
spell effects such as a fire trap, wall of stone, or even a 
character under the influence of a charm person spell. 
Detect magic does not allow the user to determine what 
kind of magic is being used; all he would know is that 
the item or person radiates magical energy. 
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On a power check of 2I or higher, the psionicist can 
also see the spell potential of a magic-using character. 
A high-level defiler who has used up all of his spells 
would not have much potential, but one who had not 
expended any prepared spells would glow very brightly. 
This ability cannot detect priestly magic of any kind. 

20 - The character discerns the type of enchantment 
on an item or area. For example, he can tell that a fire 
trap is a trap of some kind. 

I - The psionicist mistakenly believes a random item 


is highly magical. 


Detect Moisture 


Clairsentience 
Level: 2 
Power Score: I2 
PSP Cost: 3/I 
Range: 90 yards 
Area of Effect: Personal 
This power allows the psionicist to detect the presence 
of water within the area of effect. The power indicates 
all characters, creatures and plants in the area as having 
moisture, plus any concentration of one gallon or more. 
The psionicist can feel the rough nature of the water, 
plus its direction and distance. The amount and its 
accessibility depend on the terrain and what the DM 
knows about the local water supply. 

20 - The psionicist retains the power without a 
maintenance cost for the next four hours. 

I - The psionicist receives false feelings that most 
likely don’t indicate water. 


Detect Poison 


Clairsentience 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: I yard 
Area of Effect: Personal 
This power enables a user to detect the presence of 
poison and identify its location within I yard of his 
body (or presence, if he uses scrying or astral projection). 
The type of poison and how it can be negated aren't 
revealed, only its presence. 

20 - The psionicist determines the exact type of 
poison. 


I - If poison is present, it mentally overwhelms the 
psionicist. The psionicist suffers the effects of the poison 
(but receives a saving throw as normal). 


Detect Psionics 


Clairsentience 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 200 yards 

Area oj Effect: Personal 

This power allows the user to detect psionic activity 
anywhere within 200 yards of his location. Any 
expenditure of PSPs or use of innate powers constitutes 
psionic activity. The first successful use of this power 
reveals to the psionicist whether someone or something 
is psionically active within range. 

The following rounds reveal how powerful the activity 
is and where the psionic activity is taking place (direction 
and distance). If psionic activity is occurring in more 
than one location within the range of the power, the 
psionicist is able to detect all of it. 

Power levels are as follows: 

e Low psionic activity: I to 5 PSPs per round 

e Moderate psionic activity: 6 to 12 PSPs per 

round 

e High psionic activity: 13+ PSPs per round 

20 - The psionicist determines the disciplines used. 

I - The psionicist is dazed for one round and cannot 
use the power for 24 hours. 


Detect Spirits 


Clairsentience 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area of Effect: I5 yards 

Using this power allows the psionicist to sense the 
presence of “spirits” within I5 yards. This includes 
dhaots, shadow giants, raaigs, racked spirits including 
dwarven banshees), sand brides, wraiths, and any unique 
incorporeal undead. If a spirit frequently haunts the 
location at hand, the psionicist will know it. He will also 
know when a spirit is within I5 yards, but he won't be 
able to pinpoint its location. 
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20 - The psionicist knows the exact location of the 
spirits he senses. 
I - The psionicist has aggravated the spirit (DM 


determines exact result). 


Detection 


Clairsentience 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 30+ yards 

Area of Effect: Personal 

Detection is the art of finding substances or items by 
their psychic vibrations. To use this power to locate a 
substance (such as water, gold, or cheese), the psionicist 
must have a sample of what he is searching for. To 
locate an item, he must have seen the item himself or 
successfully used object reading on its owner. 

The initial range is 30 yards, but the psionicist can 
expand the radius of the search by IO yards per round. 
At first, the character only detects the nearest location 
of what he is seeking, but with each round, he can detect 
more sources at the rate of one per round, working from 
nearest to farthest. 

20 - The character detects all sources in range and 
also gets a rough idea of their numbers or concentrations. 

I - The character imagines a concentration of what 
he is looking for in a random direction. 


Detonate 


Psychokinesis 

Level: 3 

Power Score: 13+ 

PSP Cost: 5 

Range: 60 yards 

Area of Effect: I item of 8 cubic feet 

With this power, the psionicist can destroy non-sentient 

(0 Intelligence) plants and inanimate objects. The power 

works against animated undead (skeletons and zombies), 

but not incorporeal undead. It can’t be used against 

animals, intelligent creatures, or free-willed undead. 
The explosion causes damage to the target, based on 

the power check. If the power check is 13, 10% of the 

target is destroyed. For every point above I3 on the 

power check, an additional 10% is destroyed, up to a 

total of 8 cubic feet of with a power check of 22. 


Monsters such as skeletons and golems targeted by the 
detonate power take damage based on the percentage of 
their mass that was destroyed, losing an equal percentage 
of hit points. Magically animated material, like golems, 
gets a save vs. spells to resist detonation. 

Weapons and armour that have been detonated 
receive penalties of -I to attack rolls and AC values 
for each 10% destroyed. Magical items receive a save 
vs. disintegrate to resist detonation. Vulnerable objects 
or living things within IO feet of the resulting explosion 
take IdIO points of damage. 

20 - Excess damage and range are doubled (9dIO 
damage to all within 20 feet). 

I - The air surrounding the psionicist detonates; 
everyone within IO feet of him takes IdIO damage. 


Dimensional Blade 


Psychoportation 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 
Range: Touch 
Area of Effect: I weapon 
This power makes a sword into an infinitely sharp 
blade by making it two-dimensional. Almost any hand- 
held weapon can be altered with this power, even 
bludgeoning weapons such as hammers or maces. Only 
jointed, chain, or rope weapons (such as whips, flails, 
or cahulaks) cannot be made into dimensional blades. 

While this power is in effect, the psionicist’s weapon 
ignores any armour worn by the victim. Only Dexterity 
and magical protections apply. For example, a gladiator 
with an I8 Dexterity in chitin armour is AC I3 instead 
of AC I9. In the case of monsters, the DM must 
decide if the creatures Armour Class is due to thick, 
armour-like hide or natural quickness. In addition, the 
blade gains a +2 to hit and a +2 to damage rolls. The 
dimensional blade can also be used to cleanly sever 
inanimate objects, such as an opponent’s weapon, a 
stone pillar, or the axle of a wagon. Any object struck 
by a dimensional blade must make an item saving 
throw versus disintegration or be sliced in half. 

20 - The dimensional blade scores double damage in 
addition to all other benefits. 

I - The weapon the psionicist is trying to affect 
shatters, inflicting Id4 damage on the psionicist. 
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Dimensional Door 


Psychoportation 

Level: 3 

Power Score: 13+ 

PSP Cost: 5/2 

Range: 150 yards 

Area of Effect: Special 

With this power, the user opens a human-sized portal that 
leads to the edge of another dimension. The dimensional 
edge acts as a lightning-quick transit system, carrying 
travellers from their current location to a destination 
chosen by the user. A gleaming portal appears in front 
of the psionicist, one to four feet from his body. At 
the same time, an identical portal appears wherever the 
psionicist wants it (within the power's range). The door 
can have any orientation desired. Stepping into either 
portal allows a character to immediately step out of the 
other. Both doors remain in place as long as the power 
is active. 

A door has only one side and no thickness; it doesn’t 
exist from the “back” and can't be used to screen 
missile attacks. Up to five characters each round can 
use a door. If a group lines up, IO can step through a 
round. 

Commuting via this power is disorienting. Indeed, a 
traveller emerges dazed and can’t attack or move for a 
round - even just poking a head through a door has 
this effect. Attacks made through a door suffer a -4 
penalty. Distances between doors increase the power 
score, as shown below: 


Distance between Doors Power Score 


50 yards I3 
75 yards 15 
I00 yards I8 
I50 yards 20 


If a psionicist tries to place a dimensional door in 
a position that will force another character to fall or 
step through it unwillingly, the victim gets a save vs. 
paralysation to step around the portal and avoid the 


trip. 

20 - Transit through the dimension does not cause 
disorientation. 

I - The psionicist is momentarily exposed to the 


transit dimension and is disoriented as if he had stepped 
through the portal. 


Dimensional Screen 


Psychoportation 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: 0 

Area of Effect: Special 

This power allows the psionicist to wrap a dimensional 
door around his body to protect him from his enemies’ 
attacks. The screen is a shimmering cylinder as tall as 
the psionicist that surrounds him at a range of two feet. 
Any missile or hand-held weapon that strikes the screen 
is instantly transported to a corresponding point on the 
other side - so arrows and Spears pass through the space 
occupied by the psionicist without harming him, or even 
being impeded in their flight. 

The protection of the screen also applies to creatures 
trying to attack with tooth or claw, or other characters 
trying to grapple the psionicist. They pass through the 
screen, emerging on the opposite side. Most forms of 
energy, such as lightning bolts or flames, will also be 
diverted by the screen. 

The dimensional screen has two limitations. First, the 
psionicist can’t pierce his own screen with any weapon 
or form of energy (although some psionic powers may 
be used to mount indirect attacks on opponents outside 
the screen). Secondly, the screen fails if an object larger 
than the screen moves into contact with it. 

Clever opponents may find ways to attack the psionicist 
inside his screen. Magical spells like charm person, 
sleep, or cloudkill project no energy. Psionic powers also 
may penetrate the screen, as described above. 

20 - The psionicist is protected from large objects or 
creatures which are harmlessly “bounced” away by the 
dimensional screen. 

I - The psionicist is dimension-doored 30-300 
(3dI0xI0) yards in a random direction and stunned for 
IdIO rounds if he fails a save versus spells. 


Dimensional Swap 


Psychoportation 
Level: 2 


Power Score: I2 

PSP Cost: 7 

Range: 30 yards 

Area of Effect: 2 willing creatures 


a 


With this power, the psionicist instantly swaps positions 
between his current position and that of a designated 
ally in range. Alternatively, he can swap the positions 
of any two allies in range. This power affects creatures 
of Large or smaller size. The recipients can bring along 
objects, but not other creatures. 

20 - The psionicist can affect three creatures. 

I - The psionicist is teleported 50 yards in a random 
direction. 


Dimensional Walk 


Psychoportation 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 per turn 

Range: 0 

Area of Effect: Personal 

With this power, the user opens a vaguely shimmering 
portal, which lets him travel from place to place in his 
own dimension by passing through the Gray. This has 
two advantages over a dimensional door. The first being 
that a dimensional walk isn't physically traumatising, 
and the second being that the range of travel is greater. 
The user can actually travel through the Gray at the 
speed of 2I miles per turn. However, this power allows 
only the user to travel, and the portal closes behind 
him instantly. 

The user finds himself engulfed in a featureless, inky 
grayness. He can't see where he is or where he's going. He 
has only his instinct to guide him, and he must make a 
Wisdom check every turn. If these checks succeed, he'll 
find himself at his chosen destination when he steps out 
of the Gray. If any check fails, he strays off course by 
several miles. The DM can place the character in any 
location within the maximum distance he travelled from 
his starting point. It’s up to the user to figure out his 
location, as the power does nothing to help him gain 
his bearings. 

The psionicist should note that entities dwell in the 
Gray that may take an interest in lost travellers. 

The user can take with him whatever he can carry, 
though bags of holding and other dimensional devices 
spill their contents if taken into the Gray. 

20 - The psionicist gains a +2 bonus on Wisdom 
checks to navigate the Gray. 

I - The psionicist becomes lost in the Gray for Id6 
hours. 


Disintegrate 


Psychokinesis 

Level: 6 

Power Score: I6 

PSP Cost: II 

Range: 50 yards 

Area of Effect: I item of 8 cubic feet 

The disintegrate power reduces an item or creature 
to microscopic pieces and scatters them. Anything is 
vulnerable unless it is protected by magical shielding 
such as a minor or regular globe of invulnerability or 
by an inertial barrier. The psionicist chooses his target, 
but he can disintegrate no more than 8 cubic feet of 
material with one use of this power. 

If the target is an inanimate object, it must save vs. 
disintegration; success means it is unaffected. If the 
target is a living creature or an undead creature with 
free will, it must make a saving throw vs. death magic. 
If it succeeds, the creature feels only a slight tingle, but 
is otherwise unaffected. If the save fails, the creature 
is disintegrated (or 8 cubic feet right out of its centre, 
which should be enough to kill most creatures). 

Gargantuan creatures may survive such injuries, 
however. Creatures of this size are not automatically 
slain if they fail their save against death magic. Instead, 
the creature takes IOdI0--20 points of damage. 

20 - The power affects I6 cubic feet, and saves 
are made at -5. Damage against Gargantuan creatures 
increases to 20dI0--40 

I - The power backfires and the psionicist must save 
at +5. 


Displacement 


Psychometabolism 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area of Effect: Personal 
With this power, the psionicist appears to be a few feet 
away from where he really is. He receives a +2 bonus 
to AC for as long as the power remains active. True 
seeing or a similar ability will reveal his true location. 
20 - The AC bonus increases to +4. 
I - The psionicist’s vision is filled with ghost images 
and he suffers a -2 to attack rolls for Id4 rounds. 
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Domination 


Telepathy 

Level: 5 

Power Score: 15/MAC 

PSP Cost: 9/4+ 

Range: 30 yards 

Area of Effect: I creature 

This power allows the psionicist to project mental 
commands into the open mind of one other being, 
The dominated target knows what's happening, but he 
can’t resist the user's will, so he is forced to do nearly 
anything the user wishes. The target’s abilities remain 
unaffected by this power, and he can be made to use 
any power he possesses - assuming the user knows 
about it. Domination doesn’t reveal facts or secrets 
about the target. 

When domination is attempted, the target makes 
a saving throw vs. spell. If successful, the target isn’t 
dominated. If the save fails, the target falls under the 
users control for as long as the user pays the PSP 
cost. The PSP cost is dependent on the target's level, 
as shown below. Later, if the target is forced to do 
something against his alignment, he can attempt another 
saving throw to regain his free will. 


Target's Level PSP Cost 
I-5 levels or Hit Dice 9/4 
6-10 levels or Hit Dice 18/9 
II-I5 levels or Hit Dice 28/14 
16-20 levels or Hit Dice 38/19 
2I+ levels or Hit Dice 48/24 


20 - The maintenance cost is halved. 
I - The victim dominates the psionicist for Id4 
rounds. 


Domination, Mass 


Telepathy 

Level: 8 

Power Score: 18/MAC 

PSP Cost: 15/7+ 

Range: 40 yards 

Area of Effect: Up to 5 creatures 

This power is identical to domination except the 
psionicist can control up to five creatures simultaneously. 
Each target receives a saving throw and the PSP cost 
must be paid for each dominated figure: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice 15/7 
6-10 levels or Hit Dice 25/12 
II-I5 levels or Hit Dice 35/17 
16-20 levels or Hit Dice 45/22 
2I4 levels or Hit Dice 55/97 


20 - The range is extended to I00 yards. 
I - The highest level target dominates the psionicist 
for Id4 rounds. 


Double Pain 


Psychometabolism 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: Touch 

Area of Effect: I creature 

Dy touching another person, the psionicist greatly lowers 
that character's pain threshold and causes any physical 
contact to feel agonising. Even a little scrape will feel like 
a serious injury. While the power is active, all damage 
scored against that character is doubled. However, only 
half of this damage is real; the extra damage represents 
the amplified pain. When the character's total of real 
damage and pain reduces his hit points to zero or less, 
he passes out. 

The victim will regain consciousness IdIO rounds 
later, the excess damage removed. If the victim does not 
pass out before the power ends, damage scored against 
him is no longer doubled. Additional damage vanishes 
after Id6 rounds. 

20 - The target must save against death magic with 
each successful blow or pass out from the pain. 

I - The power backfires and affects the psionicist for 
2d10 rounds. 


Dream Travel 


Psychoportation 

Level: 7 

Power Score: 17 

PSP Cost: I3 plus 6 per I00 miles 

Range: 500 miles 

Area of Effect: Special 

Dream travel is a powerful but unreliable means of 
getting from here to there. The traveller journeys in his 
dreams, and awakes wherever his nocturnal wandering 
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carried him. The psionicist can even take other 
characters with him, although its more difficult than 
travelling alone. (See "Passengers" below.) 

To use dream travel, the psionicist must be asleep. 
Once asleep, he pays I3 PSPs and begins fashioning a 
dream that involves travelling from his present location 
to his intended destination. At the beginning of the 
journey, the DM secretly makes a power check for the 
character. If the check succeeds, the psionicist will reach 
his destination. If the check fails, the character will fall 
short 10% for each point that the die roll missed the 
power score. The psionicist pays an additional cost 
immediately: 6 PSPs per I00 miles travelled. 

This power check is sufficient to handle dream travel, 
however, it's far more satisfying to actually role-play the 
dream. The player creates the setting and describes his 
intentions, with the DM interrupting to change things 
arbitrarily and throw obstacles in the character's path. If 
the player overcomes the obstacles and solves problems 
inventively the DM is justified in giving a bonus to the 
characters power check. If the dream is dull and lifeless, 
the DM can also penalise the power check. 

The DM should remember that this is a dream; 
terrain on the journey may not resemble actual terrain, 
the character may be completely different, and the world 
may be completely strange. The length of the dream 
journey should be approximately the same as the real 
distance and the destination should be at least similar 
to the real destination. Such dream adventures should 
minimise combat and maximise problems, puzzles, and 
surreal atmosphere. If combat occurs, it has no effect 
on the character physically, but if he is killed, he wakes 
up, right where he started. All dream journeys take 
approximately eight hours to complete, successful or not. 

Passengers: The psionicist can bring other characters 
along with him in the dream. His power check is reduced 
by -I for each passenger. Passengers must be sleeping. 
A single power check launches everyone on the dream 
journey. If the check fails, they still attempt the dream 
journey but fall short of their target. The psionicist must 
pay the cost per I00 miles of the trip individually for 
each character accompanying him in the dream. 

Intelligent animals can also be drawn into the dream, 
but normal animals (erdlus, cats, falcons, whatever) are 
difficult to bring along. The psionicist must make a 
separate power check to draw in each animal; this power 


check is halved, rounded down, when maling this check. 


When the dream travellers reach their destination, 
they awaken. In the place where they lay sleeping, their 
bodies and any equipment carried or worn fade away. 
At the same time, they fade into being at their new 
location, still in sleeping posture, but fully awake. 

20 - The journey only takes four hours. 

I - The dream is nightmarish. The psionicist must 
save vs. paralysation or appear dead until violently 
struck. 


Duo-dimension 


Psychoportation 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 0 

Area of Effect: Personal 

This power allows a psionicist to alter her own physical 
dimensions so that she has height and width, but no 
depth. She becomes a two-dimensional image that has 
no thickness her third dimension is transferred to 
another plane and remains there as long as the power 
remains active. 

The advantage of this lies in the fact that she 
simply does not exist if seen from the side, and is thus 
completely invisible and immune to any attacks from 
that direction. She can fit through the thinnest cracks 
by edging sideways, as long as there is vertical clearance 
for her. 

The psionicist can move and attack as normal, and 
she is not invulnerable - she can be attacked normally 
by any opponent in front of or behind her. While she 
is two-dimensional, she suffers double damage from any 
successful attack. 

20 - The psionicists weapon is affected by the 
dimensional blade power at no additional cost. 

I - The psionicist vanishes into a weird pocket 
dimension for Id6 rounds. 


Ectoplasmic Form 


Psychometabolism 
Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 0 

Area of Effect: Personal 
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With this power a psionicist converts himself to 
ectoplasm, (a fine-spun, smoky substance). He becomes 
insubstantial, ghostlike, and able to walk through solid 
material as if it didn't exist. The psionicist is still visible 
as a wispy outline. He moves at his normal movement 
rate and in the normal fashion (eg, if he couldn't fly 
before, he can't noy). 

The psionicist can also convert the following to 
ectoplasm: his clothing, armour, and up to I5 pounds 
of equipment that he's carrying, 

A character using this power can only be struck by 
magical weapons of a +I or better enchantment, and by 
any monster of 4+I Hit Dice or more. The psionicist’s 
equipment must remain ectoplasmic as long as he does. 
An ectoplasmic character falls as if affected by a feather 
Gil spell 

20 - The maintenance cost is reduced to I PSP per 
round. 

I - The psionicists items become ectoplasmic for 
2d6 rounds. The psionicist does not. 


Ego Whip 


Telepathy 
Level: I 
Power Score: II/MAC 
PSP Cost: I 
Range: I20 yards 
Area of Effect: I humanoid creature 
This is one of the five telepathic attack powers used 
to establish contact with a closed mind. It is a lashing 
strike that clouds the mind of a humanoid. A target 
with an open mind and 4 or fewer Hit Dice can take 
no actions for one round and can only move at half 
their normal movement rate. Humanoids of 5 or more 
Hit Dice are not affected. 

20 - Against a creature with an open mind, the 
effect lasts for Id4 rounds. 

I - The psionicist loses Id6 PSPs. 


Elemental Composition 


Psychometabolism 
Level: 9 

Power Score: I9 

PSP Cost: 17/8 
Range: 0 

Area oj Effect: Personal 


This power allows the psionicist to transform into any 
element. The psionicist can change his body into dense 
materials such as iron or obsidian, sand or earth, water, 
or even air. While he is in elemental form, the psionicist 
gains any natural immunities or vulnerabilities of that 
element. For example, a sword cut simply cant harm 
a watery or gaseous body, while iron bodies need not 
breathe - but they can be rusted. 

The psionicist retains his limbs and senses. Very dense 
bodies (stone or metal) increase his base AC to 20 and 
give him an effective Strength of 21. Amorphous bodies 
give him the ability to slither under doors and elongate 
limbs. Gaseous bodies allow the psionicist to drift with 
the winds. Normal weapons may be unable to harm 
some forms, but magical weapons (and monsters capable 
of striking creatures hit only by magical weapons) can 
always harm the psionicist, regardless of his form. 

The psionicist may change his form once per round 
without being forced to use an action. If he changes his 
form a second time, he must forego any other actions 
for that round. 

In addition to the combat abilities of the various 
forms, the psionicist can always move in the element 
his body is composed of. For example, by changing to 
sand he gains the ability to burrow through sand at his 
normal movement rate. Some elemental bodies may he 
excellent camouflage; its hard to see a character made 
out of nitrogen gas, for example. 

20 - The psionicist gains the combat ability of an 
elemental of the appropriate type. 

I - The psionicist botches the transformation and 
must make a system shock roll or suffer 3dIO damage. 


Empathy 


Telepathy 
Level: I 
Power Score: II/MAC 
PSP Cost: I/I 
Range: 0 
Area of Effect: 20-foot cube 
Dy using empathy, a psionicist can sense the basic 
needs, drives, and/or emotions generated by any open 
mind. Thirst, hunger, fear, pain, rage, hatred, uncertainty, 
curiosity, friendliness, love - all these and more can be 
sensed, at the rate of one emotion per mind per round. 
20 - The subject of the emotion is revealed. 
I - The target senses the attempt. 
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Empower 


Telepathy 

Level: 7 

Power Score: I7 

PSP Cost: 13+ 

Range: Touch 

Area of Effect: I item 

This power allows a psionicist to imbue an item with 
rudimentary intelligence and psionic ability. The process, 
which requires time and effort, is described below. 

Item Requirements: An item must meet two 
requirements before it can be empowered. First, it must 
be of exceptional quality - worth 250% to 500% of 
the normal cost for an item of its type. Second, it 
must be new. The process of empowering, must begin 
within 48 hours after the item is manufactured. If it is 
delayed longer, the item cannot be empowered. (If the 
psionicist still tries, he automatically fails Step One 
below, expending I3 PSPs.) If the item meets these two 
requirements, the psionicist can begin the empowerment. 

Step One: At the start of each day, the psionicist 
must first prepare the item to receive psionic power. 
This costs I3 PSPs and requires a power check. If this 
check fails, the day is wasted; no further progress can be 
made until the next day. 

Step Two: If the item has been prepared, the psionicist 
can give it access to a discipline. It can have access 
to only one discipline, never more, and the psionicist 
himself must have access to it. This step costs 26 PSPs 
and requires a power check. 

Step Three: The psionicist can attempt to empower 
the item with any single power he knows within the 
chosen discipline. (The item must have been properly 
prepared on the same day.) The psionicist must make 
two successful power checks: first, a check for the chosen 
power, and second, another empower check. If both 
succeed, the item has that psionic power. If Step Three 
is successful, the psionicist expends another 26 PSPs. 

Step Four: The psionicist can imbue the item with 
other powers by repeating Step Three. The item can 
acquire one power per day if it has been properly 
prepared (see Step One). 

Step Five: When the item has acquired all the powers 
which the psionicist intends to give it, the psionicist can 
seal those powers within the item. To do this, he must 
prepare the item one more time (expending I3 PSPs), 
and make an empower power check one last time. If 
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the item is sealed successfully, it can never gain any 
additional powers - but it can’t lose them, either. An 
item that has not been sealed will lose one power per 
month until it is just a normal object again. 

The item makes power checks with a power check 
equal to half the psionicist’s level. Each power gives 
the empowered object PSPs equal to three times the 
power's initial cost. So an object with a 3rd-level power 


(5 PSPs) and a Gth-level power (II PSPs) will have 
48 PSPs. 

The empowered item has Intelligence equal to its 
maker's Intelligence minus Id6 points, with a minimum 
of I2 - the item's Intelligence score is used in its 
power checks. Its ego is 2 points per power. Unless 
it was empowered with another telepathic power, it 
communicates as indicated on Table II3, "Weapon 
Intelligence and Capabilities" in the Dungeon Master's 
Guide. Its alignment matches its creators. The item has 
its own personality and, like all intelligent items, it will 
try to assert its independence at every opportunity. 

The empowering process must be unbroken. If a day 
passes in which the psionicist does not at feast try to 
prepare the object, it is finished as is. He cannot even 
try to seal the powers; they will wear off over the course 
of time. 

It is possible to magically enchant a psionically 
empowered item. The item’s creator must perform both 
actions, so a dual- or multi-classed psionicist/wizard 
is required. The empowering and enchantment are 
completely independent of each other, so if one fails the 
other may still take effect. 

20 - For each 20, the psionicist pays half the PSP 
cost for that step. 

I - If three Is are rolled during the process, the item 
is ruined. 


Empower, Lesser 


Telepathy 

Level: 6 

Power Score: I6 

PSP Cost: 11/5+ 

Range: Touch 

Area of Effect: I item 

This power is similar to empower, serving a purpose in 
creating and maintaining psionic and magical items. 
Unlike empower, this power is used to create items that 
produce psionic effects and recharge these devices. 
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It does not imbue psionic devices with intelligence 
or extraordinary abilities. Furthermore, this version of 
empower is not a skill that is easily accessible to the 
general psionic population of Athas. This skill is rarely 
learned by those outside of the tutelage of a sorcerer- 
king or powerful psionic mentor. 

Each item takes a set number of days to create, and 
each item is different, and the secrets behind fabricating 
each item are usually taught by a powerful master. It 
can take a decade for a psionicist to learn the methods 
of creating one psionic item. The creation of these items 
is never left to random chance. 

Like any item to either be enchanted or psionically 
enhanced, the device must be of superior quality. The 
exact cost of the item is left to the DM. Even if the 
item, such as a wand, does not have a great cost, other 
items such as material components used to assist the 
process should be expensive. 

At the beginning of each day needed to create the 
item, a set number of PSPs are funnelled into the item. 
This process takes place for a predetermined number 
of days, after which the item is typically empowered 
and can be used. There is an initial PSP cost when 
beginning the process, and a cost which must be 
expended each day until the item is finished. If one day 
is missed, and any of the power checks fail, the creator 
must start over. PSP costs and number of days required 
are listed below: 


Item Type Days PSP Cost 
Rings 20 25/12 
Rod/staff/wand I8 20/I0 
Miscellaneous jewellery I5 15/7 
All other items 10 11/5 


Recharging Items: Non-intelligent psionic items can 
be recharged using this power. Each charge is equal to 
a number of PSPs, and once the charges are expended 
all PSPs are gone. With many items, when the last 
PSP is used the item becomes useless. The cost for 
recharging a psionic item is one-quarter the initial cost 
per day for half as many days as would be needed to 
create the item. A power check is required each day. 
This will fully recharge it. If a day is missed or a power 
check failed, the process must begin again. 

20 - The item takes half as long to create. 

I - If three Is are rolled during the process, the item 


is ruined. 


Energy Containment 


Psychometabolism 

Level: 4 

Power Score: 14 

PSP Cost: 7 

Range: 0 

Area of Effect: Personal 

This power allows the psionicist to transform energy 
into harmless light. If the psionicist makes a successful 
power check, he can double the result of his die roll 
when saving against an energy attack. If the character 
makes a successful saving throw, he suffers no damage 
from the attack. 

If he fails, he suffers only half damage, regardless of 
what the spell description Gf applicable) states. When 
the character absorbs energy, he radiates visible light 
for a number of rounds equal to the points of damage 
he absorbed. If he suffered half damage, he radiates for 
that many rounds. 

If he suffered no damage, roll for damage anyway to 
see how long he glows. This glow is definitely noticeable, 
but it is soft, and illuminates no more than an area with 
a two-yard radius. 

This power is reflexive; whenever subjected to an 
energy attack, the psionicist may try to make a power 
check to avoid the damage. He need not state that he 
is manifesting the power before a round begins. If the 
psionicist has not yet taken his action in a round when 
he uses this power, he must abort his intended action 
to manifest this power. 

20 - The psionicist suffers quarter damage on a failed 
saving throw. 

I - The psionicist fails all saving throws against 
energy attacks for Id6 rounds. 


Enhanced Strength 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/I+ 

Range: 0 

Area of Effect: Personal 

A psionicist can increase his Strength score to his racial 
maximum through this power. The base PSP cost raises 
Strength by one point. For each point of Strength above 
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that, the base costs increases by one. The maintenance 
cost is always half the initial cost (round down). Strength 
cannot be raised above the psionicist’s racial maximum 
using this power. 

20 - The psionicist can raise his Strength above his 
racial maximum. 

I - The power backfires and lowers Strength by Id6 
until arrested by this power. 


Enhancement 


Psychometabolism 
Level: 3 
Power Score: I3 
PSP Cost: 5/2 
Range: 0 
Area oj Effect: Personal 
When a psionicist learns this power, he selects one 
discipline to enhance. As long as the power remains 
active, the psionicist receives a +2 bonus to all power 
checks in the chosen discipline. At the same time, 
he receives a -I penalty to power checks in all other 
disciplines. 

20 - The psionicist does not suffer the -I penalty to 
power checks in other disciplines. 

I - The psionicist suffers a -I penalty to power 
checks in the chosen disciplines for 24 hours. 


Environmental Adaptation 


Psychometabolism 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: 0 

Area of Effect: Personal 

This power allows the user to adapt his body to a hostile 

environment. The change must be keyed to a specific 

surrounding: water, acid, extreme heat, extreme cold, an 

elemental plane, etc. If the power works, the user not 

only survives, he behaves like a native organism. He can 

breathe and move normally, suffering no damage from 

the environment. However, a character who can survive 

extreme cold is still vulnerable to a cone of cold spell. 
A character could use this power to survive in a 

sandstorm or the Sea of Silt without taking any damage. 
20 - The psionicist can change the environment he 

is adapted to while maintaining the power. 


I - The character becomes more vulnerable to the 
environment and takes Id4 damage per round (which 
can be halted by a successful use of this power). 


Environmental Awareness 


Clairsentience 

Level: 3 

Power Score: I3 

PSP Cost: 5 

Range: Unlimited 

Area oj Effect: Personal 

This power provides the psionicist with an image of the 
present surroundings of a particular unliving item. The 
psionicist need not have any idea where the object is 
when the power is used, but he must concentrate on a 
specific, familiar item. For instance, “my friend's metal 
dagger" is fine, but "the nearest metal dagger" is not. 

The psionicist receives an all-round sensory snapshot 
from the item's surroundings: visual, olfactory, aural, and 
temperature signals. The power itself gives no notion of 
direction or distance to the item in question, though 
the character can often deduce its location from the 
sensory signals. 

If the item has been destroyed before the power 1s 
used, the power automatically fails. À concealed item 
(for example, in a pocket) gives a black visual image and 
insignificant olfactory, aural, and temperature signals. 

20 - The psionicist receives a full minute of 
observation, getting all the same sensory images listed 
above. 

I - The psionicist gets images from a similar item, 
but not the one he wishes. 


ESP 


Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/I+ 

Range: 100 yards 

Area of Effect: I creature 

Extrasensory perception (ESP) allows the user to read 
someone else’s open mind. The user can perceive surface 
or active thoughts. He can’t use ESP to explore a target's 
memories or to delve into his subconscious. Intelligent 
creatures sometimes think in words, so language can be 
a barrier to understanding. Unintelligent creatures think 
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in pictures. Magical thought, such as when a wizard 
casts a spell, is unintelligible to this power. However, 
the user can recognise such thoughts as part of the 
spellcasting process. The PSP cost is shown below: 


Target's Level PSP Cost 
I-5 levels or Hit Dice 3/1 
6-10 levels or Hit Dice 4/2 
II-I5 levels or Hit Dice 5/9 
16-20 levels or Hit Dice 6/3 
2I+ levels or Hit Dice 8/4 


20 - The first round of maintenance is free. 
I - The psionicist develops a splitting headache and 
suffers a -I penalty on all telepathic power checks for 


one hour. 


Ethereal Traveller 


Psychoportation 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 
Range: 0 
Area of Effect: Personal 
With this power the psionicist can psionically teleport 
himself to the Deep Ethereal or to any Border Ethereal 
region. He must first pass through the Gray. If the 
power is successful and the psionicist is able to breach 
the Gray, he ceases to exist in the Prime Material 
Plane and begins to exist in the Ethereal, but only 
in an ethereal form. The psionicist’s physical form is 
temporarily lost. In ethereal form, the psionicist cannot 
be harmed. Ethereal objects pass through one another 
easily. The psionicist cannot, in turn, harm other 
creatures or objects, or even pick them up or move 
them about. The psionicist cannot directly teleport to 
the Inner Planes beyond the Ethereal, but he can move 
there in ethereal form by simply crossing the Border 
Ethereal. Once he leaves the Ethereal he regains his 
physical form and the power is ended. Otherwise, the 
power ends when its duration expires or the psionicist 
stops paying maintenance, and his body re-materialises 
exactly where it was before. 

20 - The psionicist can maintain ethereal form for 24 
hours without paying maintenance. 

I - The psionicist collides unexpectedly with a 
demiplane in the Ethereal; the power fails and the 
psionicist takes 4d4 points of damage. 


Expansion 


Psychometabolism 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area oj Effect: Personal 

The psionicist can expand his own body proportions 
in any dimension: height, length, width, or thickness. 
He can increase any or all of these proportions by 
up to 50% of their original size per round. Maximum 
expansion possible with this power is limited to four 
times the psionicist’s original size. 

This power has no effect on clothing or equipment. 
Ability scores don’t increase either. In other words, 
the character does not grow stronger simply because 
he became taller. However, being very big has other 
advantages. 

20 - Maximum expansion becomes I0 times and the 
rate is 100% per round. 

I - The psionicist shrinks by 50% until arrested by 
this power. 


Evade Blast 


Psychokinesis 

Level: 7 

Power Score: I7 

PSP Cost: 13 

Range: 0 

Area of Effect: Personal 

This power allows the psionicist to throw himself out 
of range of a damaging effect. Whatever the effect is - 
fireball, breath weapon, explosion = so long as it has a 
physical manifestation and is a blast of some kind, the 
psionicist can avoid it completely with this power. He 
does not need to make a saving throw - the effect is 
automatic. 

This power is reflexive. The psionicist can manifest 
evade blast with an instant thought, quickly enough to 
save himself if he unexpectedly comes within range of a 
dangerous effect. He can even manifest this power when 
it isn't his turn. 

20 - The psionicist can designate one other willing 
person to be protected by the power. 

I - The power backfires, and the psionicist takes full 
damage from the effect he was trying to avoid. 
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False Sensory Input 


Telepathy 
Level: I 
Power Score: II/MAC 
PSP Cost: I/I 
Range: 30 yards 
Area of Effect: I creature 
This power allows the psionicist to falsify sensory input 
in an open mind, making the victim think that he sees, 
hears, smells, tastes, or feel something other than he really 
does. The falsehoods are somewhat limited. Nothing 
can be completely hidden or made to disappear, and 
everything must retain its general size and intensity. For 
example, a human could be made to look like a dwarf, 
but not like a parrot. A slamming door could be made 
to sound like a thunderclap or a cough, but not like 
rustling paper. Oil could be made to taste like garlic, 
but not like water. 

20 - Almost any false perception can be achieved 
in time. 

I - The psionicist cannot see, hear, or otherwise sense 
the intended victim for Id4 rounds, except psionically. 


Fate Link 


Telepathy 

Level: 4 

Power Score: 14/MAC 

PSP Cost: 7/3 

Range: 2 miles 

Area of Effect: I creature 

This power enables the telepath to intertwine his own 
fate with that of another creature with an open mind. 
If either being experiences pain, both feel it. When one 
loses hit points, both lose the same amount. If either 
dies, the other must immediately make a saving throw 
vs. death to avoid the same fate. 

The only two damaging effects that can pass through 
a fate link are the direct loss of hit points and death. 
Effects such as poisoning, paralysation, petrification, 
disease, or unconsciousness cannot. However, if the 
effect causes a loss of hit points (poison that inflicted 
20 points of damage, for example) the hit point loss 
would be conveyed to the other person. 

20 - The range is unlimited. 

I - Social regression. The psionicist loses Id6 points 
of Charisma for a day. 


Fate of One 


Clairsentience 

Level: 7 

Power Score: I7 

PSP Cost: 13 

Range: 0 

Area of Effect: Personal 

This power grants the psionicist limited omniscience, 
allowing them to reroll a saving throw, attack roll, or 
ability check. Whatever the result of the reroll, the 
psionicist must use it, even if it is worse. 

This power is reflexive and can be manifested quickly 
enough to gain its benefits in an emergency. If used to 
reroll a saving throw, the psionicist can manifest this 
power even when it is not their turn. 

20 - The psionicist can re-roll the next two dice rolls. 

I - The psionicist automatically fails the task he is 
attempting, 


Fighting Trance 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

With this power, the psionicist learns how to focus his 
attention for maximum effectiveness in combat. Reflexes 
and agility are increased to their sharpest level, and the 
psionicist can track all combatants in the immediate 
area. While fighting trance is in effect, the psionicist 
reduces any rear attacks to flank attacks, and any flank 
attacks are treated as frontal attacks. The psionicist in 
fighting trance gains a -I bonus to initiative, and a +1 
to AC, saves, and all attack rolls. 

The psionicist’s focus on his physical actions makes 
it difficult for him to concentrate on manifesting any 
psionic powers. He suffers a -I penalty to all power 
checks he attempts while fighting trance is active. 

20 - The bonuses increase to -2 initiative and +2 on 
AC, saves, and attack rolls, and no rear or flank attacks 
can be made against the psionicist. 

I - The psionicist becomes so attuned to his 
surroundings that he picks up nearly everything and 
becomes distracted by annoying details, suffering a -I 
penalty to all attack rolls for 2d6 rounds. 
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Flesh Armour 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

The psionicist transforms his skin into armour. No 
one can see the change, but it’s as if he had actually 
acquired some type of armour. The type of armour his 
body mimics depends on the result of his power check, 
as shown in the following table: 


Power Check Armour Type 


I2 Giant hair (+1 AC) 

I3 Leather (+2 AC) 
14-15 Hide (+3 AC) 
16-17 Scale (+4 AC) 
18-19 Shell (+5 AC) 
20-21 Chitin (+6 AC) 
22+ Half-plate (+7 AC) 


Because this armour is part of his body, the psionicist 
can enjoy its benefits without suffering any penalty 
he might have if he were actually wearing that type 
of armour. The armour created by this power weighs 
nothing, has no magnetic properties, and in no way 
slows the psionicists movement or otherwise encumbers 
him. 

The Armour Class bonus granted by this power does 
not stack with that granted by worn armour. Dexterity 
bonuses contribute to the characters new AC, as well 
as any magical protection that works in conjunction 
with regular armour, such as a ring of protection. 

20 - The psionicist gains a +I bonus to the AC 
listed above. 

I - The power just grows ugly hair over the psionicist's 
body, which must be shaved off or he loses 2 points of 
Charisma. 


Float 


Psychoportation 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area oj Effect: Personal 


The psionicist can mentally support himself in water, 
silt, or a similar substance. He can swim at a speed of 
3 using the power alone, or use it to boost his swim 
speed by 3. 

20 - The psionicist can move at his normal movement 
rate in the substance. 

I - The psionicist sinks like a stone for I round. 


Focus Forgiveness 


Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/I 

Range: 30 yards 

Area of Effect: I dwarf 

This power acts on one dwarf with an open mind, 
temporarily suppressing his need to pursue a focus. 
While it is in effect, the dwarf forgets his current focus, 
and even the need to work toward a focus; very un- 
dwarflike behaviour. The dwarf loses all benefits he 
had for pursuing his focus while under the influence of 
this power. If the target dwarf encounters other, focused 
dwarves, he considers their behaviour bizarre. Other 
dwarves see him as insane, but the target politely ignores 
suggestions that he is acting abnormally. 

No dwarf willingly submits to this power. If the power 
check fails or when it is no longer active, he most likely 
reacts with violence toward the psionicist, if he can 
identify the culprit. 

20 - The dwarf is unable to identify the psionicist as 
the originator of the power. 

I - The dwarf knows exactly who the psionicist is and 
immediately attacks. 


Forced Symmetry 


Psychometabolism 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 

Range: 20 yards 

Area of Effect: I creature 

With this power, the psionicist can force a creature 
into perfect symmetry in order to temporarily cause or 
heal damage. Most creatures, including all the player 
character races, are laterally symmetrical in arrangement; 
that is, they have two halves that are roughly identical. 


This power lets the psionicist choose one of the halves 
and make it identical to (a mirror image of) the other. 
For instance, a psionicist can choose to make a one- 
eyed man completely blind or sighted in both eyes with 
this power. 

In terms of existing combat damage, a creature 
probably has more damage to one half than the other; 
the psionicist can take advantage of this and increase 
the overall damage to the victim, but can no more than 
double the original damage. In reverse, the psionicist 
can duplicate the less damaged half, healing (2d4 x10) 
% of the target's wounds. When the power ceases, these 
injuries return; however, damage inflicted by the power 
does not fade. 

Generally, any character who has been injured has 
sustained IO to 100% of that damage (dIOxIO) to one 
side of his body. For example, Frenla has 30 hit points 
and has taken I2 points of damage. A dIO roll shows 
she has sustained 80% to one side and 20% to the 
other, or 9 points and 3 points respectively. Her total 
damage can be increased to I8 or decreased to 6 with 
forced symmetry. 

This power can have greater effect on creatures that 
are radially symmetrical (a starfish, for example). The 
psionicist can pick one portion and make all the others 
duplicate it, temporarily. 

20 - Injuries do not return when the power ends. 

I - The psionicist duplicates the wrong half with the 
opposite effect to that intended (heal instead of harm, 
for example). 


Free Action 


Psychokinesis 
Level: 4 
Power Score: 14+ 
PSP Cost: 7/3 per turn 
Range: Touch 
Area of Effect: I creature 
This power enables the creature touched to move and 
attack normally for the duration of the power, even 
under the influence of magic that impedes movement 
(such as web or slow spells) or while underwater or 
wading in silt. It even negates or prevents the effects of 
paralysis and hold spells. 

Underwater or in silt, the individual moves at normal 
(surface) speed and inflicts full damage, even with 


such cutting weapons as axes and swords and with 
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such smashing weapons as flails, hammers, and maces, 
provided that the weapon is wielded in the hand rather 
than hurled. 

20 - The psionicist can affect two creatures. 

I - The psionicist’s movement is reduced by half for 
one hour. 


Fusion 


Psychometabolism 

Level: 8 

Power Score: I8 

PSP Cost: 15/7 

Range: 0 

Area of Effect: Personal 

The psionicist and another willing, corporeal, living 
creature of the same or smaller size fuse into one being, 
The psionicist controls the actions of the fused being 
but can give up this control to the other creature. 
Once he gives up control, the psionicist cannot regain 
it unless the other creature relinquishes it. 

The fused being has hit points equal to the psionicist’s 
current hit points plus the other creature's current hit 
points. The fused being knows all the powers both 
creatures know, has the sum of their PSPs, and knows 
or has prepared any spells both possess (if any). 

Likewise, all racial abilities and class features are 
pooled Gf both creatures have the same ability, the 
fused being gains it only once). For each of the six 
ability scores, the fused being’s score is the higher of the 
psionicists and the other creature's, and the fused being 
also has the higher Hit Dice or psionicist level - this 
effectively means the fused being uses the better saving 
throws, attack bonus, and non-weapon proficiencies of 
either member, and it manifests powers at the higher 
of the psionicist levels that the psionicist or the other 
creature possessed before becoming fused. 

The psionicist decides what equipment is absorbed 
into the fused being and what remains available for use. 
These fused items are restored to their respective owners 
once the power ends. 

When the power ends, the fused being separates. The 
psionicist determines where the other creature appears, 
but it must be adjacent to the psionicist. If separation 
occurs in a cramped space, the other creature is expelled 
through the Gray, materialising in the nearest empty 
space and taking Id6 damage for each IO feet of solid 
material passed through. 
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Damage taken by the fused being is split evenly 
between the psionicist and the other creature when the 
power ends. The psionicist does not leave the fusion 
with more hit points than he entered it with unless he 
was damaged prior to the fusion and the fused being 
was subsequently healed. In a like manner, the fused 
being’s remaining PSPs are split between the psionicist 
and the other creature (the psionicist can leave with 
more PSPs than he entered with, as long as he doesn't 
exceed the maximum for his level and ability score). 

Ability damage and lost levels are also split between 
both creatures. (If an odd number of lost levels or 
ability score reductions must be split, the psionicist 
decides who receives the additional loss.) If a fused 
being is killed, it separates into its constituent creatures, 
both of whom are also dead. 

20 - The psionicist and the other creature are healed 
of all damage when the power ends. 

I - The psionicist and the other creature are left with 
only one hit point each when the power ends. 


Ghost Writing 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: Unlimited 

Area of Effect: I page 

With this power a psionicist can write on blank paper, 
parchment, or papyrus at a distance. The sheet can lie 
by itself, among many others, rolled into a scroll, etc. 
The psionicist must know of the sheet's existence and 
its present location. (If the sheet is no longer where the 
psionicist remembers it, the power fails) The psionicist 
mentally darkens the sheet in a thin, continuous 
line, forming, with time and effort, letters, words, and 
sentences. After a successful power check, the character 
can form up to five words per round. 

The psionicist receives no clairvoyance during the 
powers use - he does not get an impression of whether 
or not the intended people read his message, only that 
it has been so written. Anyone can read the message 
once transmitted. 

20 - The psionicist can write I5 words per round. 

I - The psionicist believes the power is working 
correctly, but is actually writing gibberish. Initial cost 
and maintenance points are lost. 


Gird 
Psychometabolism 
Level: 5 
Power Score: I5 
PSP Cost: 9 
Range: 0 
Area of Effect: Personal 
Each time a psionicist girds another power, he can 
maintain that power automatically, ie, without mental 
concentration. Thus, a psionicist who is maintaining 
only girded powers can sleep without disrupting those 
powers. To use gird, the psionicist must manifest the 
power he intends to affect. Then he makes a gird power 
check. If he succeeds, he can maintain the girded power 
beyond its normal duration without concentration, but 
pays twice its maintenance cost, or a minimum of I PSP 
per hour. To remove the girding, he must consciously 
decide to do so (no power check is required). Otherwise, 
the girding remains in place until the psionicist runs out 
of PSPs. That means a psionicist who is unconscious 
or sleeping could awaken to find all his psionic strength 
girded away. If the psionicist wishes to re-establish a gird 
that he discontinued, he must make a new power check. 
20 - The psionicist can maintain the girded power at 
its normal maintenance cost. 
I - Both powers fail and the psionicist loses the full 
amount of PSPs. 


Graft Weapon 


Psychometabolism 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 0 

Area of Effect: Personal 

With this power the psionicist can graft any one-handed 
melee weapon directly onto his body. He picks up the 
weapon, manifests this power, and the weapon becomes 
an extension of the characters arm. 

Assuming the character is proficient with the weapon, 
he gains a +I bonus to attack rolls and damage. If he 
is not proficient with the weapon, he suffers the usual 
non-proficiency penalties, but still gets the +I bonus. 

20 - The attack and damage bonus increases to +3. 

I - The weapon is weakened and will break on an 
attack roll of I. 


Hallucination 


Telepathy 

Level: 3 

Power Score: 13/MAC 

PSP Cost: 5/2 

Range: 100 yards 

Area of Effect: I creature 

This power allows the psionicist to project visions or 
images into the open mind of a target. In effect, it is 
like a psionic phantasmal force. The psionicist can 
make his victim believe he is seeing, hearing, or feeling 
almost anything. The psionicist can attack the victim 
with hallucinatory monsters or spells, deceive the victim 
by making a company of soldiers resemble a grove of 
palms, or even make him think that a flagon full of sand 
actually contains cool, refreshing water. 

In general, the rules for adjudicating illusions in the 
Player’s Handbook are appropriate for determining the 
effects of any hallucinations. If the psionicist carefully 
constructs the hallucination and provides the victim with 
what he expects to see, the victim may not even receive 
a saving throw. The physical effects of hallucinations 
are psychosomatic; the victim may believe he is being 
mauled by a tembo, but he is not really being harmed 
physically. 

Manifesting and maintaining a hallucination require 
full concentration on the part of the psionicist. If he 
makes a physical attack or manifests another psionic 
power while this power is active, the victim instantly 
receives a saving throw versus spells with a +4 bonus to 
break free of the hallucination. 

20 - The hallucination is so real that the victim 
suffers a -4 penalty on any saving throws and suffers 
20% of any damage as real. 

I - The psionicist believes his own hallucination for 


Id6 rounds. 


Heightened Senses 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

This power allows the user to sharpen all five of his 
normal senses: sight, hearing, taste, smell, and touch. 


With heightened senses, the user has a good chance 
to notice thieves hiding in shadows or moving silently. 
This is represented by a thief's skill chance being cut in 
half if someone with heightened senses is observing him. 
Even if the thief is already hidden, he must roll again 
when the user of this power enters the area. 

Someone with heightened senses can also track by 
sense of smell. He must make a Wisdom check every 
turn to stay on the trail or to recover it if he loses it. 

While tracking, the users movement rate is reduced 
by 50%. The trail can be no more than 24 hours old. 
Ranges for the users hearing and seeing are tripled 
while this power is in effect. 

Further, he can ingest small quantities of possibly 
poisoned or impure foods, identifying the substance 
without causing himself harm. The user can identify 
almost anything by touch. He can identify any item he 
has previously handled and can also tell if an item was 
handled in the last five minutes. 

DMs may allow other applications as they see fit. 
In general, the psionicist can reduce darkness-related 
penalties by 2 points and receive a +4 on any 
appropriate check or roll. 

20 - One of the psionicist’s senses (chosen randomly) 
remains heightened for 24 hours. 

I - The psionicist loses one of his senses for IdI2 
hours. 


Hive Mind 


Telepathy 

Level: 2 

Power Score: I2 

PSP Cost: 3/I 

Range: 60 yards 

Area of Effect: Personal 

This power is only available to thri-kreen characters, 
other insects with psionic powers, and psionicists who 
use the insect mind telepathic power. With hive mind, 
the psionicist can draw upon the mental energies of a 
host of his insect comrades to temporarily increase his 
PSPs. Thri-kreen can gain PSPs from other thri-kreen 
of the same pack within range. Other insects gain PSPs 
from their own kind within range. Characters using 
insect mind can choose one variety of insect within 
range to draw upon. All those within range lend an 
immediate bonus to the psionicists PSPs, according to 
their size: 
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Size PSPs Id Insinuation 
Tiny 1/10 
Small 1/2 Telepathy 
Medium I Level: 4 
Large 9 Power Score: 14/MAC 
Huge 4 PSP Cost: 7 
Gargantuan 8 Range: 180 yards 


Smaller insects contribute fewer PSPs, but their 
numbers often more than make up for this. PSPs are 
gained instantaneously, even if the insects move away 
before they are all used, the psionicist keeps them. 
The psionicist is taking advantage of the species-mind 
common among insects; insects within range do not lose 
any psionic PSPs when the psionicist uses this power. 

20 - The psionicist gains double the normal number 
of PSPs. 

I - All other insects within range immediately seek 
out the psionicist and attack. 


Hypercognition 


Clairsentience 

Level: 8 

Power Score: I8 

PSP Cost: 15/7 

Range: Personal 

Area of Effect: Personal 

This power allows the psionicist to make lightning-fast 
deductions based on only the slightest clue, pattern, or 
scrap of memory resident in his mind. He can make 
reasonable statements about a person, place, or object, 
seemingly from very little knowledge. However, his 
knowledge is in fact the result of a rigorously logical 
process that he forces his mind to undertake, digging up 
and correlating every possible piece of knowledge with 
any bearing on the topic. 

The nature of the knowledge the psionicist gains 
concerning the subject of his analysis is subject to the 
DM's discretion but might include the answer to a 
riddle, the way out of a maze, stray bits of information 
about a person, legends about a place or an object, 
or even a conclusion concerning a dilemma that his 
conscious mind is unable to arrive at. 

20 - The psionicist can gain two items of knowledge 
per round, instead of one. 

I - The psionicist suffers a mental information 
overload and he loses Id4 points of Intelligence and 


Wisdom for 24 hours. 


Area of Effect: I creature 
This is one of the five telepathic attack powers used to 
establish contact with a closed mind. Against an open 
mind, it is a stealthy telepathic attack that bewilders 
and confuses the target for one round per level of the 
psionicist. The attack is so stealthy that the target does 
not realise the source of its confusion - thus a target 
can be affected without their knowledge. 
A confused victim behaves as follows (roll IdI0): 
I Wander away (unless prevented) for duration of power 
2-6 
7-9 
10 Act normally for one round (then roll again) 


Stand confused one round (then roll again) 


Attack nearest creature for one round (then roll again) 


Creatures who are forced to wander away move as 
far from the psionicist as possible, according to their 
usual mode of movement (characters walk, fish swim, 
bats fly, etc.). Actions are checked at the beginning of 
each round. Confused creatures that are attacked see 
the attacker as an enemy and act according to their 
basic nature. 

20 - Against an open mind, the power lasts for an 
additional Id4 rounds. 

I - The psionicist loses 5d6 PSPs and the target 


becomes aware of the attack. 


Identity Penetration 


Telepathy 
Level: 4 
Power Score: 14/MAC 
PSP Cost: 7 
Range: 100 yards 
Area of Effect: I creature 
Identity penetration allows the user to determine the 
true identity of a target with an open mind, in spite of 
polymorphs, illusions, disguises, etc. 

20 - The psionicist may ask one probing question of 
the target — see probe. 

I - Until he gains another level, the telepath cannot 
penetrate the identity of the current target. 


Immovability 


Psychometabolism 
Level: 4 
Power Score: 14 
PSP Cost: 7/3 
Range: 0 
Area of Effect: Personal 
When a psionicist makes himself immovable, he is 
exactly that. A tremendous amount of force is required 
to uproot him from his spot Moving the psionicist 
requires a combined Strength total IO times greater 
than his level. If a character is pushing the psionicist, 
and makes a successful bend bars roll, that character 
can double the Strength he’s contributing to the total. 
Even if a group manages to move the psionicist once, 
they may not be able to do so the next time. The 
psionicist remains immovable until the power ceases. 

This power has nothing to do with weight. A character 
will not crash through the floor because he made 
himself immovable. He has instead attached himself to 
the fabric of the universe, which is considerably more 
powerful than the strongest castle. He does, however, 
need a horizontal surface as an anchor. 

20 - The psionicist cannot be moved at all. 

I - The psionicist attaches himself so well that even 
he can’t break free simply by shutting off the power. He 
must pay the initial cost again (7 PSPs) to free himself. 


Impossible Task 


Telepathy 
Level: 5 
Power Score: 15/MAC 
PSP Cost: 9/4 per hour 
Range: I0 yards 
Area of Effect: I creature 
This power forces a target with an open mind to think 
that a given goal is unachievable, regardless of the reality 
of the situation. The psionicist must be familiar with the 
victim and what he is trying to accomplish. The power 
must be directed at one particular task, something easily 
described. The task can be simple, like “travel from Tyr 
to Altaruk is impossible” or more complicated, such as 
“further study in magic will be fruitless”. The victim 
acts accordingly. 

Other characters cannot convince him that his task is 
possible. If the psionicist cannot narrow down the task 


effectively, describing it in just a few words, the DM 
can nullify the effects. This power can have no effect 
ona dwarf's focus. However, other tasks the dwarf is 
undertaking can be affected. 

20 - The power lasts for a day without maintenance. 

I - The victim is instead made to believe that his 
goal is easily accomplished and redoubles his efforts to 
complete the task. 


Incarnation Awareness 


Telepathy 
Level: 3 
Power Score: 13/MAC 
PSP Cost: 5/2 
Range: Touch 
Area of Effect: I creature 
By applying this power to another character with an 
open mind, the psionicist can gain knowledge about 
their past lives. One past life can be explored per round, 
starting with the most powerful personalities (usually the 
most famous, but not always). The psionicist also knows 
immediately how many times this particular personality 
has been killed and raised from the dead. It is up to 
the players to put this information to use. 

20 - All past life information is gained in a quick 
mental blast. 

I - Overwhelmed, the psionicist lapses into a trance 
until jolted, or for Id4 hours, whichever comes first. 


Inertial Barrier 


Psychokinesis 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 0 

Area of Effect: 3-yard radius 

This power creates a barrier of psionic energy around 

the user and anyone within 3 yards of him. This barrier 

softens missile blows, shielding the user from damage. 

However, the barrier also slows outgoing missile attacks. 
The power protects against damage from these forms 

of attack: any non-magical missile weapon; any physical 

missile created by magic; any missile with magical 

bonuses; flames; some breath weapon attacks (depending 

on the nature of the breath); acid; gas; all forms of 

disintegration; and falling (damage is halved). 
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Inertial barrier can’t stop missiles conjured from pure 
magic or protect against raw heat or cold, pure energy 
or light, or gaze weapons. An inertial barrier can't keep 
enemies out, but it does slow them. Anyone tying to 
cross a barrier in either direction must stop moving 
when contact is made. In the next round, the barrier 
can be crossed (either entering or exiting). 

The barrier reduces the damage from all affected 
missiles passing into the barrier to zero. Missiles exiting 
the barrier inflict half damage. 

20 - The psionicist gains a +2 AC bonus. 

I - The psionicist creates a bizarre wind pocket that 
knocks him to the ground. 


Inflict Pain 


Telepathy 
Level: 4 
Power Score: 14/MAC 
PSP Cost: 7/3+ 
Range: Touch 
Area of Effect: I creature 
This power is a particularly nasty form of torture that 
convinces a target with an open mind that they are in 
excruciating pain, although no actual harm is inflicted, 
and the power leaves no physical marks. Only evil 
characters can learn this power freely; others find their 
alignments twisting toward evil if they learn and use it. 

If the target is an NPC who is being questioned, he 
is allowed a saving throw vs. paralysation to withstand 
the agony. If he fails, he begs for mercy and answers 
questions as the DM sees fit. If the user finds a way to 
employ this power in combat, the target is still entitled 
to a saving throw. Success means he grits his teeth and 
keeps on fighting. Failure means the pain imposes a -4 
penalty to his attack rolls that round or disrupts and 
ruins spellcasting. PSP costs depend on the target's 
level: 

20 - The pain is so excruciating that the victim 
passes out for IdIO rounds. 

I - The psionicist is wracked with psychic agony and 
collapses for IdIO rounds. 


Target's Level PSP Cost 
I-5 levels or Hit Dice 7/3 
6-10 levels or Hit Dice 8/4 
II-I5 levels or Hit Dice 9/4 
16-20 levels or Hit Dice 10/5 
2I4 levels or Hit Dice 12/6 


Insect Mind 


Telepathy 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area of Effect: Personal 

This power attunes the psionicist’s mind to those of 
insects. This makes dealing with insects easier, psionically 
and personally. The psionicist does not suffer the -6 
penalty for contact with an insect or arachnid mind 
but suffers a -6 penalty for contact with non-insect 
minds; they suffer that same penalty when contacting 
him. With a greater understanding of insect thinking, 
the psionicist gains a +2 bonus to his Charisma when 
dealing with insects, but suffers a -2 penalty to his 
Charisma when dealing with non-insect minds. 

This power is commonly used when dealing with 
thri-kreen. Ambassadors to thri-kreen nations usually 
bring along a psionicist with this power. The power 
does not confer the ability to communicate, but can be 
maintained while other powers are being used to allow 
for that communication. 

20 - The psionicist gains the benefit of this power 
without maintenance cost for 24 hours. 

I - The psionicist attains insectoid intellect, but 
is perceived as a drone or worker. Insects simply won't 
listen to the psionicist and may attack if the psionicist 
is persistent. 


Intellect F ortress 


Telepathy 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 
Range: 0 
Area oj Effect: 10-foot radius sphere 
This is one of the five telepathic defence powers used to 
defend a closed mind against being opened involuntarily. 
When not used to protect a mind from being opened, 
this power extends an aura of mental protection to all 
creatures within IO feet of the psionicist, granting them 
a +5 MAC bonus while the power is active. 

20 - The MAC bonus rises to +7. 

I - All creatures in the area of effect suffer a -5 


MAC penalty. 


Intensify 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

The intensify power allows the psionicist to improve 
either his Intelligence ability score or his Wisdom, 
ability score, purely for psionic purposes. To improve 
one score, he must weaken the other. Each point of 
increase in the targeted ability score decreases the other 
score by the same amount. 

Changes in the psionicist’s Intelligence ability score 
affect his power checks, and changes in the psionicist’s 
Wisdom ability score affect his bonus PSPs. The 
changes have no other effects (lowering the psionicist’s 
Wisdom score does not affect the characters Will 
Bonus, for example). 

A psionicist can raise one of his ability scores as high 
as 25, provided the other ability score is not lowered 
to zero. 

20 - The psionicist does not have to lower one ability 
score to gain an increase in the other. 

I - The psionicist loses points from one ability but 
score does not gain them on the other. Lost points 
return after 24 hours. 


Invincible Foes 


Telepathy 

Level: 6 

Power Score: 16/MAC 

PSP Cost: 11/5 

Range: I00 yards 

Area of Effect: I creature 

A target of this power with an open mind believes 

that any blow struck against him will cripple or kill 

him. Even if the blow actually causes just one point of 

damage, the victim thinks he’s dying, and that he can 

no longer fight. He falls to the ground in horrible pain. 
A character who is struck while under the effect of 

this power won't recover until a turn later, even if the 

psionicist stops concentrating on him and turns his 

attention elsewhere. As long as the character was under 

this effect when the blow was struck, he’s out for IO 

rounds. 


Even if the victim of this power is never actually 
struck, his behaviour is likely to change. Fully expecting 
the next blow to kill him, he may stop attacking and 
simply parry or try to flee, or even surrender and beg for 
quarter. If the character has not been struck, however, 
the psionicist must make sure the power remains in 
effect; otherwise future blows will affect him normally. 

Invincible foes can also work in reverse. In other words, 
an attacker can be made to believe that every blow he 
strikes is fatal. The belief is strong enough to create an 
illusion: even if the attacker barely scratches his foe, 
he sees the “victim” lying down, mortally wounded. 
He will continue to imagine that opponent lying on 
the ground until the opponent attacks again (it doesn’t 
matter whom he attacks; any attack breaks the illusion). 

This reversal has several consequences. Characters 
who have been “killed” - ie, struck - can simply walk 
away from the fight, leaving their “corpses” behind. Or 
they can move into position and attack again, gaining 
a +2 bonus to hit. After this happens three times, 
the affected character must make a saving throw vs. 
spells. If it fails, he becomes convinced that his foes are 
unkillable and reacts accordingly. (PCs, of course, are 
free to react as they see fit.) 

20 - Characters who pass out because of this power 
remain unconscious for one hour. 

I - The power backfires and affects the psionicist for 
IdIO rounds. 


Invisibility 

Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/1 

Range: I00 yards 

Area of Effect: I Medium or smaller creature 

This power differs significantly from the spell invisibility. 
This is a delusion that affects specific minds, not an 
illusion that affects everyone; the only real change occurs 
in those whose minds were targeted. Thus, the psionicist 
can see himself, and so can anyone not targeted by the 
power. Only beings within 100 yards with open minds 
can be affected. The psionicist can make someone else 
invisible instead - any creature of Medium size or 
smaller is eligible. The psionicist makes a single power 
check but pays a separate PSP cost for each target, as 
shown on the table below. 
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Psionic Powers 


Note that this power affects vision only; observers may 
still be able to hear or smell “invisible” characters. PSP 
costs are as follows: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice 3/1 


6-10 levels or Hit Dice 4/9 
II-I5 levels or Hit Dice 5/2 
16-20 levels or Hit Dice 6/3 
2I-4 levels or Hit Dice 8/4 


20 - The power functions like superior invisibility. 
I - The psionicist cannot perceive one randomly- 
selected creature within range for Id6 rounds. 


Iron Will 


Psychometabolism 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 0 

Area of Effect: Personal 

A psionicist with this power has the ability to focus 
his willpower to extraordinary levels, persevering through 
conditions that would overcome lesser characters. While 
this power is in effect, the psionicist can temporarily 
ignore accumulated wounds that would reduce him to 
0 hit points or less. Due solely to his mental strength, 
he can force himself to remain conscious and fully 
active until reduced to -I0 hit points, at which point 
he dies, just as anyone else would. Up until that point, 
though, he can fight and use his powers normally with 
absolutely no interruption at all except for manifesting 
and maintaining the iron will power. 

While iron will is in effect, the psionicist does not 
lose a hit point every round when at negative hit points, 
but he will begin to lose hit points once the power 
ends. Smart psionicists bind their wounds before losing 
consciousness, or they may never wake up. 

The psionicist can use his iron will to resist losing 
consciousness or control of himself through other means. 
If the effect the psionicist is struggling against normally 
allows a save (a charm person spell or a psionic 
domination, for example) the psionicist gains a +4 on 
his save while iron will is in effect. If the effect does not 
usually allow the victim a save (a command or sleep 
spell, for instance), the psionicist gains the chance to 
attempt a saving throw versus spells with a -4 penalty. 


20 - The psionicist can survive to -I5 hit points 
or automatically make any saving throws to avoid 
unconsciousness or control. Once the power is dropped 
though, if the character still has less than -IO hit 
points remaining, he will instantly fall over dead. Clever 
psionicists will make sure to heal their wounds (or have 
them healed by someone else) beforehand. 

I - The psionicist suffers a -4 on all willpower-related 
saving throws for 2d6 rounds. 


Kinetic Blast 


Psychokinesis 
Level: 4 
Power Score: I4 
PSP Cost: 7 
Range: 400 feet +40 feet/level 
Area of Effect: 20-foot radius spread 
This power brings into being a ball of kinetic force 
that detonates at a specified location within range. The 
resulting explosion deals 7d6+7 points of damage to 
every creature and object within the target area. 
20 - The damage is I0d6--IO. 
I - The ball of force detonates next to the psionicist. 


Kinetic Control 


Psychokinesis 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: 0 

Area oj Effect: Personal 

This is the power of absorbing, storing, and redirecting 
kinetic energy. The psionicist can remove kinetic energy 
from one moving object by touch, stopping it instantly, 
and bestow it on another object immediately or at some 
point in the future. 

While this power is active, the psionicist is immune 
to all physical impacts. A sword slash stops instantly 
when it touches his skin, arrows drop harmlessly at 
his feet, and monsters talons and fangs cant harm 
him. The psionicist absorbs the damage of the blow 
and saves it for later use. Note that the psionicist can 
still be harmed by attacks that inflict their damage by 
contact, such as the energy-draining touch of an undead 
creature or the slow crushing attack of a giant python 
constricting its coils. 
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Using the stored energy requires the psionicist to 
make a physical attack. He can deliver any damage 
he has absorbed previously by touch, punches, or even 
through a hand-held weapon such as a sword. If he hits 
his opponent, the absorbed damage is added to any 
other damage the psionicist causes. 

If the psionicist fails to hit a target before the power 
ceases, the additional damage is lost. Once the energy is 
expended, the power must be re-manifested. A character 
may never store more energy than they have total hit 
points +10. 

This power can't be used to absorb damage from 
a fall. To do so, the psionicist would have to absorb 
his own kinetic energy (in this case, he is the moving 
object) which is something that the power is not capable 
of doing. This might be a valid subject for psionic 
meditation and research, however. 

20 - Any object struck by the psionicist’s energy 
discharge is detonated. Living opponents suffer an 
additional IdIO damage. 

I - The psionicist must save vs. spells or detonate an 
object he is wearing or holding, suffering IdIO points 
of damage. 


Kinetic Cyclone 


Psychokinesis 

Level: 9 

Power Score: 19 

PSP Cost: 17 

Range: 400 feet +40 feet/level 

Area of Effect: 40-foot radius spread 

This power creates a slender vortex of fiercely swirling 
kinetic force. The psionicist can control the vortex and 
aim it at a target, dealing 9d6 points of damage to the 
target (no saving throw permitted). As soon as the vortex 
strikes the target, it explodes into a whirling cyclone with 
a 40-foot radius. 

All creatures in that area (including the initial target) 
are picked up and violently dashed about, taking 18d6 
points of damage. Creatures that make a successful save 
against breath weapon take half damage. 

After being dashed about, each creature that was 
affected finds itself situated in a new space Id4xI0 
feet away from its original space in a random direction. 
Walls and other barriers can restrict this relocation; 
in such a case, the creature ends up adjacent to the 
barrier. 


20 - The cyclone persists for another round, dealing 
the same damage in the same area. 

I - The cyclone erupts where the psionicist is 
standing. 


Kinetic Rebound 


Psychokinesis 

Level: 7 

Power Score: I7 

PSP Cost: 13 

Range: 100 yards 

Area of Effect: I attack 

This power reflects one attack back against its originator. 
So long as the attack has a physical aspect (a lightning 
bolt, a kinetic blast, a catapult stone) and targets the 
psionicist, it rebounds against its originator. 

Should the psionicist rebound a power back against 
a target who also is protected by kinetic rebound, the 
power rebounds once more upon him. 

20 - The psionicist can direct the attack against 
someone other than its originator. 

I - The attack hits the psionicist and deals maximum 


damage/ has full effect. 


Know Course 


Clairsentience 

Level: 2 

Power Score: I2 

PSP Cost: 3/I per hour 

Range: 90 yards 

Area of Effect: Personal 

This power allows the psionicist to hold an accurate 
course without deviation. The psionicist must know his 
current location and where he is going. This can be any 
place he has been before or can reference to a place 
he has been. For example, if he knows that the village 
of Kled is 35 miles northeast of Tyr, he can use this 
power to get to Kled even though he had only been to 
Tyr before. 

Once the power is active, the character gets a strong 
feeling of which way to go. This awareness continually 
updates as long as the power is active. 

20 - The character can retrace his steps as if he had 
been using radial navigation. 

I - The psionicist becomes obsessed with a minor 
landmark along the way and forgets where he is going, 
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Know Location 


Clairsentience 

Level: I 

Power Score: II+ 

PSP Cost: I 

Range: 0 

Area of Effect: Personal 

This power reveals general information about the 
characters location. The character immediately knows 
which way is north. Further information is no more 
detailed than the response of a simple farmer when 
asked, “Where am I?” Typical answers include “a few 
miles south-west of Tyr,” “in the house of Kesik the 
templar,” or “on an island in the Silt Sea”. 

The higher the power check, the more precise the 
location. A roll of I3 to I6 specifies a location within 
IO miles. A roll of I7 or I8 targets an area within a 
mile. A roll of I9 or higher gives the location in a 
planar context (“the Astral Plane”). 

20 - The psionicist determines his exact location and 
the power is automatically maintained for 24 hours. 

I - The psionicist is disoriented and cannot use the 
power again for Id6 hours. 


Lend Health 


Psychometabolism 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 

Range: Touch 

Area of Effect: I creature 

This power allows the psionicist to transfer his hit points 
to someone else he is touching. Each hit point transferred 
heals one point of damage. The character can transfer 
up to twice his level in hit points every round. 

If the psionicist tries to transfer hit points when he 
has fewer than five hit points remaining, he must make 
another power check. If this fails, he cannot transfer the 
hit points. In any case, he cannot transfer hit points 
if he has only one remaining. The beneficiary of this 
power can never exceed his normal, healthy total of hit 
points. 

20 - Every point drained from the psionicist heals two 
in the beneficiary. 

I - The psionicist suffers the targets wounds - neither 


is healed. 


Levitation 


Psychokinesis 

Level: 2 

Power Score: 12+ 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

This power allows the user to float. The user can lift 
himself at the rate of I foot per second, or 60 feet 
per round. He can descend as quickly as he wants 
by simply letting himself fall, then slowing down as 
he nears the ground. The user can always levitate his 
own weight. Additional weight, such as equipment or 
passengers, is a hindrance. Every 25 pounds of added 
weight raises the power score by +I. 

Levitation isn't flying. The power provides no horizontal 
movement. The user can hover motionlessly and drift 
with the wind if he wants, or he can push off a fixed 
object and drift up to 60 feet per round in a straight 
line. He can’t stop until he meets another solid object, 
lowers himself to the ground, or stops paying the PSP 
cost. Two powers — control wind and project force = 
can help the levitating user propel himself forward and 
change direction. These additional powers require the 
extra expenditure of PSPs and power checks. 

20 - Levitation rate doubles to 120 feet per round. 

I - The psionicist’s weight doubles for one round. If 
he falls, he suffers an extra Id6 damage. 


Life Draining 


Psychometabolism 
Level: 3 
Power Score: 13 
PSP Cost: 5/2 
Range: Touch 
Area of Effect: I creature 
With this power, a psionicist can drain hit points from 
another character and use them to recover his own. This 
transfer occurs at the rate of Id6 points per round. The 
character can absorb up to IO more hit points than his 
healthy total, but the bonus points last only one hour. 
After that, if the psionicist still has more hit points than 
he should, the excess points vanish. 
20 - The rate of transfer is 2d6 hit points per round. 
I - The transfer is reversed and the psionicist loses 
3d6 hit points to his target. 
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Magnetise 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3/I+ 

Range: 30 yards 

Area of Effect: I metal object weighing IO lbs. or more 
A psionicist using magnetise can change the magnetic 
orientation of a metal object, strongly magnetising it. The 
power affects up to I0 lbs. For every pound above that, 
the psionicist must spend an additional 2 PSPs, so a 
20 lbs. item costs 23 PSPs to magnetise. Maintenance 
costs are unaffected by this. 

The effects of this power are simple: the psionicist 
can make the item attracted to other metal objects 
or repelled by other metal objects. Any metal objects 
within 20 feet of the magnetised object are within its 
magnetic influence. Metallic creatures gain a saving 
throw versus spells to avoid being magnetised. 

In deciding how magnetise affects an object, remember 
that a heavier, object remains stationary, while a lighter 
object moves toward or away from it. If a character's 
short sword is magnetised and his friend standing beside 
him is wearing plate mail, the short sword will go flying 
over to stick to the armoured fellow, not the other way 
around. 

A creature holding or wearing an object under 
magnetic influence may attempt a Strength check to 
retain control of the item. 

A character wearing metal armour can be immobilised 
if he fails his Strength check. Other effects are left 
to the DM’s imagination, but small objects such as 
daggers can reach impressive speeds when attracted or 
repelled by magnetism 

20 - All Strength checks made by opponents to keep 
control of metal items fail. 

I - All metal objects on the psionicists person are 
scattered 2dI0 feet in random directions. 


Martial Trance 


Clairsentience 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 50 yards 

Area oj Effect: Personal 


This power helps the user in psionic combat. By entering 
a trance before combat, the user focuses his attention 
on psionic activity, tuning out other distractions. While 
in the trance, the user gains a +I to all power checks. 

The trance ends when the user chooses, by any 
moderate physical contact (a blow, shake, or slap), or 
when his PSPs are reduced to 0. As his attention is 
focused on the psionic battlefield, melee attacks against 
him hit automatically and cause maximum damage. 

20 - The psionicist receives +3 to all power checks 
for the duration of this power. 

I - The psionicist receives -I to all power checks for 


24 hours. 


Mass Manipulation 


Psychokinesis 
Level: 3 
Power Score: 13+ 
PSP Cost: 5/2 
Range: 20 yards 
Area of Effect: I object 
This power influences the way in which gravity affects 
an item. The weight of the item can be increased by 
200% or reduced by 25% for the duration of the power. 
Creatures wearing armour that is made heavier suffer 
a -2 penalty to attack rolls and AC and are reduced to 
I/2 of their normal movement. Weapons made heavier 
or lighter suffer -2 to hit and damage. Light objects 
can be thrown or fired twice as far as normal. Very 
heavy objects can be lightened to make them easier 
to move. Some objects may be drastically affected c8 
roof doubled in weight may collapse, while a lightened 
anchor may not hold. The DM should use his best 
judgment in deciding the power's exact effects. 
The more massive the target, the higher the power 
score needed to affect it: 
Weight of Object 


Power Score 


20 lbs. or less I3 
21-50 lbs. I5 
51-100 lbs. 17 
101-500 lbs. I9 

500 lbs. or more 2I 


20 - The item can be reduced to 10% of its normal 
weight or increased to 40096 normal. 

I - The psionicist increases his own mass exponentially 
and collapses beneath his own staggering weight. He 
cannot move or attack for 2dIO turns. 
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Megakinesis 


Psychokinesis 

Level: 9 

Power Score: I9 

PSP Cost: 17/8 

Range: 60 yards 

Area oj Effect: I object or creature 

Megakinesis is telekinesis on a truly grand scale. The 
psionicist can perform incredible feats of psychokinesis, 
moving objects that weigh thousands of pounds with the 
power of his mind. 

The psionicist may move an object weighing up to 
500 pounds for the initial cost of I7 PSPs and the 
maintenance cost of 8 PSPs per round. For each 25 
pounds of additional weight, the psionicist must pay 
I more PSP for the initial cost. The maintenance 
cost remains half the initial cost. For example, if the 
psionicist decides to pick up a 1,500 pound half-giant, 
the cost will be 57 PSPs for the initial duration and 28 
PSPs per round thereafter. 

Objects levitated by the psionicist can be moved at 
the rate of 60 feet per round - too slow to be used as 
weapons, although heavy objects can be dropped on top 
of enemies who aren't paying attention to the psionicist. 
Living creatures picked up by megakinesis receive a 
saving throw versus spells to avoid the effect if they do 
not wish to be moved around by the psionicist. 

The psychokineticist may also use these enormous 
forces to open doors, pin an enemy in place, or bend 
or break things. For these purposes, he has an effective 
Strength score that varies with the amount of weight he 
wants to be able to move: 

20 - The psionicist only pays half the normal PSP 
cost for the object he was trying to move. 

I - The psionicist overtaxes his brain and suffers 
2d10 damage. If he fails a saving throw versus death, he 
falls unconscious for 2d6 days. 


Initial PSP Maintenance Effective 
Weight Cost Cost Strength 
500 lbs. I7 8 I9 
650 lbs. 23 1t 20 
850 lbs. 31 I5 2I 
1,050 lbs. 39 19 22 
1,250 lbs. 47 23 23 
1,450 lbs. 55 27 24 
1,750 lbs. 67 33 25 


Mental Barrier 


Telepathy 
Level: 4 
Power Score: 14/MAC 
PSP Cost: 7 
Range: 0 
Area of Effect: I creature 
This is one of the five telepathic defence powers used to 
defend a closed mind against being opened involuntarily. 
When not used to protect a mind from being opened, 
the power closes an open mind for one round per 
psionicist level. The affected mind can be opened with 
a telepathic attack but will close again automatically 
on the target's turn the next round without the target 
needing to spend a round in concentration to close 
their mind. 

20 - The power lasts an additional 2d4 rounds. 

I - The psionicist’s mind is opened for Id6 rounds. 


Metafac ulty 


Clairsentience 
Level: 9 
Power Score: 19 
PSP Cost: 17/8 
Range: Personal 
Area of Effect: Personal 
This power elevates the psionicists mind to a near- 
universal consciousness, cogitating countless impressions 
and predictions involving any creature he has seen 
before, personally or by means of another power such as 
scrying. The psionicist learns the following facts: 
€ its name, race, alignment, and character class 
€ a general estimate of its level or Hit Dice - low 
(5 HD or lower), medium (6 to II HD), high 
(I2 to 20 HD), very high (21 HD to 40 HD), or 
extreme (41 HD or higher) 
e its location including place of residence, town, 
country, world, and plane of existence) 


significant items currently in its possession 

€ significant activities undertaken in the previous 8 
hours, including locales travelled through, names 
or races of creatures fought, spells cast, items 
acquired, or left behind including their location) 

€ acurrent mental view of the creature, as described 

in the scrying power, which the psionicist can 

maintain for up to I round per level. 
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The DM determines what items or activities are 
significant to the envisioned creature. For instance, a 
high-level character probably pays little attention to 
a potionfruit of cure light wounds on her belt, but 
a low-level character might regard it as a significant 
possession. Similarly, no one regards a routine meal as 
noteworthy, but attending a court banquet most likely 
would be seen as significant. 

Metafaculty can defeat spells, powers, and special 
abilities such as mind blank (or even a wish spell) 
that normally obscure clairsentience powers. Psionicists 
wishing to defeat these sorts of otherwise impervious 
defences must engage in a psychic contest. 

Metafaculty is defeated by psionic enchantments and 
high-magic special abilities that obscure divinations and 
clairsentience powers. 

20 - The psionicist gains insight into the creature's 
activities over the last 24 hours. 

I - The psionicist gains wildly inaccurate information 
about the target creature. 


Metamorphosis 


Psychometabolism 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 

Range: 0 

Area of Effect: Personal 

This power resembles polymorph, but it has a wider 
application. The user can change himself into anything 
with approximately the same mass as his body: a kank, a 
chair, or even a tree. While in this form, the user retains 
his own hit points and attack bonus, but he gains the 
AC of the new form. He also gains all physical attacks 
the form allows, but no magical or special abilities 
(including poison, gaze attacks, or weapon immunities). 

A new attack ability depends on the form chosen; 
a tree, for example, cant attack, so it has no attack 
bonus. Non-magical movement is also gained. If the 
user metamorphs into another character race, use that 
races standard statistics. 

Some forms have intrinsic advantages. Changing into 
a fish or rock renders the user immune to drowning, 
though he doesn't retain any senses not normally 
associated with his new form. He may opt to keep some 
of his own senses when he transforms, but these are 
likely to give him away. 


Psionic Powers 


Like any massive change of shape, metamorphosis 
causes great physical stress. The user must make a 
system shock roll. If the roll fails, he expends 7 PSPs, 
changes form only for I round, and immediately passes 
out for 2d6 turns. 

20 - The system shock roll automatically succeeds and 
the new form can be up to three times the psionicist's 
mass. 

I - The psionicist must save vs. polymorph or the 
change is permanent. 


Mind Bar 


Telepathy 

Level: 8 

Power Score: I8 

PSP Cost: 15/7 

Range: 0 

Area of Effect: Personal 

Mind bar is a magician’s bane and the telepath’s boon. 
When this power is active, it gives the psionicist 75% 
magic resistance against charm, confusion, ESP, fear, 
feeblemind, magic jar, sleep, and suggestion spells. It 
also offers complete protection against possession of any 
sort. 

In addition, mind bar protects an open mind against 
all telepathic powers. A telepathic power can’t affect a 
barred open mind unless the telepathic attacker prevails 
in a psychic contest. 

20 - The telepath gains a +5 bonus to his power 
check when defending in a psychic contest. 

I - The telepath’s saving throw vs. the spells listed 
above suffers a -4 penalty for one hour. 


Mind Blank 


Telepathy 
Level: 2 
Power Score: I2 
PSP Cost: 3/I 
Range: 0 
Area of Effect: Personal 
This is one of the five telepathic defence powers used to 
defend a closed mind against being opened involuntarily. 
When not used to protect a mind from being opened, 
the power grants the psionicist a +3 MAC bonus. 

20 - The MAC bonus increases to +5. 

I - The psionicist’s suffers a -3 MAC penalty for 
Id4 rounds. 
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Psionic Powers 


Mind over Body 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3 per day 

Range: Touch 

Area of Effect: Personal 

Mind over body allows the user to suppress his body’s 
need for food, water, and sleep. In exchange for one 
hour of meditation per day, all of the psionicist’s 
physical needs are overcome. He does not feel hunger, 
exhaustion, or thirst, nor does he suffer any ability 
reductions for starvation. 

The psionicist can also suppress the basic needs of 
others while suppressing his own. To do so, he must 
pay an additional 10 PSPs per person per day and 
spend an additional hour of meditation per person per 
day. Each person being aided must remain in physical 
contact with the psionicist throughout the entire period 
of meditation. Usually, all the characters hold hands, 
forming a continuous line or circle, but any form of 
physical contact will suffice. 

The psionicist can survive in this fashion for a number 
of days equal to his experience level. At the end of 
that time, he collapses from exhaustion. He must then 
rest one day for every two days spent sublimating his 
body's needs. Or he can be restored through 24 hours 
of complete healing. These rules also apply to any 
characters the psionicist has aided. 

20 - The psionicist need not rest after using this 
power. 

I - The power fails and the psionicist must rest for 
24 hours. 


Mind Thrust 


Telepathy 

Level: 3 

Power Score: 13/MAC 

PSP Cost: 5 

Range: 90 yards 

Area of Effect: I creature 

This is one of the five telepathic attack powers used to 
establish contact with a closed mind. It is a stabbing 
telepathic attack that causes a target with an open mind 
to lose the use of one psionic power for Id6 days. The 
psionic power lost is determined randomly. 


20 - A target with an open mind loses one randomly 
determined psionic power for 2d6 days. 
I - The psionicist loses 5d6 PSPs and the use of one 


randomly determined power for one day. 


Mindflame 


Telepathy 

Level: 7 

Power Score: 17/MAC 

PSP Cost: 13/6 

Range: 30 yards 

Area of Effect: 50-foot x 20-foot cone (up to 6 creatures) 
Mindflame is a wave of deadly mental force that can 
destroy lesser intellects. It strikes up to six creatures with 
open minds in the area of effect with a mental barrage 
that can incapacitate or even kill its victims. The area 
of effect is a cone with dimensions as noted above, with 
its apex at the psionicist. 

Victims who are psionicists are safe so long as their 
minds are closed, but any creature with an open mind 
can be affected. The effects vary with the victim’s level 
or Hit Dice: 


Target’s Level 
Less than I level or Hit Dice 


Effect 
Comatose for Id6 days, lose 
Id3 points of Intelligence 
I to 2 levels or Hit Dice Unconscious jor HES 
lose I point of Intelligence 
Paralysed for Id4 turns 
Stunned for Id6 rounds 


Dazed for Id3 rounds 


24-I to 4 levels or Hit Dice 
44-I to 8 levels or Hit Dice 
8+I or more levels or Hit Dice 


Regardless of the effect, the victim is entitled to a 
saving throw vs. death magic to avoid the mindflame. 
Creatures rendered comatose by the mindflame must 
make a second save vs. death or die at the end of their 
unconsciousness. Creatures rendered unconscious must 
make a second save or lapse into a coma (without the 
risk of death). 

Stunned creatures may not move, attack, manifest 
psionic powers, or cast spells, and suffer a -2 penalty 
to Armour Class. Dazed creatures may move at half 
normal speed, attack with a -2 penalty, and defend 
normally, They must make a successful saving throw 
versus spells to manifest a psionic power or cast a spell. 

The effects of the mindflame can be corrected by 
psychic surgery, a limited wish, or a cure serious wounds 
or more powerful healing spell (although this latter will 
not restore lost ability points). 
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Mindflame is exhausting to the psionicist; if invoked 
more than once in a day, the psionicist suffers a -4 
penalty on his power check. It is also a very dark use 
of one’s inner strength, and psionicists who maim lesser 
intelligence find their alignments moving toward evil. 

20 - The effects are advanced one category, so 
creatures of 8+I Hit Dice or more would be stunned 
instead of dazed, and so on. 

I - The psionicist is affected by his own power. 


Mindlink 


Telepathy 

Level: 3 

Power Score: 13/MAC 

PSP Cost: 5/2+ 

Range: 100 yards 

Area of Effect: I creature 

This power allows wordless two-way communication with 
any intelligent creature with an open mind. The user 
receives only those thoughts the target wants to send. 
Language isnt a barrier to mindlink. If the target is 
unwilling, the PSP cost is determined by their level: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice 5/2 
6-10 levels or Hit Dice 6/3 
II-I5 levels or Hit Dice 7/3 
16-20 levels or Hit Dice 9/4 
214 levels or Hit Dice 10/5 


20 - The mindlink allows one probing question - see 
probe. 

I - The psionicist must save vs. petrification or be 
stunned for Id4 rounds. 


Mindwipe 


Telepathy 

Level: 5 

Power Score: 15/MAC 

PSP Cost: 9/4 

Range: Touch 

Area of Effect: I creature 

Mindwiping is a crude form of psychic surgery which 
affects the IQ of a subject with an open mind (it’s 
like a temporary lobotomy). The telepath systematically 
seals off portions of the subjects mind, making whatever 
knowledge was contained there inaccessible. When a 


mindwipe is attempted, the victim saves vs. spell. If he 
succeeds, the mindwipe is thwarted for one round but 
next round the psionicist can try again. 

Each round of mindwiping has two important, 
effects. First, it the 
Intelligence and Wisdom scores by I point. Second, 


immediate reduces victim's 
it reduces his experience level or Hit Dice by I 
point. These reductions have considerable impact. All 
characters may lose non-weapon proficiencies and their 
Insight and Will Bonuses. Experience level and Hit 
Dice losses affect everything except hit points, which are 
unchanged, regardless of what is wiped from the target's 
mind. Intelligence and Wisdom losses affect characters 
as if they were permanent. Priests lose bonus spells, 
their chance of spell failure rises, and eventually they 
cannot cast spells. Wizards lose bonus spells and suffer 
reductions in their maximum spell level, their chance to 
learn spells, and their maximum spells per level. 

When the number of available spells ata spell level 
drops, a character must make an ability check before 
casting a spell of that level. Wizards roll an Intelligence 
check. Priests roll a Wisdom check. Both use current 
scores. If the check succeeds, the character can cast the 
spell. If it fails, he has forgotten the spell and can’t cast 
any spell that round. 

The telepath may use this power to seal off memories, 
instead of Intelligence or Wisdom. Memories are lost 
from most recent to most distant. The first round seals 
off the previous day, the second round the previous week, 
the third the previous month, the fourth the previous 
year, and the fifth and subsequent rounds IO years 
each. The victim still loses one level for each round. 

At the psionicist’s option, he can try to bar a specific 
memory or skill (like picking locks or a specific spell). 
Work of this precision requires a second power check. 
If the psionicist fails this precision power check, he blots 
out a month surrounding the event or the most recent 
use of the skill in question. 

Losses are permanent, even after the power ends, but 
mindwipe only seals off information; it doesn't erase 
it. All of a characters lost Wisdom, Intelligence, and 
experience level can be restored through psychic surgery. 
This power has no effect against creatures with neither 
stats nor Hit Dice. 

20 - No saving throw is allowed. 

I - The power affects the psionicist instead of his 
intended victim. 
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Mindwreck 


Telepathy 

Level: 4 

Power Score: 14/MAC 

PSP Cost: 7 

Range: 50 yards 

Area of Effect: I creature 

Mindwreck is a nasty mental attack that is analogous to 
a vandal wrecking a building. This is a brutal assault 
that is aimed destroying the part of the brain devoted 
to sanity. 

When an opponent is attacked with the mindwreck, 
power, the attacker must first defeat the victim’s psionic 
defences Gf any) and open their mind. Then the victim 
must make a saving throw versus paralysation. If the 
saving throw is failed, this means the victim has gone 
mad, and is unable to cast spells, or think clearly. All 
spells are wiped out of the victim's mind. Memory and 
reasoning abilities work erratically. 

À mindwreck victim attempting to use psionics 
operates at half his attribute, . Thus, a victim with a I2 
Wisdom effectively has a 6 Wisdom. Anyone attempting 
to read a victim's mind finds only a confused jumble 
of images which make no sense at all. Recovery from 
mindwreck requires two weeks of bed rest, followed by 
psychic surgery. 

20 - The victim receives no saving throw and is 
automatically driven mad. 

I - The psionicist cannot use any psionic powers save 
defence modes for Id6 rounds. 


Molecular Bonding 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: I0 yards 

Area of Effect: 6 square inches 

Molecular bonding allows the psionicist to join two 
surfaces together at the molecular level. An enemy's 
boots can be joined to the floor, his sword to its sheath, 
or the joints of his armour fused together. Molecular 
bonding can be used to repair damaged items, such 
as joining two shards of a sword together or repairing 
a broken bowstring. The power does not affect living 
creatures. 


The rate of joining is approximately 6 square inches 
per round. If used on someone's armour, this will suffice 
to freeze one joint or fix one boot to the ground. À 
character immobilised in this fashion can usually wriggle 
out or tear free in one round, but a character wearing 
a chitin warsuit is probably immobilised for quite some 
time. 

20 - The rate of bonding increases to 24 inches per 
round. 

I - The psionicist bonds his own boots to the ground 
and becomes stuck. 


Molecular Manipulation 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3/I 

Range: I5 yards 

Area of Effect: 2 square inches 

This power allows the user to weaken the molecular 
bonds within an object. When stress is applied to the 
object or a blow is struck, it snaps. The user can create 
one “weak point” of approximately 2 square inches 
per round. Deterioration occurs across a plane (in two 
dimensions, not three). 

One round’s application is enough to fatally weaken 
most small objects (knives, ropes, saddle straps, bows, 
etc.). Larger objects require more time and are subject 
to the DM’s discretion. 

The DM must decide how vulnerable molecular 
manipulation makes larger, oddly shaped items (such as 
doors and shields). An object need not be in two pieces 
to be useless. A small boat, for example, is unsafe if it 
has a crack in its hull. 

20 - Molecular weakening occurs at 4 square inches 
per round. 

I - The item is strengthened and takes twice as much 
manipulation to weaken. 


Molecular Rearrangement 


Psychokinesis 

Level: 4 

Power Score: 14+ 

PSP Cost: 7/3 per hour 
Range: 2 yards 

Area of Effect: I item 
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Molecular rearrangement allows the psionicist to change 
an item’s fundamental nature or properties. This power 
cannot create matter or mass from nothing, Nor can 
it change a material’s state from liquid to solid, gas to 
liquid, and so on. It is best suited to converting one sort 
of element into another, but can also be used for more 
complex operations - neutralising a poison, for example. 

Converting one element to another is usually a 
simple operation, in which one ounce of material can 
be changed each hour. The initial PSP cost covers the 
first hour - the psionicist pays the maintenance cost 
for the remainder of the duration. Typical conversions 
of this type include steel to lead, or any metal to gold. 
More complex rearrangement, like changing a metal 
to glass or changing a wooden goblet toa ruby goblet, 
takes four times longer. 

The creation of gold coins from other metals is 
possible, but it’s no way to get rich quick. At the rate of 
one ounce per hour, it would take I6 hours - about two 
work days - to change IO copper pieces into IO gold 
pieces, for a net profit of 9 gold pieces. If the psionicist 
wanted to turn ceramic coins into gold, it would take 
four times as long, 

Molecular rearrangement is often used to create 
superior weapons. A psionically tempered weapon may 
receive a +I on damage rolls. The process is time- 
consuming, For example, a typical short sword takes at 
least 40 hours to temper psionically. (The average short 
sword weighs 3 pounds, or 48 ounces, most of which 
is the blade.) A psionically tempered weapon does not 
automatically offer a +I attack roll bonus. In order to 
receive that bonus, the psionicist must have the craft 
(weaponsmithing) proficiency and make a successful 
proficiency check when he fashions the weapon. 

The psionicist makes his power check when the process 
is complete. If it fails, he did not waste all his effort. 
The difference between the character’s die roll and his 
power score, multiplied by 10, equals the percentage of 
work which must be redone 

This power has no effect against living creatures 
weighing more than one ounce. Creatures weighing one 
ounce or less are killed if their molecules are rearranged. 

20 - The new material has some extraordinary 
quality, as determined by the DM (exceptionally light 
or durable, for example). 

I - The item is seriously flawed and the psionicist 
must start over. 
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Momentum Theft 


Psychokinesis 

Level: 3 

Power Score: I3 

PSP Cost: 5+ 

Range: 30 yards 

Area of Effect: I creature or object 

This power allows a psionicist to drain a target of 
its momentum, causing it to stop moving. The stolen 
momentum is dissipated harmlessly in the ground at 
the psionicist’s feet. Arrows, catapult missiles, and even 
flying creatures can be halted in mid-air and begin to 
fall. Winged creatures can usually break their fall after 
a drop of IO to 20 feet, however. 

Creatures walking or fighting are temporarily thrown 
off-balance and must make a Dexterity check to avoid 
stumbling and losing their action for the round. A 
running or charging creature must make a Dexterity 
check with a -4 penalty or take a running tumble for 
Id4 points of damage and be stunned for I-2 rounds. 

If this power is used on a falling character, it stops him 
instantly - and then he begins to fall again. However, 
since his speed was reduced to 0, falling damage is only 
counted for the distance he fell after his momentum 
was neutralised. 

It is hard to remove the momentum of heavy and fast- 
moving objects. The larger and faster an item, the more 
PSPs it costs to arrest its movement. The base cost of 
5 PSPs will stop a Medium creature (200 pounds) with 
a movement rate of I2, which is equal to walking at 
about four miles per hour. 

Each doubling of speed or weight costs an additional 
5 PSPs, so it costs 25 PSPs to stop a charging half- 
giant in his tracks. 

20 - The removal of momentum immobilises the 
target for one full round. 

I - The psionicist knocks himself sprawling and must 
save vs. death magic or be stunned for Id3 rounds. 


Mysterious Traveller 


Telepathy 

Level: 4 

Power Score: I4 

PSP Cost: 7 

Range: 60 yards 

Area of Effect: Personal 
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This power begins a contagious rumour about the 
psionicists whereabouts and direction of travel. The 
subjects take extraordinary notice of the psionicist’s 
dress, appearance, mannerisms, and spend an entire 
day remarking about the traveller they have seen. Their 
memory is entirely accurate except when it comes to his 
direction and mode of travel. A subject may say he was 
an “extraordinary elf, who made his way south out of 
town on the caravan” to one acquaintance, then insist 
an hour later that he “ran from town to the northwest”. 

All characters with open minds within the power's 
area of effect continue these rumours all day, except 
that characters who personally know the psionicist are 
unaffected. Unaffected people who hear the rumour may 
pass it along normally. The power can throw pursuers 
off the right track. Used in a city's market, the collective 
rumours quickly place the psionicist all over town. Used 
among nomadic elves, the psionicist might be rumoured 
to be anywhere among the Seven Cities in a matter of 
days. 

20 - The “mysterious traveller” rumour continues for 
three full days. 

I - People in the area of effect are so taken with the 
psionicist that they try to follow him for 24 hours. 


Nerve Manipulation 


Psychometabolism 

Level: 5 

Power Score: 15+ 

PSP Cost: 9 

Range: Touch 

Area of Effect: I creature 

This power allows the psionicist to do terrible things 
to the nervous system of another creature. With a 
touch, he can inflict wracking pain, unconsciousness, 
or even death. This power works best on creatures of 
the psionicists own species; there is a -2 penalty to 
the power check if the psionicist uses the power on a 
creature of a different species, and a -4 penalty if the 
psionicist uses the power on a creature of a different 
order such as an insect or a plant. 

The psionicist must touch the skin of the victim, which 
can be a difficult proposition in combat - a normal 
attack roll to hit the victim is required. If he attacks 
successfully, the effect on the victim is determined by 
the psionicists power check, as shown on the following 


table: 


Power Check Result 

Spasms: -2 penalty to victim's attacks and AC for 

15-17 
Id3 rounds 

18-19 Pain: -4 penalty to victim's attacks and AC for Id3 
rounds 

20-23 Stunning: the victim is stunned and unable to act 
for Id4+I rounds 

24-26 Unconsciousness: the victim is out cold for 2d6 full 
turns 

27+ Death: the victim collapses and dies in Id3 rounds 


The victim may attempt a save vs. poison to avoid the 
effects. Any effects can be neutralised by a neutralise 
poison spell or the successful use of the antidote 
function of poison simulation. If the psionicist wishes, 
he can “pull his punch,” using a lesser effect on the 
victim than that indicated by the power check result. 

20 - Even if the victim makes his saving throw he is 
still stunned for Id2 rounds. 

I - The psionicist must save versus poison or suffer 
one of the above effects, determined randomly. 


Object Reading 


Clairsentience 

Level: 2 

Power Score: 12+ 

PSP Cost: 3 

Range: Touch 

Area of Effect: One item 

This power allows the user to detect psionic impressions 

left on an object by a previous owner. These impressions 

include the owner's race, sex, age, and alignment. The 

power can also reveal how the owner came to possess 

the item and how he lost it. An object can be read 

successfully only once per experience level. Additional 

readings at the same level reveal no new information. 
The information gained depends on the power check. 

The user learns the information listed at his power 

check result, plus all results at preceding levels: 


Power Check 


Information Gained 


I2 Last owner's race 

I5 Last owner's sex 

I7 Last owner's age 

1 Last owner's alignment 

20 How last owner gained and lost object 


20 - The psionicist automatically learns all information 
on the table above. 

I - The psionicist is obsessed with the object; he 
strives to keep it until he can attempt to read it again. 
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Obsidian Form 


Psychometabolism 

Level: 8 

Power Score: I8 

PSP Cost: 15/7 

Range: 0 

Area of Effect: Personal 

This power transforms the psionicist’s body into living 
obsidian, which grants him several powerful resistances 
and abilities. The psionicist can only be hit by +I 
or better weapons. He is immune to blindness, ability 
score damage, deafness, disease, drowning, electricity, 
poison, stunning, and all spells, powers or attacks that 
affect his physiology or respiration, because he has no 
physiology or respiration while this power is in effect. 
The psionicist takes only half damage from acid and 
fire of all kinds. However, he also becomes vulnerable to 
all special attacks that affect obsidian golems. The DM 
will provide more information on this when appropriate. 

The psionicist gains a +4 bonus to his Strength, but 
suffers a -4 penalty to Dexterity as well (to a minimum 
Dexterity score of I), and his movement rate is reduced 
to half normal. He cannot cast spells, cannot drink (and 
thus can’t use potions), or play wind instruments. 

His unarmed attacks deal Id6 points of damage. His 
weight increases by a factor of ten, causing him to sink 
in water or silt like a stone. However, he could survive 
the crushing pressure and lack of air at the bottom of 
an ocean - at least until the powers duration expires. 

20 - The maintenance cost is halved. 

I - The psionicist is turned to obsidian but cannot 
move. After Id6 hours he returns to normal. 


Opposite Reaction 


Psychokinesis 
Level: 3 
Power Score: 13 
PSP Cost: 5 
Range: 90 yards 
Area of Effect: I missile 
Acting upon a single missile attack, this power blasts 
energy of equal power from the missile in the opposite 
direction, striking the attacker. 

The missile must be physical, not magical. The 
psionicist must see the missile and use the power as it 
is being fired - this usually means that the psionicist 


must win initiative and hold his action until his target 
fires. If the psionicist makes his power check, the target 
takes damage equal to the damage he rolls for the 
missile attack. 

This power has no effect on the physical missile fired 
- the missile functions normally. If the physical missile 
is flaming or magically enhanced, the blast of energy 
does not gain those attributes. 

20 - The blast of energy is so great that it destroys 
the missile and the psionicist takes no damage. 

I - The force is instead added to the missile and the 
psionicist takes double damage. 


Overland Flight 


Psychokinesis 
Level: 6 
Power Score: I6 
PSP Cost: 11/5 per hour 
Range: 0 
Area of Effect: Personal 
This power functions exactly the same as psionic flight 
but has a duration measured in hours, not rounds. 
The psionicist can fly at a movement rate of I8, can 
manoeuvre horizontally or vertically in any fashion 
desired with a manoeuvrability class of B, and can 
attack or manifest other powers while flying. When the 
power ceases or the psionicist runs out of PSPs, she 
drops like a rock. She would be wise to land before 
this occurs. 

To find a creature's approximate hourly movement 
rate in miles, divide their movement rate by 3. 

20 - The psionicist is able to fly at twice her normal 
speed. 

I - An abortive attempt at flight hurls the psionicist 
10-40 (d4xIO) feet in a random direction, including 
straight up. 


Phase 


Psychoportation 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 

Range: 0 

Area of Effect: Personal 

This power allows the user to shift his body into a 
different frequency of motion, making him transparent 
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to the unphased world around him. While this power 
is in effect, the user can walk through solid matter. No 
physical force or energy can harm him, though other 
phased objects or creatures can do so. 

A phased character can move vertically at I0 feet 
each round; over solid ground at his normal movement 
rate; over water or silt at half normal; and through solid 
matter at one-fourth the normal rate. If a character fails 
to pay the cost while moving through solid matter, he 
suffers 3d10 points of damage, falls into a coma for Id6 
hours, and phases immediately into the Gray. Note that 
a phased character isn’t affected by gravity. If a psionicist 
is falling off a cliff and manifests this power, he retains 
any momentum he had and phases into the ground 2 
I/2 feet for every IO feet he falls. He must then have 
enough PSPs to reverse his fall and phase out of the 
ground or suffer the consequences noted above. 

A phased character receives a +2 bonus to his 
MAC during psionic combat and a +2 bonus to 
all saving throws vs. mind-affecting magic or effects. 
Conversely, his power checks to make mental attacks 
suffer a -2 penalty. 

20 - The psionicist can move at his normal movement 
rate in any direction or terrain while phased. 

I - One of the psionicists items is phased for Id6 
turns. 


Phase Object 


Psychoportation 

Level: 5 

Power Score: I5 

PSP Cost: 9/44 

Range: 20 yards 

Area of Effect: I object 

With this power, the psionicist can extend her phasing 

powers to an object. A boulder blocking a tunnel can 

be phased in order to allow passage, an enemy's sword 

can be rendered harmless, or a building can be forced to 

collapse by reducing its supports to an insubstantial form. 
The larger an object, the more difficult it is to phase. 

The rule of thumb is I PSP per IO pounds, with a 

minimum cost of 9 PSPs. Phasing an object does not 

harm it. An object being phased cannot be affected by 

any plysical force, but can be affected by other phased 

objects. À psionicist can use this power on his own 

sword to make it capable of harming another phased 

character. 


Phased objects retain any momentum they had when 
they were affected, so a catapult missile will continue 
in its trajectory - it just wont do any damage when it 
strikes its target. Phased objects that were not moving 
stay where they were. 

If the object is being worn or carried by an unwilling 
subject, the victim may attempt a saving throw versus 
spells to avoid the effect. 

20 - The psionicist may disintegrate the item if he 
so chooses. 

I - 'The psionicist must save versus spells or 
disintegrate a random piece of his own equipment. 


Pheromone Discharge 


Psychometabolism 

Level: 2 

Power Score: I2 

PSP Cost: 3/I per hour 
Range: 0 

Area of Effect: Personal 
The pheromone discharge power causes the psionicist’s 
skin give to off beneficial odours that affect lower insects. 
Only insects of animal Intelligence are so affected, but 
their impressions of the psionicist can be controlled 
to a great degree. The psionicist can use this power 
to masquerade as any type of insect, or any class of 
insect within a society. In a hive, the psionicist can 
impersonate a worker, soldier, even a queen, changing 
whenever he likes. 

Changing his odour to that of another insect species 
usually draws an attack, which may be useful to the 
psionicist as a diversion. Any insect of greater than 
animal Intelligence immediately sees the psionicist for 
what he really is. 

The perform 


communication with controlled pheromone releases. He 


psionicist can also rudimentary 
can send rudimentary information but has no means to 
interpret the answers received. 

Thri-kreen regard this power as most distasteful, a 
savage abuse of psionics against the near-perfect order 
of common insect life. They respond with hostility when 
aware of its use. 

20 - The psionicist can maintain the power without 
PSP cost for 4d6 hours. 

I - The insects are enraged by the pheromones they 
detect, and attack the psionicist and his allies without 


cease until destroyed. 
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Phobia Amplification 


Telepathy 

Level: 5 

Power Score: 15/MAC 

PSP Cost: 9/4 

Range: 100 yards 

Area of Effect: I creature 

This power allows the psionicist to reach into someone’s 
mind and discover his greatest fear, then amplify it 
to the point of irrationality. A victim with an open 
mind who fails a saving throw vs. spell believes he is 
imminently threatened by the object of this fear, even 
if it is completely absurd. A character with a fear of 
falling, for example, is convinced he could pitch over a 
cliff at any moment - even while on an endless prairie 
- unless he stands absolutely still. 

The reaction of the frightened character depends on 
the fear. He will defend himself if attacked (unless 
defending himself is tied in to his phobia). A wizard 
may teleport away or use other spells to guarantee his 
safety. Other characters might freeze in place or flee for 
their lives. But all of their actions will be geared toward 
protecting against the fearsome object or situation. 

This fear lasts as long as the power remains active. 
Once the power ends, the fear fades back to its normal 
proportions, probably leaving the character lightly shaken 
and more than slightly changed. 

20 - The target’s save vs. spells automatically fails. 

I - The subject has no detectable phobias. 


Photosynthesis 


Psychometabolism 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area of Effect: Personal 
A psionicist can gain energy and rejuvenation from the 
energy of the sun by using this power. For each round 
that he rests in a sunny area while using photosynthesis, 
he heals one hit point. If photosynthesis remains active 
for a turn or more, the psionicist satisfies his need for 
one meal that day and only requires half of the water 
he would normally have to drink. 

The psionicist must remain still while using the power, 
or he gains no benefit from it. 


20 - The psionicist fulfils his daily water requirements 
with one turn of photosynthesis. 

I - The psionicist lapses into a light doze and sleeps 
until awakened or until nightfall. 


Planar Transposition 


Psychoportation 

Level: 9 

Power Score: 19 

PSP Cost: 17/8+ 

Range: 150 yards 

Area of Effect: 30-foot cube 

This power allows the psionicist to switch a portion 
of the Prime Material Plane for a portion of another 
plane. If the psionicist transposes his surroundings with 
one of the Inner (elemental) Planes or the Ethereal 
or Astral Plane, the initial cost is I7 PSPs. If he 
actually summons a portion of an Outer Plane, the 
initial cost is 50 PSPs. Attempting to transpose the 
Ethereal, Astral or Outer Planes requires the psionicist 
to first breach the Gray. 

The psionicist may attempt to switch a larger area 
than the normal 30-foot cube. For each additional 
30-foot cube he attempts to transfer, he suffers a -I 
penalty to his power check. The psionicist may instead 
transpose a doughnut-shaped ring I0 feet in diameter 
on the inside and IO feet wide. The transposed planes 
remain switched for as long as planar transposition 
remains active. 

The exact effects of this power are left to the DM, 
but some guidelines apply. Inanimate objects can be 
partially transposed, so a castle may be half in the 
Prime Material Plane with the psionicist and half in 
the Elemental Plane of Fire. However, living creatures 
are either all in or all out. If a creature wanders away 
from its transposed area into the new surroundings, 
it doesn’t return when the psionicist drops the power. 
Note that the psionicist may accidentally transpose an 
extraplanar creature when he grabs a chunk of its home 
plane and brings it to Athas. 

The planes are not interrupted by their transposition; 
a piece of the Elemental Plane of Fire remains a roaring 
source of heat, transposing, the base of a tower will 
not cause its top to fall, and so on. However, the new 
surroundings may affect the transposed areas eventually, 
A portion of Athas sent to the Paraelemental Plane of 
Magma would return a scorched wasteland. 
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Some possibilities with planar transposition include: 
creating a temporary oasis by transposing bare desert 
for a piece of the Elemental Plane of Water; opening 
a passage through a mountain by transposing a portion 
of the Ethereal Plane; sending a tower filled with enemy 
soldiers to the Abyss for a time (no telling what'll 
be in it when the tower comes back.); or hiding by 
surrounding oneself with a doughnut-shaped area of the 
Black or the Paraelemental Plane of Silt. 

20 - The area of effect can be doubled if the 
psionicist desires. 

I - The psionicist blasts himself into the plane he 
was trying to transpose. 


Plant Mind 


Telepathy 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area oj Effect: Personal 

With this power the psionicist attunes her mind to plant 
life. She gains a better understanding of the plant's 
existence and can better deal with any intelligent or 
psionic plants she encounters. Normally, there is a -8 
penalty for telepathic contact with a plant but, while 
plant mind is in effect, the psionicist instead has a -8 
penalty for contacting non-plant minds. 


Plant the 


communicate with plants, but it does give her a +2 


mind does not allow psionicist to 
bonus to her Charisma score when dealing with plants. 
20 - The psionicist is especially well attuned to plant 
life and gains the benefits of the power for 24 hours 
without maintenance cost. 
I - The psionicist slips into a vegetative slumber, 


remaining rooted to the spot for 2d10 hours. 


Pocket Dimension 


Psychoportation 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: IO yards 

Area of Effect: Special 

This power allows a psionicist to create a small storage 
area in extra-dimensional space. This storage area is 


a 5-foot cube, and can contain any amount of weight 
that will fit in the space provided. The storage area 
is accessed by a glowing doorway or hatch about 2 
feet square. The access always stays in the same place 
relative to the psionicist, much like a Tenser’s floating 
disk follows a wizard around. The access can be changed 
in size from fully closed to 5 feet square at will by the 
psionicist. 

Any objects placed in the pocket dimension have no 
weight or bulk; the psionicist could carry 1,000 pounds 
of rock in his belt pouch, if he desired. However, when 
the power ceases, the contents of the pocket dimension 
appear at the location of the access and drop to the 
ground. It is possible to damage things by placing a 
large object in a pocket dimension, putting the access 
in a tight space, and then ending the power. 

Living creatures in the pocket dimension exhaust the 
air supply in about I5 minutes; however, the psionicist 
can leave the access partially open to allow air to 
circulate. The psionicist cannot enter his own pocket 
dimension, but can reach in and retrieve anything inside. 

20 - The pocket dimension may be up to IO feet on 
a side, if the psionicist desires. 

I - Anything the psionicist places in the pouch drifts 
off into an alien dimension and is lost forever. 


Poison Simulation 


Psychometabolism 

Level: 4 

Power Score: I4 

PSP Cost: 7/3 

Range: Touch 

Area of Effect: Personal 

The psychometabolist can use this power to produce 

natural toxins from her own body. The psionicist can 

only simulate poisons that she has experienced or tasted 

herself; if she had survived the sting of a giant scorpion 

at some point in the past, then she can reproduce the 

scorpion’s venom. (If the psionicist purposely tastes or 

injects a small amount of poison in order to learn how 

to simulate it, she suffers half the normal effect and 

gains a +2 on her saving throws against that dose.) 
The psionicist can create the poison in her bloodstream 

or saliva. If she creates the toxin in her bloodstream, she 

can nick herself with a blade to get to it. Poisons the 

psionicist simulates can he used in their normal fashion; 

contact poisons can be used to poison victims with a 
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touch, injury poisons can be smeared on weapons, and 
so forth. If the psionicist has an ingested poison in her 
bloodstream and is bitten by a monster, that creature is 
affected normally by the venom. 

An attack roll is required to hit an opponent with 
poisoned spittle or an envenomed blade, and the victim 
gets a saving throw appropriate to that poison type. 
A dose of the psionicist’s poison remains potent for 
a number of rounds equal to her level or until it has 
been applied once. 

This ability also has two secondary uses. First, the 
psionicist also learns how to construct antidotes for 
poisons she has been exposed to. If the power is active 
when the character is poisoned, or manifested during 
the onset time, the psionicist gains a +4 on her saving 
throw against poison. This bonus increases to +8 if it 
is a poison she can manufacture herself. Secondly, the 
psionicist can produce an antidote to treat someone else 
if that person has been poisoned with a toxin that the 
psionicist knows how to create. 

20 - The poison is concentrated - the victim saves 
at -2. 

I - The psionicist must make a saving throw or suffer 
the effect of the poison. 


Post-Hypnotic Suggestion 


Telepathy 

Level: 3 

Power Score: 13/MAC 

PSP Cost: 5 

Range: 100 yards 

Area of Effect: I creature 

Any creature with an open mind and Intelligence 

between 7 and I7 can receive a post-hypnotic suggestion. 

(Very dim or very brilliant creatures aren't susceptible.) 

The psionicist plants a suggestion of some reasonable 

course of action in the creature's subconscious, along 

with the situation that will trigger this action. When 

that situation arises, the DM makes a power check with 

a -I penalty for each day that has passed since the 

suggestion was planted. A “reasonable course of action” 

is one that does not violate the creature's alignment or 

class restrictions. It can be something that he would not 

normally do, but if it is too strange, he just won't do it. 
The effects of this power are far less powerful than 

those of the 3rd-level wizard spell suggestion. The victim 

can't be convinced that her sword is a snake, or that 


her armour is covered with stinging scorpions. She can 
be convinced that a particular battle is very dangerous 
and that she should try to withdraw, or that she will 
require lots of water on her next journey. How the 
victim responds to an effective suggestion is up to the 
DM, but this shouldn't be an instantkill power. 

20 - The psionicists power check is not reduced for 
the passage of time. 

I - The intended victim is aware of the attempt. 


Precognition 


Clairsentience 

Level: 2 

Power Score: 12+ 

PSP Cost: 3 

Range: 0 

Area oj Effect: Personal 

Precognition enables the psionicist to foresee the 
probable outcome of a course of action. This foresight 
is limited to the near future - no more than several 
hours from the time he uses the power. Furthermore, the 
character must describe the intended course of action 
in some detail in order to establish the course of events. 

The DM makes the power check secretly. If it fails, the 
character gains no information. If the check succeeds, 
the character sees the most likely outcome of the actions 
described. The DM has some liberty in describing the 
scene and should use the power check as a guide to 
how much detail to include. High rolls get more detail. 

Even when its successful, precognition offers no 
guarantees. The psionicist sees only one possible (albeit 
likely) outcome to a specific course of action. If the 
characters involved deviate from the actions the psionicist 
describes, then they are changing the conditions and 
the lines of time, thereby making other outcomes more 
likely. 

Die rolls (particularly for surprise, initiative, and 
normal combat) also play a large part in a precognition s 
inaccuracy. The DM cannot be expected to engineer 
die rolls to the players’ advantage, and even events with 
95% certainty fail to occur 5% of the time. Anyone 
who relies on precognition to the exclusion of caution 
and common sense is asking for trouble. 

Precognition is tiring. Regardless of the outcome, a 
psionicist who has used this power must rest for at 
least one turn before he can use any other clairsentient 
powers (the use of other disciplines is not affected). 


mn EC 


20 - The psionicist may reroll three die rolls to 
maintain the precognition’s validity. 

I - The psionicist sees himself meeting his own death 
in a particularly nasty and grisly way and must make 
a saving throw vs. petrification. If the character fails 
the saving throw, he is so completely shaken up by the 
vision that he suffers a -3 power check penalty for Id6 
hours. 


Predestination 


Clairsentience 

Level: 5 

Power Score: I5 

PSP Cost: 9 

Range: Touch 

Area of Effect: I creature 

This power lets the psionicist predict the general destiny 
of a single creature. That destiny is based on the current 
situation only; future actions may change the target's 
predicted destiny. 

Before manifesting the power, the psionicist must 
spend a full hour alone with the subject (or isolated 
if he is using the power on himself). The two converse 
about the past and present, and the subject makes 
known his plans for at least the immediate future. If the 
subject is not completely honest with the psionicist, the 
power automatically fails. 

The DM makes the power check secretly. If successful, 
the psionicist gains a broad understanding of the target 
creature's prospects for one year in the future. The DM 
evaluates the target and provides the psionicist with a 
general statement of one or two words. “Favourable” or 
“great riches" are appropriate responses, as are “little 
change” or even “possible death”. The power gives no 
greater detail. 

When the DM does not clearly understand the target's 
future, broader statements must instead be applied. The 
subject creature and the psionicist are both aware that 
these predictions are subject to change, as fortune plays 
out. The psionicist’s impressions are based solely on 
“plot inertia” generated by past and present events over 
the course of the campaign. 

20 - The psionicist may peer two years into the 
future. 

I - Character sees either great fortune or certain 
death (DM's option) regardless of the present campaign 
situation. 


Probability Manipulation 


Clairsentience 
Level: 6 
Power Score: I6 
PSP Cost: II 
Range: 0 
Area of Effect: Personal 
This power grants the psionicist a +6 (30%) bonus on 
all rolls for the next turn, except for power checks. 
20 - The power affects an additional three dice rolls 
beyond the power's duration. 
I - The psionicist suffers penalties instead of bonuses 


for the next Id6 rolls. 


Probability Travel 


Psychoportation 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 per hour 

Range: 0 

Area of Effect: Personal 

With probability travel, a psionicist can traverse the 
Astral Plane physically as if he’s in astral form. The 
psionicist must pass through the Gray first. This power 
has an advantage over normal astral travel. When a 
wizard uses the astral spell or a psionicist uses astral 
projection, he forms an astral body, which remains 
connected to his material body by a silvery cord. In 
contrast, a psionicist using probability travel never leaves 
his physical form; he brings it along. He has no cord, so 
can never die because his cord has been severed. (On 
the other hand, he can still be blown to bits.) 

The psionicist can take other persons (as defined by 
the charm person spell) along on his probability trip. 
Each passenger costs 9 extra PSPs initially, plus 4 extra 
PSPs per hour, and adds one-half hour to the time 
needed to find the correct colour pool. Passengers must 
travel voluntarily; this power cannot drag a character 
into the Astral Plane against his will. 

If the psionicist simply turns off this power while in 
the Astral Plane, he doesn’t leave. Instead, he’s stranded, 
unable to move except by physically pushing off of solid 
objects (which are extremely rare in the Astral Plane). 
He's also stranded if he runs out of PSPs or is knocked 
unconscious on the Astral Plane. The only exit from 
this plane is a colour pool. 
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See the sidebar Astral Travel on page 317 for more 
information on traversing the Astral Plane. 

20 - Any colour pool sought is right where the 
character wants it to be. 

I - The character attracts the attention of an astral 
creature, which may or may not be hostile. 


Probe 


Telepathy 

Level: 5 

Power Score: 15/MAC 

PSP Cost: 9/4 

Range: 2 yards 

Area of Effect: I creature 

This power allows the user to dig into a targets 
subconscious. If a target with an open mind fails a save 
vs. spell, all his memories and knowledge are accessible 
to the user - from memories deep below the surface to 
those still fresh in the targets mind. The information is 
true (or at least the target believes it to be true). 

A probe can be tried during melee if the user is 
close enough and the target’s mind is accessible. The 
user knows when a probed spellcaster is casting a spell 
and what the general effects of that spell are. The 
user can learn the answer to one question per round, 
though DMs can alter this rate. Complex questions and 
answers may take longer than a round to resolve. The 
PSP cost is per the target's level, as shown below: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice 9/4 
6-10 levels or Hit Dice 10/5 
II-I5 levels or Hit Dice II/5 
16-20 levels or Hit Dice 12/6 
2I4 levels or Hit Dice 14/7 


20 - Two questions may be asked per round. 
I - The subject knows about the probe attempt and 
is not pleased. 


Project Force 


Psychokinesis 

Level: I 

Power Score: II 

PSP Cost: I 

Range: 200 yards 

Area of Effect: Personal 


This power allows the user to focus a psychokinetic 
“punch” against a target up to 200 yards away. If used 
offensively, this punch causes Id6 points of damage. No 
attack roll is needed. 

Project force can also be used to trigger traps, throw 
levers, open doors (not locked or latched), break windows, 
etc. No attack roll is needed, just the power check to 
manifest it. 

20 - The blow also knocks down the target if it is 
Medium or smaller. 

I - The blow strikes the psionicist. 


Psionic Blast 


Telepathy 

Level: 6 

Power Score: 16/MAC 

PSP Cost: II 

Range: 60 yards 

Area of Effect: I creature 

This is one of the five telepathic attack powers used 

to establish contact with a closed mind. A target of a 

psionic blast with an open mind must save vs. death 

or believe he has lost 80% of his remaining hit points. 

The hit points are still there - he only believes they are 

gone and will pass out for I hour if he loses the other 

20% (but only dies if all hit points are actually lost). 
20 - The attack strips 90% of hit points from an 

open mind. 


I - The psionicist loses 10d6 PSPs. 


Psionic Inflation 


Telepathy 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 
Range: 0 
Area of Effect: I00-foot radius 
This power sends out a powerful ring of psionic noise 
(extending to 100 feet). All psionic activity within 
this area requires twice the normal initial cost and 
maintenance. The psionicist is not affected; the noise 
actually begins about an inch beyond his aura, creating 
a bubble of relative quiet around him. 

Other psionicists in the area of effect will not realise 
anything is wrong until they have actually used a power. 
If they are maintaining a power, they discover the 
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inflated rate after paying twice the normal maintenance 
cost. If two psionicists manifest psionic inflation in the 
same area, they must conduct a psychic contest. The 
losers psionic inflation ceases. If both characters fail, 
then both psionic inflation powers cease functioning. 
Reroll any ties. 

20 - All psionic activity within the area requires three 
times the normal initial cost and maintenance. 

I - The psionicist cannot recover PSPs for 24 hours. 


Psionic Residue 


Telepathy 
Level: 3 
Power Score: I3 
PSP Cost: 5 
Range: 0 
Area of Effect: 30 yards 
This power lets a psionicist collect PSPs after expenditure 
of PSPs by other creatures. Whenever PSPs are spent, 
a residue remains in the area for five rounds. When the 
power is used, the psionicist immediately adds PSPs 
to his total equal to I/IO of all PSPs expended by 
other characters within the area of effect within the 
preceding five rounds (round down). PSPs expended by 
the psionicist himself aren’t counted. 

20 - The psionicist gains IO bonus PSPs. 

I - The psionicist instead gives back I/IO of the 
PSPs spent to the characters who spent them. 


Psionic Vampirism 

Telepathy 

Level: 4 

Power Score: 14/MAC 

PSP Cost: 7/3 

Range: I0 yards 

Area of Effect: I creature 

Psionic vampirism is the much-feared ability to steal 
anothers psionic strength in order to replenish the 
psionicists own. 


Although it 


vampirism is different in three important ways: first, 


resembles psychic drain, psionic 
PSPs are directly drained; secondly, the victim need not 
be asleep; and third, the victim need not be humanoid 
- it only has to have a PSP score. Psionic vampirism is 
a very painful process, but is not debilitating as psychic 


drain can be. 


For the psionicist to begin draining PSPs from the 
victim, the victim's mind must be open. With access, the 
psionicist can begin draining PSPs. The power check 
for psionic vampirism determines the rate of drain: 


Power Check 
I4-I5/MAC to MAC +I 


16-17/MAC +2 to MAC +3 
18-22/MAC +4 to MAC +8 
23-25/MAC +9 to MAC +II 
26-27/MAC +12 to MAC +13 
28+/MAC +14 or higher 


Rate of Drain 
3 PSPs/round 


5 PSPs/round 
7 PSPs/round 
9 PSPs/round 
II PSPs/round 
15 PSPs/round 


Although no permanent damage is caused by this 
power, it is unpleasant in the extreme and the victim 
will almost certainly want to fight back. Since the power 
only works against creatures with PSPs (psionicists, wild 
talents, or psionic monsters), the victim is probably not 
helpless and may know a psionic defence. 

PSPs drained by this power return normally, just as 
if the victim had expended those points himself. If a 
victim is drained to 0 PSPs by psionic vampirism, he 
must save vs. death or fall unconscious for 2d6 turns. 

Draining a victim of mental energy is usually an 
evil act, and psionicists who make extensive use of this 
power will find their alignments twisting toward evil. 

20 - The psionicist psychic drains the victim at the 
same time he uses psionic vampirism on him. 

I - The psionicist provides his intended victim with 
full access to his own mind while severing any contact 


he had established with the victim. 


Psychic Blade 


Telepathy 

Level: 3 

Power Score: 13/MAC 

PSP Cost: 5/2+ 

Range: 0 

Area of Effect: Personal 

With this power, the psionicist creates a semi-tangible 

manifestation of his psychic attack shaped like a sword 

that can be wielded as a weapon in physical combat. 
Any living creature struck by the psychic blade suffers 

Id6 points of damage, plus I additional point per extra 

2 PSPs the psionicist wishes to spend, up to a limit 

of I PSP per level. If the target has an open mind, 

they must also make a saving throw versus death or be 

stunned and unable to act for Id6 rounds. 
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The psychic blade is an extension of the psionicist’s 
own life energy, and it is treated as a +2 weapon for 
purposes of striking monsters immune to normal weapons. 
Because the blade is drawn from the psionicist’s very life 
energy, it conveys special touch attacks back to his own 
body. Creatures that drain energy levels automatically 
drain a level from the psionicist each time he strikes 
them with a psychic blade. 

Monsters without (oozes, 
elementals, and golems) cannot be harmed by the 


minds slimes, jellies, 
psychic blade. 

If the victim has a closed mind when struck by the 
psychic blade, the psionicist must win a psychic contest 
against the victim for this power to cause any harm. 

20 - The damage increases to IdIO, and the victim 
receives a -2 penalty on his saving throw. 

I - The psionicist weakens himself in the attempt to 
create the blade, suffering Id4 points of damage. 


Psychic Clone 


Clairsentience 

Level: 8 

Power Score: I8 

PSP Cost: 15/7 
Range: 60 feet 

Area of Effect: Personal 


Psionic Powers 


When this power is manifested, a clone of the psionicist 
steps out of his body. It is in every way identical to 
the original form, except that it has no substance. The 
psionicist can see and hear what the clone sees and 
hears. The clone will do anything the psionicist wants 
it to (as if it were actually him). Furthermore, the 
psionicists psyche goes with the clone, thus enabling it 
to perform all of his psionic powers. 

This power has a serious drawback. As long as the 
clone exists, the psionicist himself is practically a turnip. 
He retains only three senses: smell, taste, and touch. He 
cannot move, see, or hear. All his psionic powers are 
transferred to the clone. In effect, the immobile character 
is no longer a psionicist; not even psionic senses will 
reveal his true nature. He can be slain without any 
combat rolls if an opponent wishes to do so. 

The clone can travel up to 60 feet from the psionicist. 
It can go anywhere the psionicist himself could go. 
For example, it can walk down a corridor, walk across 
acid (the clone has no substance and cannot be hurt), 
and swim (provided the psionicist can). Because the 
psionicist could walk through an unlocked door, so can 
the clone - although the clone passes through like a 
ghost. However, a clone cannot travel through walls or 
walk on water, because the psionicist could not either. 

The clone is immune to all forms of attack and damage 
except psionic attacks (which affect the psionicist). 

20 - The clone can travel through walls and other 
solid objects. 

I - The psionicist’s psyche goes on an uncontrolled 
jaunt, leaving the psionicist comatose for 24 hours. 


Psychic Crush 


Telepathy 
Level: 8 
Power Score: 18/MAC 
PSP Cost: I5 
Range: 50 yards 
Area oj Effect: I5-foot radius sphere 
This is one of the five telepathic attack powers used to 
establish contact with a closed mind. Psychic crush is 
an overwhelming blast of mental agony hurled outwards. 
It deals 8d8 points of damage to all targets with an 
open mind in the area of effect. 
20 - The attack deals I0d8 damage to open minds. 
I - The psionicist loses 6d6 PSPs and passes out 
for Id6 rounds. 
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Psychic Drain 


Telepathy 

Level: 5 

Power Score: 15/MAC 

PSP Cost: 9/4 

Range: 30 yards 

Area of Effect: Up to 6 minds 

This power enables the psionicist to tap into the 
personal, psychic energy of other people to augment his 
own psionic strength. Up to six people can be tapped 
at one time. Each subject, who is often called a host, 
must first be asleep. Next, the psionicist expends 9 
PSPs and makes a psychic drain power check. If he 
succeeds, the host falls into a trance which lasts for 
4-9 (Id6--3) hours. The character can be awakened 
with some difficulty before then, but he'll be groggy and 
disoriented for another hour. 

While the host is in the trance, the psionicist can 
siphon psychic energy. Just as a vampire draws blood to 
grow strong, the psionicist drains Wisdom, Intelligence, 
and Constitution points. He can drain as much as he 
desires. For every ability point the psionicist drains, he 
gains IO PSPs. Any PSPs gained cannot be banked 
(added to the psionicist’s total). They cannot be 
siphoned any faster than they are used. 

In other words, when the psionicist expends PSPs, he 
automatically draws these points from his host(s), unless 
he specifies otherwise. The psionicist must remain within 
range of the entranced characters in order to draw PSPs 
from them. If he exercises moderation, the psionicist 
does not harm his hosts. A host only begins to suffer 
ill effects when he loses more than 50% of his ability 
points. The table below shows the effects of excessive 
depletion. Psychic surgery can correct these problems. 


Ability Loss Effect on Host 
51-60% Temporary amnesia (2d6 weeks) 
61-70% Permanent amnesia 
71-80% Intelligence reduced to 4 
Intelligence reduced to 4, comatose for IdI2 
81-90% : 
days, system shock every day or die 
Save vs. death or die; if subject lives, 
91-100% Intelligence, Wisdom and Charisma reduced 


to 3 permanently 


20 - The psionicist does not harm the subject(s) this 
time, regardless of how much he drains. 
I - The psionicist loses I point from Intelligence, 


Wisdom, and Charisma. 


Psychic Impersonation 


Telepathy 
Level: 4 
Power Score: 14 
PSP Cost: 7/3 per hour 
Range: 0 
Area of Effect: Personal 
This power enables a psionicist to change his aura and 
thought patterns to match someone else’s. The psionicist 
must first probe the subject he wishes to impersonate. 
Psychic impersonation does not alter any of the 
psionicist’s other features. It only changes his identity to 
other creatures with psionic powers. A psychic contest 
with identity penetration or probe can penetrate the 
disguise. While psychic impersonation is in effect, the 
psionicists power checks are reduced by one. 

20 - The disguise cannot be detected psionically and 
power checks are not decreased. 

I - Until the psionicist reaches a new experience 
level, he cannot impersonate that subject. 


Psychic Messenger 


Telepathy 
Level: 3 
Power Score: 13 
PSP Cost: 5/2 
Range: 200 miles 
Area oj Effect: I square yard 
This power creates an insubstantial image of the 
psionicist anywhere within 200 miles which delivers 
a message. Everyone present can see and hear the 
messenger Communication is one-way. The telepath 
has no idea what is happening around his messenger 
without another power. 

20 - The psionicist can make the messenger’s 
appearance differ from his own. 

I - The psionicists message conveys a meaning other 
than that intended. 


Psychic Restoration 


Psychometabolism 
Level: 6 

Power Score: I6 
PSP Cost: II 
Range: Touch 


Area of Effect: I creature 
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This power cures all temporary ability damage, and it 
restores all points permanently drained from a single 
ability score (psionicist’s choice if more than one score 
is drained). It also eliminates any fatigue or exhaustion 
suffered by the target. Psychic restoration does not 
restore levels or Constitution points lost due to death. 

20 - The power restores points permanently drained 
from two abilities. 

I - The psionicist permanently loses one point from 
one randomly determined ability score. 


Psychic Surgery 


Telepathy 

Level: 9 

Power Score: 19/MAC+ 

PSP Cost: 17+ 

Range: Touch 

Area of Effect: I creature 

This power allows the user to repair psionic damage. 
He can operate on himself if need be, but the power 
score increases to 20. Phobias, aversions, idiocy, comas, 
seizures - all these mental ailments and more can be 
treated and cured. However, curses or magical conditions 
such as charms can't be cured by this power. Nor can 
the surgery cure possession, though it can identify such 
a condition and force psionic combat. If the power 
check fails, the problem is too great for the user; he can 
try again when he gains a new experience level. 

This power has two special uses. First, it can help 
characters unleash their wild talents. If the user performs 
this kind of operation successfully, the patient gains a 
+I bonus to his roll to determine the power level of 
his wild talent. 

Second, the user can make the effect of any telepathic 
power permanent without any PSP costs. The power 
isnt bestowed upon the recipient, only the effect. This 
has the following restrictions: 

e the power must have a range greater than 0 

e the surgeon must know the power and successfully 

use it on the patient 

€ the user can’t perform this type of operation on 

himself or another psionicist 

e. only one power can be made permanent per use 

of psychic surgery. 

Likewise, this power can also remove a permanently 
implanted power. The PSP cost is determined by the 
target’s level, as listed below: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice I7 
6-10 levels or Hit Dice I8 
II-I5 levels or Hit Dice I9 
16-20 levels or Hit Dice 20 
21+ levels or Hit Dice 22 


20 - The psionicist can make two alterations per use 
of the power. 

I - The attempt fails and the psionicist cannot use 
this power again for Id4 days. 


Radial Navigation 


Clairsentience 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 per hour 

Range: 0 

Area of Effect: Personal 

As long as this power is in use, the psionicist knows 
where he is in relation to a fixed starting point. In other 
words, no matter how or where he moves, he still knows 
the exact direction and distance to his starting point. 

He cannot necessarily tell someone how to get back 
to that starting point, however. If he is in a maze or 
dungeon, for example, he may know the starting point is 
500 yards north, but he cannot retrace his steps through 
the maze automatically. Radial navigation does enhance 
his ability to do so, however. Every time the character 
comes to a decision point, the DM rolls a power check 
for him. If the check succeeds, the character knows 
which way he came. If the roll fails, he isn’t sure. (The 
power still remain active, however.) 

Radial navigation can be helpful in several ways 
that are not obvious. For example, teleportation and 
other extraordinary means of travel become simpler. If a 
character cannot see a particular location because he’s 
blindfolded, radial navigation allows him to retain a fix 
on his point of origin so he can teleport back there. 
Furthermore, if the character has a fix ona place, he 
can reach it through the Astral Plane in just seven 
hours, the minimum possible (assuming of course that 
he can reach the Astral Plane). And he can reach the 
same location by dimensional walking with no chance of 
getting lost. Radial navigation can aid in telepathy, too. 
If the psionicist wants to make telepathic contact, and 
he has a fix on the target’s location, he doesn’t suffer 
any penalties for range. 
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If the power ceases to be active, the psionicist loses 
his fix on the location. He can get it back by resuming 
this power within six hours. After six hours, the location 
is lost. Only one location can be fixed at a time unless 
the character pays the cost individually for each such 
location. 

20 - The psionicist can automatically retrace his 
steps to his starting point. 

I - The psionicist forgets where he is for Id4 rounds. 


Receptacle 


Telepathy 

Level: 4 

Power Score: 14 

PSP Cost: 7 

Range: Touch 

Area of Effect: I item 

This power allows a psionicist to store psionic energy in 
a special receptacle. The psionicist can draw upon the 
energy later to fuel his other psionic powers. He cannot 
use these points when his total pool of psionic strength 
is at its maximum. However, he can keep the stored 
PSPs on hand until he’s running low on psionic energy, 
and then use them immediately. 

Before powers can be stored, a receptacle must be 
prepared. Two types of containers are appropriate for 
use with this power: a vessel prepared with empower, or 
a valuable gem that has been specially prepared using 
the receptacle power. 

Empowered Vessel: Any vessel can serve as a 
receptacle for psionic energy if it is empowered first. 
The psionicist must perform the initial preparation and 
final sealing described under empower. He does not do 
anything further; the vessel needs no additional powers. 
The vessel can hold PSPs equal to his maximum PSP 
total. 

Valuable Gem: A gem can hold I PSP for every 100 
ceramic pieces of its worth, rounded down. For example, 
a gem worth 650 ceramic pieces can hold 6 PSPs, and 
a gem worth 1,000 ceramic pieces can hold 10 PSPs. 
The gem still requires preparation, however. To do this, 
the psionicist must slowly fill the gem with PSPs - I 
per turn - until the gem reaches maximum capacity 
(I/IOO of its value). The psionicist can do nothing 
while filling the gem When the task is complete, the 
psionicist must make a power check. If he fails, only 
one-half of the gem's capacity is usable. 


Storing Points: Using his receptacle power, the 
psionicist can automatically place I PSP into a properly 
prepared container per round. When he is finished, the 
psionicist must make a receptacle power check. If it 
succeeds, all is well; if it fails, only half the points he 
expended are stored in the receptacle, while the rest are 
merely spent. 

Using Stored Points: The psionicist can retrieve 
stored points automatically. The receptacle must be in 
contact with his flesh. He can never retrieve more points 
than the receptacle currently holds, nor can he retrieve 
so many that it raises his current psionic point total 
above his maximum. No matter how many receptacles 
he has, a psionicist can never store more PSPs than his 
maximum total. (For example, if his usual maximum is 
100 PSPs, he can store no more than 100.) Only the 
psionicist who placed the points in the item can use 
them. 

The danger of this power is receptacle loss. If the 
receptacle is damaged or destroyed, its contents (PSPs) 
are instantly subtracted from the psionicist’s total 
possible points. This loss is temporary, but until the 
psionicist is once again back up to his full PSP score 
he recovers PSPs only half as fast as normal. 

20 - The psionicist can take other actions while using 
this power. 

I - The psionicist loses the PSPs he was seeking to 
store and the storage item is destroyed. 


Reduction 


Psychometabolism 
Level: I 
Power Score: II 
PSP Cost: I/I+ 
Range: 0 
Area of Effect: Personal 
This power is the reverse of expansion. The psionicist 
can reduce his body’s dimensions along any or all axes: 
height, length, width, or thickness. The change amounts 
to I foot per PSP spent, until the dimension being 
affected is I foot or less. After that, the psionicist can 
halve his dimensions each time he spends a PSP. The 
psionicist’s gear is not affected. 

For example, let’s assume Agnilda (a dual-class 
psionicist and warrior maiden) stands 6 feet tall. Five 
PSPs reduce her height to I foot. Three more strength 


points halve her size three times: to 6 inches, then 3 
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inches, and finally to I I/2 inches. Now let's assume 
Agnilda only wants to make her arm thin enough to 
slide through a keyhole. At its thickest point, her arm 
measures 4 inches across. Three PSPs will reduce the 
thickness of her arm to I/2 inch (from 4 inches to 2 
inches, then to I inch, then to I/2 inch) without altering 
its length at all. She can now slide her arm through the 
keyhole and unlock the door from the inside. 

20 - Each PSP spent results in twice the reduction, 
if desired. 

I - The psionicist doubles in size and stays that 
size for an hour or until he uses this power again 


successfully. 


Regenerate 


Psychometabolism 

Level: 7 

Power Score: I7 

PSP Cost: 13/6 per turn 

Range: Touch 

Area of Effect: I creature 

With this power the psionicist can repair permanent 
injuries that natural healing could not restore. Severed 
limbs can be regrown, blindness or deafness repaired, 
and even paralysing injuries to the brain or spinal cord 
can be healed. The psionicist is capable of healing such 
injuries in himself as well as in others if the need arises. 

Regeneration is a slow and tedious process. It requires 
one full turn to repair minor damage such as the loss 
of a finger, a broken bone, or non-destructive loss of 
eyesight or hearing. Three full turns are required to heal 
a badly broken bone or regenerate a mangled hand or 
foot, and as many as six turns (one hour) are required 
to regenerate an arm severed at the elbow or eyes that 
were physically destroyed. The DM should use his best 
judgment in deciding how long it will take to repair any 
given injury. 

Regenerate can be used to repair damage caused by 
a disease, but cannot cure a disease. It can also restore 
ability points that may have been lost to the ravages of 
disease or injury at the rate of one per turn. Regenerate 
can't improve a person beyond his original condition, so 
growing, extra arms, for example, is not possible. 

20 - The healing proceeds twice as fast as would be 
normally expected. 

I - The psionicist suffers IdI2 points of damage but 
the patient is unaffected. 


Reptile Mind 


Telepathy 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area oj Effect: Personal 

This power lets the psionicist suppress his higher thinking 
processes, allowing his primitive, reptilian brain to take 
over. While this power is active, the psionicist does 
not suffer the -4 penalty for contacting a reptile mind. 
He does suffer a -4 penalty when trying to contact 
non-reptilian minds, as they do trying to contact him. 
The psionicists outward intelligence is severely reduced 
while the power is active. He cannot converse normally, 
and only responds to stimuli such as hunger, danger, 
territoriality, and reproduction. Among his reptilian 
peers, however, he is a genius. The power does not let 
the psionicist communicate with reptiles; this requires 
other powers. This power can be maintained while other 
powers are being used. 

20 - Reptiles of animal Intelligence in the area of 
the psionicist immediately accept him as their superior. 
They openly submit to his will for the duration of the 
power. 

I - The psionicist is automatically noticed by all 
reptiles in the area, regardless of intelligence, and they 
see him as an intruder on their territory. 


Repugnance 


Telepathy 

Level: 5 

Power Score: 15/MAC 

PSP Cost: 9/4 

Range: 200 yards 

Area of Effect: I creature 

With this power, a psionicist makes something - a 

particular person, place, or object zd completely 

repugnant to a target with an open mind. The target 

is overwhelmed with loathing for the "thing," and will 

seek to destroy it as completely and quickly as possible. 

If this destruction is strongly against the character's 

alignment (such as making a temple repugnant to its 

cleric) the target may save vs. spells to resist the effect. 
20 - No save is allowed. 


I - The victim is aware of the attempt. 
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Psionic Powers 


Return Flight 


Psychokinesis 

Level: 2 

Power Score: I2 

PSP Cost: 3 

Range: 0 

Area of Effect: I missile weighing IO lbs. or less 

This power lets the psionicist make a single missile 
automatically return if it misses its target. Any common 
missile weapon may be affected, from an arrow or 
crossbow bolt to a spear, chatkcha, or even ballista bolt. 
The maximum weight of the missile is I0 pounds, so 
most catapult missiles are ineligible. The power relies on 
the aerodynamics of the missile, so unbalanced objects 
(chairs, mugs, small characters) don’t work. 

The psionicist must touch the missile and then fire 
it within two rounds, otherwise the power is lost. The 
psionicist must fire the missile using his regular attack 
score. 

If the missile is usually thrown, it returns to the 
psionicists hand if it misses its intended target. If the 
missile is fired from a weapon, such as a bow or ballista, 
the missile returns and gently lands at the psionicist’s 
feet. This power removes the chance for an accidental 
hit on other enemies near the intended target; once the 
missile fails to hit the intended victim, it veers off for 
its return flight. 

20 - The missile continues to home on its target, 
making a new attack each round with the psionicist's 
attack score, without ever returning to the psionicist. 

I - The missile automatically misses the target and 
instead attacks the psionicist using his attack score. 


Retrospection 


Clairsentience 

Level: 4 

Power Score: 14+ 

PSP Cost: 7 

Range: 0 

Area of Effect: Personal 

This power allows the psionicist to delve into the past 
and locate memories that have been loosed from other 
minds. The psionicist taps into a universal, pervasive 
memory and can use this to gain insight on one subject 
of the psionicists choice. The amount of information 
that comes to mind depends on the power check: 


Power Check 


Information Gained 


I4 extremely vague and fragmentary 
I5 vague or incomplete 
I6-I8 complete but not very specific 


I9 reasonably complete and specific 


Memories bear the mark of the personality who 
created them. The DM should role-play the memories 
accordingly, not just recite information. If the psionicist’s 
alignment differs significantly from the memories’ 
alignments, reaction rolls are in order. Memories can 
be polite and helpful, or they can be cantankerous and 
downright rude. Memories which have lain undisturbed 
for centuries may be angered by the intrusion, or they 
may be delighted for the chance to air themselves out 
and bring the truth to light. 

20 - The psionicist may seek insight on two separate 


topics. 
I - The character receives alarmingly erroneous 
information. 


Revivify 

Psychometabolism 

Level: 6 

Power Score: I6 

PSP Cost: II 

Range: Touch 

Area of Effect: I creature 

Revivify lets a psionicist reconnect a corpse's psyche with 
its body, restoring life to a recently deceased creature. 
The power must be manifested within one round of the 
victim’s death. Before the psyche of the deceased has 
completely left the body and passed into the Gray, this 
power halts its journey while repairing somewhat the 
damage to the body. 

The victim’s body must be whole, or otherwise missing 
parts are still missing when the person is brought 
back to life. Likewise, other ills, such as poison and 
disease, are not negated. The revivified person must 
roll a successful resurrection survival check to survive 
the ordeal. They do not lose a point of Constitution. 
Further, the revivified person has -I hit points (but is 
stable) after being restored to life. 

20 - The victim does not have to roll a resurrection 
survival check. 

I - The target stays dead and cannot be revivified, 
raised, or resurrected. 
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Rigidity 

Psychometabolism 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 30 yards 

Area of Effect: I creature 

This power stiffens the joints and musculature of the 
affected creature, slowing it gradually until it can barely 
function. Only Medium creatures or smaller can be 
affected. Most undead, such as skeletons and zombies, 
are affected, but non-corporeal creatures are not. 

The powers effectiveness is measured in stages. The 
first stage is attained after the initial cost and successful 
power check. The second stage is reached on the second 
round, and the third stage on any subsequent rounds 


after that. 


Stage Attack Initiative AC 
ie -I +2 -I 
2 -2 +4 -4 
3 -6 +7 -7 


After the power ends, the creature gradually recovers 
its agility, one stage per round, until normal. 

Affected creatures have difficulty communicating 
physically, and their powers of observation are severely 
impaired. Spellcasters cannot perform somatic and 
verbal components if beyond stage one. 

20 - The power reaches stage three immediately. 

I - The power affects the psionicist for three rounds. 


Safe Path 


Clairsentience 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: Special 

Area of Effect: Personal 

This power enables a psionicist to pick the safest route 
through a series of obstacles, or difficult or dangerous 
terrain. She gains +4 (or +20%) to all relevant rolls 
when the power is active. The character could use this 
ability to walk across a room full of traps and receive 
the bonus on chances to avoid the traps by Dexterity 
checks or saving throws. The psionicist gains a +2 AC 
bonus and a +4 save bonus while the power is active. 
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20 - The character automatically succeeds with her 
first saving throw or ability check. 

I - The characters reactions are mistimed and she 
suffers penalties equal to the bonuses she would have 
received had she successfully manifested the power. 


Scrying 

Clairsentience 

Level: 4 

Power Score: 14+ 

PSP Cost: 7/3 

Range: Unlimited 

Area of Effect: Special 

This power allows the user to hear sounds and see 
images from a distant area. The user picks a location he 
knows, makes a power check, then Bets to see and hear 
everything that he would be able to hear normally if he 
were standing in that spot. The user's field of vision is 
the same as normal, and turning his head allows him 
to scan the area. If the user has enhanced hearing, that 
ability also applies. 

The power doesn't screen out noise around the 
users physical body, which may make it difficult to 
hear sounds elsewhere. The power doesn't provide any 
abilities to understand languages or interpret sounds. 
Nor does the power replace normal vision. The user 
still sees what's around his physical location, with the 
distant scene superimposed. Closing one's eyes blocks 
the double vision and leaves only the distant scene in 
sight. This power doesn't enhance vision, so hidden or 
invisible objects remain so. 

The distance of the observed spot modifies the power 
score, as shown below, with more distant locations 
being harder to observe. For example, a user trying to 
scry something 10,000 miles away would require a roll 
against a power score of 24. 


Power Score Range 

14 100 yards 
I6 1,000 yards 
I8 IO miles 

20 100 miles 
22 1,000 miles 
24 I0,000 miles 
26 Interplanetary* 


* This power cannot reach beyond Athas’ crystal 
sphere. 
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20 - The scrying cannot be detected by sensitivity to 
observation. 


I - The psionicist is deaf and blind for IdI2 hours. 


Scrying Trap 


Clairsentience 

Level: 6 

Power Score: I6 

PSP Cost: II/5 per hour 

Range: Personal 

Area of Effect: Personal 

When others use scrying or similar powers or spells 
to view the psionicist from afar, this power prepares a 
trap to give them a nasty surprise. If the scryer fails a 
saving throw against spells, their scrying attempt fails 
and they take 8d6 points of electricity damage. If the 
scryer makes their saving throw, they take only 4d6 
points of electricity damage and are able to observe the 
psionicist normally. 

Either way, the psionicist becomes aware of the 
attempt to scry them, but not of the viewer or the 
viewer's location. 

The psionicist can extend the duration of this power 
by paying the maintenance cost once per hour. 

20 - Damage increases to I9d6. 

I - The psionicist takes 4d6 damage and cannot 
manifest this power for 24 hours. 


Send Thoughts 


Telepathy 
Level: 2 
Power Score: 12/MAC 
PSP Cost: 3/I+ 
Range: 100 yards 
Area of Effect: I creature 
This power allows the psionicist to send his thoughts 
to another individual with an open mind via one-way 
communication. He can send information or use the 
power to distract the target. If the target is a wizard 
casting a spell, he gets a save vs. spell. If the wizard 
fails his save, his concentration is broken and the spell 
fails. If the target is distracted while in melee combat, 
he receives a -2 penalty to all attack rolls. 

If the power is used offensively, the PSP cost increases 
depending on the power of the target: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice 3/1 


6-10 levels or Hit Dice 4/2 
II-I5 levels or Hit Dice 5/2 
16-20 levels or Hit Dice 6/3 
2I-4 levels or Hit Dice 8/4 


20 - Wizards do not receive a saving throw. 
I - The psionicist is distracted by the psychic 
connection, and suffers a -2 penalty to attack rolls for 


Id6 rounds. 


Sense Link 


Telepathy 

Level: I 

Power Score: II/MAC 

PSP Cost: I/I+ 

Range: 100 yards 

Area of Effect: Personal 

Only usable against open minds, this power lets the 
user tap into another's senses, allowing him to see, hear, 
or taste whatever that being sees. The user's own senses 
are unaffected. The user can only tap one sense ata 
time. 

If the linked character is subjected to a gaze attack, 
the user must make an appropriate saving throw or 
also be affected by the gaze. If the linked creature is 
subjected to an auditory attack (by sirens, shriekers, 
etc), the telepath must make the appropriate saving 
throw or also be affected. If the linked creature takes 
poison orally, the telepath must make a saving throw 
vs. poison to avoid passing out and severing the sense 
link. The psionicist can’t actually be poisoned this way, 
however. 

The more powerful the target, the more expensive the 


PSP cost: 


Target’s Level PSP Cost 
I-5 levels or Hit Dice I/I 


6-10 levels or Hit Dice 3/I 
II-I5 levels or Hit Dice 5/9 
16-20 levels or Hit Dice 7/3 
2I4 levels or Hit Dice 9/4 


20 - The psionicist can tap two senses at the same 
time. 

I - The psionicist suffers sensory overload and passes 
out for Id6 turns. 
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Psionic Powers 


Sensitivity to Observation 


Clairsentience 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 

Range: 0 

Area of Effect: Personal 

This power alerts the character to the intense attention 
of another creature. When the power is active, any 
time the psionicist is under such scrutiny he may make 
a power check to see if he notices the attention. A 
successful check does not reveal the watcher's location; 
it merely confirms the characters suspicion that he is 
being observed. If the observer is using scrying to monitor 
the psionicist, the psionicist may attempt to obscure the 
watchers scrying by winning an opposed power check 
against his watcher. If successful, the watcher cannot use 
scrying against the psionicist for Id4 hours. 

Since the player will know his character is under 
observation when called upon to make this check, the 
DM should occasionally provide false alarms or make 
the characters power check in secret. 

20 - The character immediately determines the 
location of his watcher. 

I - The character becomes certain that everyone is 
watching him and borders on paranoia for Id3 days. 


Sensitivity to Psychic Impressions 


Clairsentience 

Level: 2 

Power Score: I2 

PSP Cost: 3/1 

Range: 0 

Area of Effect: Personal 

With this power, a psionicist can examine the residue 
of powerful emotions experienced in a given area. These 
impressions offer him a picture of the location‘s past. 
Battles and betrayals, marriages and murders, childbirth 
and great pain - only events which elicited strong 
emotional or psychic energy leave their impression on 
an area. Everyday occurrences leave no residue. 

The psionicist may examine one significant event per 
round. He may examine a total number of events equal 
to half his power check (round up). The psionicist starts 
with the most recent event and proceeds backwards 
through time. 


The characters understanding of these events is 
vague and shadowy, as if he were viewing a dream. The 
dominant emotion involved - anger, hate, fear, love, etc. 
— comes through very clearly. 

20 - The character gains an unusually clear 
understanding of each event. 

I - Àn angry ghost comes forward and attempts to 
use magic jar against the psionicist. 


Sensory Suppression 


Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/I 

Range: 100 yards 

Area of Effect: I creature 

This power allows the psionicist to temporarily blind or 
deafen an opponent with an open mind by interfering 
with the brain’s reception of sensory information. The 
victim’s eyes or ears still work fine, but the mind cannot 
process the information. 

The victims remain blinded or deafened for as long 
as the power remains active, through initial duration or 
subsequent maintenance. Blinded characters suffer a 
penalty of -4 to all attacks, saves, and Armour Class. 
Deafened characters suffer a -I penalty, but the penalty 
could be increased depending on the circumstances. 
(For example, a character trying to use the blind fighting 
style to engage a foe in total darkness is very susceptible 
to being deafened.) 

20 - The victim loses all sensory information for as 
long as the psionicist maintains the power. 


I - The psionicist blinds himself for 2d8 rounds. 


Shadow Walk 


Psychoportation 

Level: 4 

Power Score: I4 

PSP Cost: 7+ 

Range: 1,000 yards 

Area of Effect: Personal 

This power allows the psionicist to use the Black to 
instantly cross a space between two shadows. The 
psionicist can step into any shadow larger than his 
own body and teleport to any other shadow in range. 
If he can see the shadow he is teleporting to, the cost 
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is 7 PSPs; if he is teleporting blindly to a shadow that 
he cannot see from his current location, the cost is 
doubled. All of the psionicists equipment and anything 
he is carrying is transported as well. 

This power is usually ineffective in bright daylight or 
on very dark nights. It works best in twilight conditions. 
The psionicist may use his own shadow to shadow walk. 

20 - The psionicist may travel to any shadow within 
two miles. 

I - The psionicist must save versus spells or 
accidentally summon Id4 shadows, who appear from 
his own shadow and attack him. 


Shadowform 


Psychometabolism 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 0 

Area oj Effect: Personal 

This power transforms the user into living shadow. The 
user, his clothing, armour, and up to 20 pounds of 
equipment all transform. He can blend perfectly into 
any other shadow. His movement rate, however, is now 
a 6 (regardless of what it was before), and he can only 
travel through darkness and shadow. Areas of open light 
are impassable. 

While in shadowform, the user can only be noticed 
by detect life, other types of psionic detection, or by 
a true seeing spell He can't harm anyone physically 
or manipulate any corporeal objects, but he can use 
psionic powers. 

20 - The psionicist gains all desired powers of the 
shadow monster for three rounds. 

I - The psionicists most valuable item saves vs. 
lightning or is turned to shadow and lost. 


Share Strength 


Psychometabolism 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: Touch 

Area of Effect: I creature 

The psionicist can lend his physical Strength to 
another character. The psionicist sacrifices two of his 


own Strength points (ability points, not PSPs) for every 
single point the recipient gains. This transfer remains 
in effect as long as the power’s duration persists or the 
recipient is killed. At that point, all points return in 
one round. 

20 - The rate of transfer is I:I. 

I - The psionicist’s Strength points do not return for 
24 hours. 


Slipstream 


Psychoportation 
Level: 2 
Power Score: I2 
PSP Cost: 3/1 per hour 
Range: 0 
Area of Effect: 10-yard radius 
This power enables the psionicist alter the flow of time 
around himself. This temporal alteration enables the 
psionicist and all creatures within the area of effect to 
travel greater distances than normal in a shorter time 
than would otherwise be possible. On the small scale, 
the effect is almost imperceptible, but over the course 
of a day it is remarkable. All creatures affected by this 
power have their hourly movement rate (and thus daily 
movement rate) increased by 25%. 

20 - The movement rate increase is 50%. 

I - The psionicist and all in the area of effect have 
their movement rates cut by 50% for Id4 rounds. 


Soften 


Psychokinesis 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 30 yards 

Area of Effect: I object weighing IO lbs. or less 

This power resembles molecular manipulation, except 
that it weakens the entire object instead of small area 
across a single plane. The object softens overall, losing 
its rigidity and strength. Specific effects vary, depending 
on the material. 

Metal: For each round of softening, weapons incur a 
-I penalty to attack rolls and cause one less point of 
damage, and armour receives a -I AC penalty. After 
IO rounds, any metal becomes soft and rubbery, but 
retains its shape. 
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Wood: Weapons with wooden shafts or handles suffer 
a -I to hit and damage per round of softening. The 
same penalty applies to armour and shields made from 
bark, agafari, or other wood. After six rounds, wood 
becomes stringy and rubbery but retains its shape. After 
IO rounds, the grain can be split easily and a punch 
can break through even the thickest doors or chests. 

Stone: After two rounds, stone becomes noticeably 
soft to the touch. After five rounds, it can be worked 
like stiff clay, but this is as soft as it gets. 

Magical Items: The item receives a save vs. crushing 
blow to escape the effect entirely. 

Living Tissue: No effect. 

DMs can use their judgement and the examples 
above to handle other materials. 

20 - All effects are doubled. 

I - The item is instead strengthened and can’t be 
affected for 24 hours. 


Spatial Distortion 


Psychoportation 

Level: 5 

Power Score: I5 

PSP Cost: 9/44 

Range: I00 yards 

Area of Effect: 20-foot cube or larger 

A psionicist with this power can affect the dimensions of 
an area, making it larger or smaller than it appears. The 
base area of effect is a 20-foot cube, but the psionicist 
can affect a larger area by paying an initial cost of 4 
PSPs per extra 20-foot cube he wishes to affect. The 
maintenance cost is always half the initial cost. The 
area of effect can be tailored to the surroundings; for 
example, the base area of effect applied to a I0-foot- 
wide passage would affect 80 foot of passage. 

Within the area of effect, the psionicist can choose to 
make the distance twice or one-half what it should be. 
In the passage above, he can make it appear to be 40 to 
I60 feet in length. A chasm could be made smaller, so 
as to be easily crossable, or greater to act as a defence. 
A friend’s fall could be shortened to cause less damage. 

Objects must be wholly in or out of the area of effect. 
The transition into the area of effect is unnoticeable. 

20 - The psionicist may alter distances from 25% to 
400% normal. 

I - The psionicist doubles all distances for himself 
only for 2d4 hours. 


Speed Burst 


Psychoportation 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area of Effect: Personal 

This power increases the psionicists movement rate by 

25%. No other abilities are affected - purely his speed. 
20 - The psionicist’s movement rate doubles. 
I - The psionicist moves at half speed for Id4 rounds. 


Spider Touch 


Psychometabolism 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area of Effect: Personal 
This power allows the psionicist to form strong, sticky 
pads on her fingers and toes and use these to adhere to 
almost any natural surface. While the power is active, 
the psionicist can climb or move across vertical walls 
and cliffs at her normal movement rate without falling. 
As a secondary effect, the psionicists Strength 
increases to 20 for the purpose of gripping things. 
20 - The psionicist gains spider-like agility, receiving 
a +2 to Dexterity. 
I - The psionicist becomes stuck to the ceiling during 
the climb and cannot free herself for Id4 rounds. 


Spirit Lore 

Clairsentience 

Level: 5 

Power Score: 15+ 

PSP Cost: 9/4 

Range: 0 

Area of Effect: Personal 

Some psionicists are close to the spirits and can gain 
information from them. Spirit lore is a risky method of 
learning secrets or unravelling mysteries. The psionicist 
must ask specific questions when using this power; the 
spirits never volunteer information and often seek to 
distort the truth. Even if the power is successful, the 


psionicist may not receive an accurate answer. 
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When this power is manifested, the DM should roll 


the power check in secret. The result determines the 
quality of the information he receives. However, no 
matter what the result is, the DM should try to be 
mysterious and vague in his answers. The spirits possess 
a lot of knowledge about a lot of different things and 
matters, but they are not omniscient. 


Power Check 


Information Gained 


15-16 The spirit doesn’t know the answer and lies 
The spirit knows only part of the answer 
17-18 and embellishes the truth, hoping to deceive 
the psionicist 
The spirit doesn’t know, but admits its 
19-20 B 
ignorance 
91-99 The spirit knows the answer, but tries to 
disguise the truth in deceptive riddles 
93+ The spirit knows the answer and answers 


truthfully 


If the result is a failure, the psionicist finds no spirits 
to contact. The psionicist may ask one question per 
round of the spirit world. A clever character will cross- 
examine a spirit to determine its truthfulness. 

20 - The psionicist contacts a knowledgeable and 
helpful spirit and automatically receives accurate and 
truthful answers. 

I - The psionicist contacts a malicious entity that 
attempts to magic jar the psionicist out of his body. 


Split Personality 


Psychometabolism 

Level: 7 

Power Score: I7 

PSP Cost: 13/6 

Range: 0 

Area of Effect: Personal 

This is the power to divide one’s mind into two 
independent parts. Each part functions in complete 
autonomy, like two characters in one body. Both parts 
communicate fully. Both can use psionic powers, even 
at the same time. That means a split personality can 
use twice as many psionic powers per round. (The 
characters total number of PSPs remains the same, 
however, with both personalities drawing from it) 
Alternately, one personality can use psionic powers 
while the other does something else - eg, converse, 
ponder a puzzle, or control the body in melee. Thus, 
split personality allows a character to fight physically 
and psionically at the same time. 


Psionic Powers 


Mental attacks directed against the psionicist affect 
only half of the mind - the psionicist chooses which 
half is affected. If one half is destroyed, controlled, or 
subdued somehow, the other half can continue fighting 
independently and retains control of the body. 

Before he attempts to make his personality whole 
again, the psionicist must make a saving throw vs. 
paralysation if he does not control both portions of 
his mind or if he has unrepaired psychic damage. A 
successful save means that his mind returns to complete 
health and throws off all undesired influences. Failure 
means that the afflicted portion of his mind becomes 
dominant and he passes out for Id6 turns, but regains 
consciousness free of undesirable influences. 

If a psionicist has the PSPs to do it, his personalities 
can split again by manifesting this power. This is 
handled separately for each personality. If the psionicist 
was maintaining a power or had a girded power in 
effect, he decides if one or both personalities inherit the 
powers effects. 

If a personality uses switch personality, the manifesting 
personality will be transferred to the victim, taking full 
control, while the victim’s personality becomes the second 
half of the psionicist’s mind. They are in contact with 
each other. The victim can try to assert control over his 
new body, but must win a psychic contest against the 
psionicist. The psionicist uses his split personality power 
check, and the victim uses his level. 

20 - The mind splits into three parts instead of two. 

I - The psionicist passes out for Id6 turns. 


Stasis Field 


Psychokinesis 

Level: 8 

Power Score: 18 

PSP Cost: 15/7 

Range: 0 

Area of Effect: I yard per level 

A stasis field is a region in which time slows to a crawl 
and energy is reduced to a meaningless fizzle. When 
created, the stasis field surrounds the psionicist like 
a bubble. It can have any radius he desires, up to a 
maximum of I yard per experience level. 

From the outside, the stasis field looks like a slightly 
shimmering, completely smooth silver globe. When 
something presses against the edge, it gives slight 
resistance, but the object passes through. 
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Inside the field, all is murky and dim. Light filters 
through from the outside, but it turns gray. A light 
source inside is only about one-fourth as bright as usual. 

Time is 60 times slower in a stasis field. That is, 
for every round (or minute) that passes inside, an 
hour elapses outside. (This dilation is not apparent to 
those inside the field, however.) Within the field, the 
maintenance cost rises to 20 PSPs per round. 

Energy and motion also change inside a stasis field. 
Energy magic - eg, fireball, magic missile, cone of cold, 
and flame strike - have no effect; the spells appear and 
then fizzle in mid-air. Movement is slowed down visibly, 
and swift objects are affected more than slow objects. 
Character and creature movement rates are halved. A 
dagger can easily be pushed through someone, but a 
lightning-like slash with a sword is slowed to a graceful 
arc, almost like slow motion. A missile weapon is 
useless; the missile drifts lazily through the air, only to 
bounce off an unwary target or be dodged by a target 
who's looking. 

If the psionicist keeps the stasis field centred on 
himself, it moves with him. He can transfer the focal 
point of the stasis field to anything he touches, however. 
Then he can move freely within the stasis field, or 
even leave it. If the psionicist does choose to leave the 
stasis field, the cost to maintain the power is reduced 
to normal. 

(From one perspective, this is actually an increase in 
cost, since it equals 420 points for every round which 
passes inside. Remember, one hour outside equals one 
round inside.) 

While outside the field, the psionicist can roam up to 
100 yards from it and still maintain the field. However, 
he cannot move the field from the outside. To move it 
again, he must re-enter it. 

20 - The psionicist can maintain the stasis field from 
within for IO PSP per round. 

I - The stasis field costs 20 PSP per round to 


maintain even if the psionicist leaves it. 


Static Discharge 


Psychokinesis 
Level: I 

Power Score: II 
PSP Cost: I/I 
Range: Touch 


Area of Effect: I creature 


A psionicist with who manifests the static discharge 
power can accumulate a charge of static electricity in 
his body and then discharge it in the form of violent 
electrical shocks through a touch attack. The longer the 
psionicist accumulates the charge, the more damaging 
the discharge will be. 

The attack inflicts Id4+I points of damage per two 
rounds the static discharge power remains active (so a 
psionicist who manifests the static discharge power and 
keeps it active for 4 rounds will deal 2d4+2 points of 
damage when he delivers his attack). 

Manifesting this power doesn't count as an attack, but 
the discharge does. The psionicist must make a touch 
attack to hit his target. Failure to hit does not discharge 
accumulated static energy - it continues to accumulate 
for as long as the power remains active. 

20 - Damage increases to Id64-I points of damage 
per two rounds. 

I - The psionicist shocks himself for Id4--I points 
of damage. 


Strength oj the Land 


Psychometabolism 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: IO yards 

Area of Effect: I creature 

This power lets the psionicist tap into the strength of the 
local spirit of the land, lending that strength temporarily 
to one other creature. The affected creature gains 25 
"phantom" hit points (the next 25 points of damage 
taken come off these rather than its own hit points); a 
+3 bonus to attack and damage rolls, regardless of the 
weapon used; and an automatic 25% magic resistance. 
These benefits remain in effect until the power ceases 
to be active. 

There is always the danger of arousing the spirit of 
the land itself, especially if its strength is being used for 
destruction of its domain. The base chance of having to 
explain oneself to the local spirit of the land is 5%. The 
DM. may modify this chance according to the situation. 
The encounter itself should be role-played. 

20 - The psionicist may maintain the power for free 
for five rounds. 

I - The land has been recently defiled and has no 


strength to lend - the psionicist still loses the PSPs. 
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Subjective Reality 


Clairsentience 

Level: 6 

Power Score: I6 

PSP Cost: 11/5 

Range: 0 

Area of Effect: Personal 

This power allows the psionicist to ignore the reality of 
an object or category of objects and make them have 
no existence for him. He could convince himself that 
an enemy's sword could not harm him and the sword 
would simply pass through his body without effect. 

The psionicist can only disbelieve inanimate objects 

or effects with this power, since he finds it impossible to 
ignore living creatures. Some possible uses of the power 
include: 

e  Disbelieving a type of weapon, such as hand-held 
weapons, bows and crossbows, or hurled weapons. 
No weapon of that type can harm the psionicist 
while the power remains active. 

e Disbelieving an entire type of magic, such as 
priestly or wizardly magic. 

e  Disbelieving a manifestation of an element, such 
as a bonfire or a rockslide. 

e Disbelieving any one object, regardless of size 
(large or small), such as a boulder, an enemy's 
armour, or a magical item in an enemy’s possession. 

The DM will have to decide what the exact effects 

of subjective reality are, but in general the disbelieved 
objects simply do not exist for the psionicist. He cannot 
be harmed by them, nor have any effect on them himself. 
The psionicist’s enemies may be quite baffled by their 
inability to cut him to pieces or blast him to cinders. 

20 - The psionicist can alter what he disbelieves from 

round to round. 

I - The psionicist accidentally creates a whole new 

reality for himself and must save versus spells or be 
plane shifted toa randomly selected plane. 


Summon Object 


Psychoportation 

Level: 6 

Power Score: 16+ 

PSP Cost: II+ 

Range: 10+ yards 

Area of Effect: I object weighing 100 lbs. or less 


This power allows a psionicist to teleport a distant object 
to him. The item must be a single piece and weigh no 
more than I00 pounds. Metal is harder to teleport and 
costs twice as much as normal, while obsidian is very 
hard to teleport and triples the PSP cost. The actual 
cost of summon object varies with the distance of the 
item from the psionicist: 


Distance Initial Cost Power Score 
10 yards II 16 
100 yards I5 I7 
1,000 yards 20 I8 
IO miles 30 20 
I00 miles 40 22 
1,000 miles 50 24 
10,000 miles 100 26 


The psionicist must be able to either see the object he 
is teleporting or know exactly where it is. If the psionicist 
left a steel sword hanging above the fireplace in his 
home, he can summon the sword - but if someone 
had moved the sword across the room, he could not 
summon it unless he used scrying to see where it was. 

If the psionicist tries to use this power to remove an 
object from someone else’s person, the victim receives a 
saving throw versus spells to avoid the effect. Note that 
any summoned object will appear in the psionicist’s 
hand or on the ground beside him, so it is not possible 
to use this power to drop boulders on the heads of one’s 
opponents. 

20 - The psionicist only pays half the PSP cost. 

I - The psionicist moves the object from its resting 
place, but it doesn’t show up. It is teleported from its 
current location a distance equal to its distance from 
the psionicist, but in a random direction. 


Summon Planar Creature 


Psychoportation 

Level: 5 

Power Score: I5 

PSP Cost: 9+ 

Range: 200 yards 

Area of Effect: I creature 

With this power, the user can reach into another plane, 
grab whatever creature he happens to find there, and 
teleport it to his own plane. The creature is disoriented 
for I round after arriving, suffering a +2 penalty on 
initiative and a -2 on attacks and saving throws. 
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The psionicist can make the summoned creature 
appear anywhere within 200 yards of his position. If 
the psionicist rolls the power score exactly, the creature 
appears within IO yards. The PSP cost is 9 for a 
creature from the Black or Gray, 18 for one from the 
Inner Planes and 27 for a creature from the Deep (the 
Outer Planes). 

The user chooses the plane from which the creature 
comes. He doesn’t choose the creature; that’s determined 
at random. A creature from the elemental planes is 
usually an elemental of the appropriate type. A creature 
from the Deep could be a native or a visitor. 

This power offers no control over the summoned 
creature and doesn’t return it to its home plane after a 
set amount of time - it merely teleports something from 
there to here. To be rid of the creature, the user must 
banish it, teleport it again, kill it, or somehow control it. 

20 - The creature summoned enjoys this sort of thing 
and won't be angry with the psionicist. 

I - The psionicist attracts the attention of a powerful, 
extraplanar creature without summoning it. 


Summon Planar Energy 


Psychoportation 

Level: 3 

Power Score: 13+ 

PSP Cost: 5 

Range: 60 yards 

Area of Effect: Special 

Some psionicists can use their minds to unlock the 
alien energies of other planes. A character with this 
ability can summon energy from the planes and use 
it to attack her enemies. Some planes are more useful 
than others for this purpose — paraelemental planes, the 
Gray and the Black deal the most damage - but are 
correspondingly harder to access. 


Plane Attack Type Damage Power Score 
Air Lightning bolt 3d8 13 
Earth Avalanche 2d8 plus knockdown 13 
Fire Flame blast 2d8 plus ignite 13 
Water Cold wave 3d8 13 
Magma Lava burst 4d8 plus ignite I5 
Rain Cold wave 5d8 II 
Silt Dehydration enfeeblement I5 
Sun Heat rays 2d6/2d6 i5 
Black Cold wave 6d8 I7 
Gray Negative energy level drain I7 


e Avalanche - knockdown affects all creatures in 
a 30° x 30° cube - a Dexterity check avoids this. 
e. Enfeeblement — as per the spell, save to avoid. 
e Heat ray - can fire at two different targets. 
e Ignite - deals an additional Id8 damage the 
following round. 
e Level drain - save vs. spells to avoid. 
e Lightning bolt - strikes all creatures between 
psionicist and target. 
Regardless of the form of energy used, the victim may 
attempt a saving throw versus spells for half damage. 
20 - The psionicist taps a particularly potent source 
of energy; add one die of damage. 
I - The psionicist accidentally summons a creature 
native to the plane whose energy she was trying to tap. 


Superior Invisibility 


Telepathy 

Level: 4 

Power Score: 14/MAC 

PSP Cost: 7/3+ 

Range: 100 yards 

Area of Effect: Personal 

Superior invisibility is like invisibility, but it masks the 
character completely. The psionicist makes no sound 
and has no smell, though he can still be felt if touched. 
If he attacks someone physically, he automatically reveals 
himself to that character. Use the table for invisibility 
but add 4 to the base PSP cost. 

20 - Opponents affected by this power cannot detect 
the psionicist even if he touches or physically attacks 
them. 

I - Everyone targeted becomes aware of the psionicist 
and his desire to be invisible. 


Suppress Fear 


Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/1 

Range: I0 yards 

Area of Effect: I creature 

A psionicist can use this power to bolster the courage 
of a target with an open mind. The psionicist can 
remove any fear effect currently affecting a character, 
automatically dispelling it. This use of suppress fear 
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ends the terror created by cause fear, emotion, eyebite, 
fear, scare, spook, and symbol, as well as the psionic 
powers of invincible foes and phobia amplification. 

If the psionicist uses this power on a character who has 
not been frightened yet, the subject gains a temporary 
bonus of +4 to any morale checks or saving throws 
against magical or psionic fear effects. If the spell or 
power would not normally allow a saving throw, the 
psionicist may attempt a second power check to see 
if his fear suppression defeats the effect anyway. This 
protection lasts one turn, plus a number of rounds 
equal to the psionicist’s level. 

20 - The psionicist so emboldens the subject to the 
point of foolhardiness that he gains a +I to all attack 
rolls while the power is in effect. 

I - Fear can be a contagious thing, The psionicist is 
entirely overwhelmed by the victim’s panic and flees as 
if affected by a cause fear spell himself. 


Suppress Magic 


Psychokinesis 

Level: 6 

Power Score: 16 

PSP Cost: 11/5 

Range: 0 

Area of Effect: 20-yard radius 

This power generates a psychokinetic field that resonates 
ata fundamental frequency and dampens magic of all 
types. Within the field, no spells function, weapons lose 
their enchantments, creatures with magical attacks or 
powers (such as a dhaot’s illusions) cannot use them, 
magically animated monsters (animated dead, golems, 
etc.) stop in their tracks, and magical items do not 
function. 

This effect temporarily disrupts enchantments, so 
a charmed person is temporarily freed, polymorphed 
creatures return to their original form, etc. Things that 
were changed by magic but are no longer magical, 
such as a stone bench that was created by a stone 
shape, do not change in form. A person petrified by a 
medusa’s gaze remains that way. Once the power ceases, 
all enchantments resume. 

20 - The psionicist may choose to dispel any 
enchantment in the area as a wizard of the same level 
casting dispel magic. 

I - A random magical item on the psionicist’s person 
is permanently drained of all enchantments. 


Suspend Animation 


Psychometabolism 
Level: 4 
Power Score: I4 
PSP Cost: 7 
Range: Touch 
Area of Effect: I creature 
With this power a psionicist can "play dead" - bringing 
all life functions to a virtual halt. Only the most careful 
examination will show that the character is still alive. 
Even psionic powers such as detect life and ESP will 
not turn up any evidence of life. Use of the probe power 
will detect life immediately. The psionicist can remain 
in suspended animation for a number of weeks equal to 
the results of his power check or less. When he wishes 
to put himself to sleep, he first decides when he wants 
to wake. Then he makes his power check. If the number 
rolled is less than the time he hoped to be suspended, 
he awakens prematurely. Another willing character can 
also be suspended for the same PSP cost (not at the 
same time as the psionicist, however). 

20 - The psionicist remains aware of his surroundings 
and can awaken at any time he chooses. 

I - The psionicist falls unconscious and only violent 
slapping can revive him. 


Switch Personality 


Telepathy 

Level: 7 

Power Score: I7/MAC 

PSP Cost: 13 

Range: Touch 

Area of Effect: Individual 

This power allows the psionicist to switch his own mind 
with that of a target with an open mind. In effect, they 
exchange bodies. The other person’s mind inhabits the 
psionicists body while the psionicist’s mind inhabits his 
subjects body. The switch is permanent, and last until 
the psionicist uses this power to reverse it. 

Each character gains the other's physical attributes. 
However, both minds retain all their own knowledge 
and knowledge-based abilities. For example, a telepath 
who switches minds with a I0th-level fighter gains a 
body with that fighter's hit points and physical attributes 
(Strength, Constitution, and Dexterity). However, he 
retains his own attack bonus, proficiencies, and so forth. 
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The switch takes a turn to complete, and the process 
is quite traumatic. At the end of the turn, both 
characters must make system shock saving throw using 
their new Constitution scores. A character who fails this 
roll lapses into a coma for IdI00 hours. 

Bodies that have undergone a personality switch 
tend to degenerate. Both characters must make a 
Constitution ability check every day. If a check fails, 
the character loses one point of Constitution. If his 
Constitution drops to zero, he dies. This Constitution 
loss is temporary, but it does not reverse itself until the 
personalities are restored to their proper bodies. At that 
point, both bodies recover one point of Constitution per 
day. The psionicist does not lose his psionic powers if 
his Constitution drops below II, but his hit points are 
affected accordingly. 

Should one of the two bodies be killed, the personalities 
don't automatically switch back - the personality 
inhabiting the body which has died dies as well. The 
second personality will be doomed to eventual death 
as it weakens in the body that is not its own. Neither 
personality has any awareness of what is happening to 
its original body. 

20 - System shock rolls automatically succeed, and 
the Constitution checks are made only once a week. 

I - The psionicist lapses into a coma for IdI00 
hours. 


Synaptic Static 


Telepathy 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 
Range: 0 
Area of Effect: 20/50/90 yards 
Synaptic static interferes with all psionic activity within a 
given area. Even the psionicist is affected; when he creates 
static, he cannot use any other power simultaneously. 
However, he may also prevent others from using their 
powers. Anyone who tries to use a psionic power within 
the area of effect must fight the static's creator in a 
psychic contest. If an opponent succeeds, his power 
functions normally. If not, his power fails. 

Exposure to synaptic static for more than five rounds 
will give anyone a splitting headache. This has no game 


effect but it will make NPCs and animals irritable. This 


power has three ranges: short, medium, and long. At 
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medium range, the character’s power check is reduced 
by two. At long range, it is reduced by five. 
20 - The psionicist receives a +I bonus in all psychic 
contests prompted by the current use of synaptic static. 
I - The character injures himself trying to create 


static. He immediately loses Id20 PSPs and Id6 hit 


points. 


Synesthete 


Clairsentience 

Level: I 

Power Score: II 

PSP Cost: I/I 

Range: 0 

Area of Effect: Personal 

This power allows the psionicist to perceive with one 
sense when another would be stimulated. In other words, 
the psionicist can see sound, hear light and so forth. 
When the psionicist uses this power, he can choose one 
of the following manifestations: 

e See sound - the psionicist sees sound with his 
eyes. Only a character who can see normally can 
use this power. The character can see normally 
in darkness but can still be “blinded” by silence. 

20 - The psionicist can detect noise like a thief of 
the same experience level. 

I - Loud sounds cause “blindness” and all other 
sounds are as disturbing as bright lights. 

e Feel light - the psionicist can feel what his eyes 
would normally reveal (his field of vision does not 
change). This power does not allow him to see in 
the dark, since there must be light for him to feel, 
or counter magical darkness. The character gains 
a +4 bonus on saves vs. gaze attacks. 

20 - The character can feel light in all directions. 

I - The psionicist becomes overly sensitive to light 
for IdIO rounds. Exposure to light causes I point of 
damage per round, and the character cannot see. 

e Feel sound - the psionicist can hear through his 
skin even if his ears are disabled. He can't detect 
sound where there is none, and the power doesn't 
work in areas of magical silence. The user gains 
a +2 bonus on saves vs. sonic attacks or effects. 

20 - The psionicist can detect noise like a thief of 
the same experience level. 

I - For Id4 rounds, any sound causes I point of 
damage per round and is garbled. 
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e Hear light - the psionicist can “see” with his 
ears. Any light which reaches him is converted 
to sound, and he “hears” the image. The image 
his mind perceives is just like an image offered 
by normal sight, and the character suffers no 
penalties for anything requiring vision. 

20 - The psionicist can “hear” in the dark, as if he 

had infravision. 

I - Bright light causes deafness, and all other light 


is just a buzz. 


Telekinesis 


Psychokinesis 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: 30 yards 

Area of Effect: I item weighing ten pounds or less 
Telekinesis is the ability to move objects through space 
without touching them. The base cost assumes that 
the object being moved weighs IO pounds or less. For 
heavier objects, add one PSP per additional pound. 
The maintenance cost for heavier items remains half the 
initial cost (round down). 

A psionicist using telekinesis can move an object up 
to 60 feet per round. The object can serve as a weapon. 
In. this case, the character uses his own attack score. 
Small items will do Id6 damage - double this for each 
size category above Small. 

It is possible to use telekinesis for very fine work such 
as sewing, writing, or picking a lock The character 
attempting to perform the task must be capable of doing 
the work himself - sewing telekinetically doesn't help if 
you know nothing about sewing. The psionicist should 
make a second power check to successfully complete 
any fine work. In the case of picking a lock, this gives 
the character an opportunity to roll against his open 
locks percentage. 

If a character wants to engage in a tug-o-war with 
someone (for example, trying to yank a sword out of 
a guard's hand) resolve the situation with the normal 
psychic contest rules, comparing the defender's Strength 
score against the psionicists power check. 

20 - The character can lift a second item of equal or 
lesser weight simultaneously for the same cost. 

I - The psionicist loses control of the item and it 
flies 2dIO feet in a random direction. 


Telekinetic Barrier 


Psychokinesis 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 
Range: 20 yards 
Area of Effect: Special 
A telekinetic barrier is an immobile field of mental 
force that resembles the wizard spell wall of force. The 
psionicist creates an invisible barrier of force up to 
60 feet in length and IO feet in height (or any other 
vertical surface of 600 square feet or less) at a range 
of up to 20 yards. The psionicist may instead create a 
dome of force with a I0-foot radius, centred on himself. 
No physical object or any form of energy can penetrate 
the barrier. It is possible to circumvent the barrier by 
using abilities such as teleport or dimensional door. 
Magical or psionic disintegration destroys the telekinetic 
barrier, but the power or spell is cancelled in the process. 
The telekinetic barrier is immobile once created. If the 
psionicist moves more than 20 yards from the barrier 
(outside the power's range), it collapses. 
20 - The character can maintain the power for three 
rounds for free. 
I - Àn uncontrolled surge of force from the psionicist 
knocks down anyone standing within IO feet of him. 


Telekinetic Flight 


Psychokinesis 

Level: 3 

Power Score: I3 

PSP Cost: 5/2 

Range: 0 

Area oj Effect: Personal 

Dy using this power, the psionicist can fly at MV I8. She 
can manoeuvre horizontally or vertically in any fashion 
desired, with MC B. Using telekinetic flight requires as 
much concentration as walking, so the psionicist can 
attack and manifest other powers while flying. 

When the power ceases or the psionicist runs out of 
PSPs, she drops like a rock. She would be wise to land 
before this occurs. 

20 - The psionicist can fly with a movement rate of 
24 and a manoeuvrability class of A. 

I - An abortive attempt at flight hurls the psionicist 
10-40 (d4xI0) feet in a random direction, including up. 
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Telekinetic Sphere 


Psychokinesis 
Level: 8 
Power Score: I8 
PSP Cost: 15/7 
Range: 20 yards 
Area of Effect: I-foot diameter per level 
This power creates a globe of shimmering force that 
encloses the target creature - if it is small enough to 
fit within the diameter of the sphere and fails to save 
vs. spell. The sphere contains its subject for the power's 
duration, and it is not subject to damage of any sort 
except from a rod of cancellation, a wand of negation, 
or a disintegrate or dispel magic spell or power. These 
cause it to be destroyed without harm to the subject. 
Nothing can pass through the sphere, inside or out, 
though the subject can breathe normally. The subject 
may struggle, but all that occurs is a movement of the 
sphere. The globe can be physically moved by people 
outside the globe or by the struggles of those within. 
Creatures or objects inside the globe are nearly 
weightless - anything contained weighs only I/I6 its 
normal weight. Any subject weighing up to 5,000 pounds 
can be telekinetically lifted in the sphere by the psionicist. 
Range of control extends to a maximum distance of IO 
yards per level after the sphere has actually succeeded 
in encapsulating a subject or subjects. Note that even 
if more than 5,000 pounds of weight is englobed, the 
perceived weight is only I/I6 of actual weight, so the 
orb can be rolled without exceptional effort. Because of 
the reduced weight, rapid motion or falling within the 
field of the sphere is harmless to the object therein, 
but can be disastrous should the globe disappear when 
the subject inside is high above a hard surface. The 
psionicist can dismiss the effect with a word. 
20 - The maintenance cost is halved (round down). 
I - The psionicist is encased in the sphere for the 
full duration of the power. 


Telempathic Projection 


Telepathy 

Level: 2 

Power Score: 12/MAC 

PSP Cost: 3/1 

Range: 0 

Area of Effect: 10-yard diameter 
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This power allows the user to send emotion to everyone 
with an open mind within a 10-yard diameter. This 
power cannot radically change a characters emotional 
state, however. À character who is very angry could be 
made only slightly angry, for example, but not happy. 
Empathic changes are a matter of degree, no more. 

20 - Emotions can be drastically altered (love to 
hatred, etc) while this power is active. 

I - All affected characters experience strong negative 
emotions toward the psionicist for Id6 rounds. 


Teleport 


Psychoportation 

Level: 5 

Power Score: 15+ 

PSP Cost: 9+ 

Range: 0 

Area of Effect: Personal 

This power allows the user to travel to a familiar spot. 

Teleport is instantaneous and always takes a character 

to a fixed location. There is an audible pop at both 

ends, signalling use of the power. The destination must 

be a place the user knows or can picture mentally. 

Even if the user never has been there, he may still know 

a location via scrying or another power. He can also 

teleport to a place even if it has changed from the way 

he pictures it; rearrangement won't hamper the power. 
Restraints don’t affect this power. The user can bring 

his clothes, small items, and equipment (up to one-fifth 

of his body mass). Doubling the amount of PSPs spent 

to manifest the power lets the user carry up to three 

times his body mass, or to take along up to two others 

he has a firm grasp on. The cost to use this power varies 

with the distance travelled, as indicated below: 


Distance Initial Cost Power Score 
10 yards 9 I5 
I00 yards 20 I6 
1,000 yards 30 I7 
IO miles 40 I8 
100 miles 50 I9 
1,000 miles 60 20 
I0,000 miles 70 2I 
Interplanetary I00 22 


20 - The PSP cost is reduced by 20% (round up). 
I - The psionicist teleports 2410 miles in a random 
direction. 
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Teleport Lock 


Psychoportation 

Level: 4 

Power Score: 14 

PSP Cost: 7/3 

Range: 30 yards 

Area of Effect: I creature 

This power prevents the target from teleporting. All 
forms of teleportation, magical and psionic, are blocked 
by teleport lock. A creature attempting to teleport while 
under a teleport lock must win a psychic contest against 
the psionicist, using its power check (or level for wizards) 
against the psionicist’s teleport lock power check. 

Teleport lock also prevents magical or psionic blinking 
and plane shifting. It does not prevent dimensional door 
or dimension walk, but does prevent shadow walk. 

20 - The psionicist automatically wins any psychic 
contests he must fight with this power. 

I - The psionicist must save versus spells or be 
dragged along behind the subject when the subject 
teleports. The psionicist suffers Id8 points of damage 
and is stunned 2d6 rounds at his new location. 


Teleport, Mass 


Psychoportation 
Level: 8 
Power Score: 18+ 
PSP Cost: 15+ 
Range: 0 
Area of Effect: Special 
This power is identical to teleport, except that it is used 
to teleport the psionicist and several other characters 
at once. The other characters must be willing to 
be teleported or otherwise have an open mind. The 
psionicist can carry one person per two levels. 

The cost to use this power varies with the distance 
travelled, as indicated on the table: 


Distance Initial Cost Power Score 
10 yards I5 I8 
I00 yards 20 I9 
1,000 yards 30 20 
IO miles 40 2 
I00 miles 50 22 
1,000 miles 60 23 
10,000 miles 70 24 
Interplanetary 100 25 
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20 - The psionicist only pays 20% of the PSP cost 
for this power. 

I - The psionicist teleports himself and his companions 
2d10 miles in a random direction. 


Teleport Object 


Psychoportation 
Level: 4 
Power Score: 14+ 
PSP Cost: 7+ 
Range: 0 
Area of Effect: I object weighing 100 lbs. or less 
This power is identical to teleport and teleport other, 
except that it teleports objects. This is much more 
difficult for materials than it is for living creatures. The 
item to be teleported must be a single piece and weigh 
no more than I00 pounds. Metal is harder to teleport, 
and costs double its true weight for this calculation. 
Obsidian is harder still, costing triple. 

PSP cost and difficulty increase with distance, 
according to this table: 


Distance Initial Cost Power Score 
10 yards 7 14 
100 yards 10 I5 
1,000 yards I5 I6 
IO miles 20 I8 
100 miles 30 20 
1,000 miles 40 22 
10,000 miles 50 24 
Interplanetary 150 26 


If the power check fails, the points are still expended 
and the item is unaffected. 

20 - The item is temporarily strengthened during 
teleportation. For the next 2d6 days it survives all item 
saving throws. 

I - The item is teleported IdIO miles in a random 
direction. 


Teleport Other 


Psychoportation 

Level: 6 

Power Score: I6 

PSP Cost: II 

Range: 0 

Area of Effect: I to 3 creatures 
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This power is identical to teleport, except that it is used 
to teleport characters other than the user. The user 
stays where he is while someone else is teleported. The 
character must be willing to be teleported or otherwise 
have an open mind. If the user pays twice the usual 
PSP cost, he can teleport up to three characters - 
provided they are firmly grasping one another. 


Distance Initial Cost Power Score 
IO yards II I6 
I00 yards 20 I7 
1,000 yards 30 I8 
IO miles 40 I9 
100 miles 50 20 
1,000 miles 60 2n 
I0,000 miles 70 22 
Interplanetary 100 23 


20 - The psionicist only pays 20% of the PSP cost. 

I - All would-be teleporters are seriously disoriented. 
They cannot cast spells or manifest powers and suffer a 
-4 penalty on all die rolls for Id4 turns. 


Teleport Trigger 


Psychoportation 
Level: 5 
Power Score: I5 
PSP Cost: 9/4 per hour 
Range: 0 
Area oj Effect: Personal 
This power allows the user to establish a specific event 
that will instantly manifest his teleport power. It is a 
reflexive event, occurring as soon as conditions are met 
without any conscious effort on the part of the user. 
After successfully rolling the power check, the user 
must specify where he wants to teleport and define 
very specifically what conditions will trigger that teleport. 
These conditions can be anything he chooses, but must 
happen in his immediate vicinity to activate the trigger. 

When the teleport is triggered, the user must have 
enough PSPs remaining to pay the cost. (If he doesn’t, 
it fails to activate.) He must also make a power check. If 
the roll fails, the power doesn’t work. The trigger remains 
active as long as the user pays the PSP cost. 

20 - The psionicist can maintain the power at a cost 
of 2 PSPs per hour. 

I - The psionicist teleports 2410 miles in a random 
direction. 


Thought Shield 


Telepathy 
Level: 3 
Power Score: I3 
PSP Cost: 5/2 
Range: 0 
Area oj Effect: Personal 
This is one of the five telepathic defence powers used to 
defend a closed mind against being opened involuntarily. 
When not used to protect a mind from being opened, 
it grants the psionicist a +7 MAC bonus. 
20 - The maintenance cost is halved. 
I - The psionicists mind is opened for Id4 rounds. 


Time Dilation 


Psychoportation 

Level: 3 

Power Score: 13 

PSP Cost: 5/2 

Range: 0 

Area of Effect: Personal 

This power allows the psionicist to affect the time-stream, 
speeding up or slowing down its flow relative to herself. 
Slowing down the flow of time hastes the psionicist, 
while speeding the time flow slows the psionicist. 

The power works like the wizard spells of the same 
name, doubling attacks and movement rate, and 
granting a -2 initiative bonus (or halving movement and 
attacks and imposing a -4 penalty to AC, attacks and 
Dexterity checks). Psionics and magic are unaffected by 
this power. 

Note that a slowed psionicist consumes food and water 
and is affected by things like poison at her own pace, so 
this power can be used to reduce water consumption to 
zero or to slow poison. 

20 - The psionicist can maintain the power at no 
cost for an additional IO rounds. 

I - The psionicist ages IdIO years. 


Time Duplicate 


Psychoportation 

Level: 6 

Power Score: I6 

PSP Cost: II 

Range: 0 

Area of Effect: Personal 
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This power allows the psionicist to travel forward in 
time to borrow a future self, bringing it back to aid 
him in the present and creating an identical duplicate 
of himself. 

The psionicist only travels a round or two into the 
future, and creates a strange hiccup in his own existence. 
The net effect looks something like this: 

First Round: The psionicist manifests the power. To 
observers, it looks as if nothing has happened. 

Second Round: The psionicist’s self from round three 
arrives, so there are now two psionicists. Both can act 
normally during this round, but the future self gains 
some advantages since he’s already lived through this 
round once and knows what to expect. 

Third Round: The psionicist journeys back to round 
two to help himself, so there are no psionicists here. He 
has no existence at all during this round. 

Fourth Round: The future psionicist who was 
borrowed from round three returns at the same spot 
and in the same condition he was in when round two 
ended. The time duplicate has ended. 

In the second round, the future self has the option 
of automatically winning the initiative (since he knows 
what’s going to happen) or holding his attacks until the 
end of the round. In any event, the future self gains a 
+4 bonus to Armour Class, +4 bonus to saving throws, 
and a +2 bonus to any attack rolls he makes. 

If the future self is injured or killed, there is no effect 
on the present psionicist, other than the fact that he 
can cringe in anticipation of the wounds he’s going to 
get and possibly die from. However, any injuries to the 
present self are immediately duplicated on the person 
of the future psionicist. 

20 - The future self finds the time to warn the 
present self of any dangers, so that the present self gains 
the combat bonuses of the future self. 

I - The psionicist taps a possible future in which he 
has been slain in the next round. He must save versus 
spells or become catatonic for Id6 hours. 


Time Shift 


Psychoportation 

Level: 7 

Power Score: 17+ 

PSP Cost: 13+ 

Range: 0 

Area of Effect: Personal 


Time shift allows the psionicist to travel up to three 
rounds into the future and observe things until time 
catches up with him. He sees everything frozen around 
him just as it will be when that moment in the future 
actually arrives. 

The psionicist enters a different reality when he 
manifests this power. No one in the “still life” that 
surrounds him can see or detect him in any way. The 
psionicist can move freely through the environment, 
putting himself wherever he wants to be when he returns 
to normal time. But while he is time-shifted, he cannot 
affect anything around him, nor can anything affect him. 
Even two time-shifted characters are completely invisible 
to each other. To the people in real time, the character 
using this power simply vanishes and then reappears 
sometime later. 

The character does not exist for any normal game 
purpose during the period when he is time-shifted. If, 
for example, a fireball spell detonates in the room while 
the character is time-shifted, the character is completely 
protected against its effects. In fact, unless the blast leaves 
visible effects (charred walls or corpses or sulphurous 
fumes), the character won't even know it happened while 
he was under the effects of the time shift power. He sees 
none of the intervening events. 

Time shift offers an obvious advantage in combat. A 
psionicist can use this power to leap one round into the 
future and manoeuvre himself into an ideal position for 
an attack. In that case, the shifter receives a +4 bonus 
to his attack roll. With enough time, he could even 
escape the conflict entirely. 

How long does a time shift last? If the psionicist 
travels one round forward, then he has one round in 
which to manoeuvre. If he travels two rounds forward, 
then it take two rounds for reality to catch up. Three 
rounds is the limit. The farther (or longer) the trip 
through time, the more difficult it is to make, as shown 
in the table below: 


Time Shifted PSP Cost Power Score 
I round 13 I7 
2 rounds 25 I9 
3 rounds 40 23 


20 - The attack bonus increases to +6. 
I - The psionicist is disoriented, and suffers a -4 
penalty on all die rolls for as many rounds as he 


intended to shift. 


O 


Psionic Powers 


Time/Space Anchor 


Psychoportation 
Level: 4 


Power Score: 14 
PSP Cost: 7/3+ 


Range: 0 
Area of Effect: 3-yard radius 
This power protects psionicists against unwanted 


teleportation. When a time/space anchor is in effect, the 
psionicist cannot be teleported against his will unless he 
loses a psychic contest. Anyone and anything else inside 
the 3-yard radius is also protected using the psionicist’s 
power check. Items are protected automatically, but 
living creatures or characters are protected only if the 
psionicist wants them to be. Each additional creature 
protected costs another PSP per round. 

This power cannot prevent someone from teleporting 
himself away; it only prevents teleporting by an outside 
source. 

20 - The psionicist receives a +2 bonus in any 
resulting psychic contests. 

I - The psionicist is rooted to the spot for Id6 
rounds. During that time his AC is penalised by -5. 


Time Travel 


Psychoportation 

Level: 8 

Power Score: 18+ 

PSP Cost: 15+ 

Range: 0 

Area of Effect: Special 

Some psionicists can extend their teleportive powers 
into the time stream and journey to different times. 
The psionicist may jump a day or two into the past or 
future, or he can attempt a mind-boggling journey across 
millennia. Generally, the farther a psionicist travels in 
time, the more costly it is to make the trip: 


Time Initial Cost Power Score 
I day or less I5 I8 
I week 30 1) 
I month 40 20 
I year 50 2I 
IO years 60 22 
I00 years 70 2/5] 
I,000 years 80 24 
10,000 years 100 26 


The psionicist can bring along one companion per 
level for an additional cost of 15 PSPs each. While 
the psionicist is gone, time keeps running in his normal 
setting - if he spends eight hours in the past, he must 
return to a point eight hours after the time he left. 

The Past: In the short term, the psionicist may wish 
to alter recent events by warning, someone not to do 
something that he knows will turn out badly. He may 
travel back an hour to tell his companions (and his past 
self) not to storm the fortress, or whatever. The party 
may get a chance to replay the events in question - but 
the psionicist had better remember to go back and warn 
himself, even if things do turn out better, otherwise he 
will never receive the warning. 

In the long term, the psionicist may try to recover lost 
information by speaking to people long dead. He may 
try to kill his enemies by assassinating their forebears. 
If the character tries to alter history, the DM should 
decide if he succeeds or fails. Sometimes the character’s 
actions may have unexpected ramifications. For example, 
by killing Kalak the Tyrant in his youth, the PC may 
pave the way for an even more terrible despot to arise. 

The DM should be guided by two principles: once an 
event has been changed once, it can never be changed 
again; and secondly, events tend to have a historical 
inertia. In other words, things have a way of working 
themselves out to be the same no matter what the 
psionicist does. The more important the event, the more 
difficult it is to change it. 

The Future: The psionicist can journey to the 
future to see how an action will turn out or to uncover 
information not available in his own day. Like the past, 
the future is malleable; even the fact of the psionicist’s 
visit changes the course of events, in innumerable ways. 
Once the psionicist has glimpsed the future, historical 
inertia takes over and begins to bend events to follow 
the revealed timeline. This destiny can only be avoided 
with great difficulty once it comes into being, 

Whatever happens in the past or the future, the DM 
should use this power to make things more interesting, 
Ignore or apply paradoxes as desired to make the PC’s 
life more entertaining and to keep the story going. 

20 - The psionicist can return to the moment he left. 

I - The psionicist must save versus spells or become 
dislocated in the timestream, landing at a random point 
in his proposed journey and assuming that as his native 
time. So, going too far might make for a long road back. 
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Tower of Iron Will 


Telepathy 

Level: 6 

Power Score: I6 

PSP Cost: 11/5 

Range: 0 

Area of Effect: I5-foot radius sphere 

This is one of the five telepathic defence powers used to 
defend a closed mind against being opened involuntarily. 
When not used to protect a mind from being opened, 
it extends an aura of mental protection to all creatures 
within I5 feet of the psionicist, granting all creatures in 


the area of effect a +9 MAC bonus. 
20 - The MAC bonus rises to +12. 


I - All creatures in the area of effect suffer a -9 


MAC penalty. 


Trail of Destruction 


Clairsentience 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area of Effect: 90 yards 
This power detects the past use of defiling magic in the 
area. The Athasian winds and sands can blur the ash 
of defiler destruction in a matter of hours, but the power 
shows where defiling magic has been used within the 
past month. The sites illuminate for the psionicist’s eyes 
only. The psionicist receives an accurate impression of 
the magic’s power (the level of the defiler spell cast) and 
how long ago it was cast (to the nearest day), but learns 
nothing about the spell type or the caster 
20 - The power reveals the type of spell and its effects. 
I - The psionicist gets an impression of all the 
defiling magic ever cast in the area, which is so great 
that he cannot pick out which are more recent. 


True Sight 


Clairsentience 

Level: 5 

Power Score: I5 

PSP Cost: 9/4 

Range: 60’ path, 10’ wide 
Area of Effect: Personal 


The psionicist can pierce any normal or magical 
obscurement to a range of 60 feet. Creatures or objects 
that are invisible are detected, unless someone is using 
psionic invisibility against the psionicist. The character 
can pierce illusions and detect anything phased, 
displaced, or ethereal. Unlike the clerical spell true 
seeing, the true sight power does not confer the ability 
to see alignments, enchantments, polymorphed items, or 
secret doors. 

20 - The psionicist gains the additional powers of the 
spell true seeing as described above. 

I - The psionicist sees through everything he looks at 
and believes that everything he perceives is illusionary 


for 3d6 turns. 


True Worship 


Telepathy 
Level: 3 
Power Score: 13/MAC 
PSP Cost: 5/2 
Range: I0 yards 
Area of Effect: I creature 
The psionicist can pinpoint the focus of worship for 
any individual with an open mind with this power. 
The power gives the psionicist different information, 
depending on the class of the target creature. 
Cleric: The power identifies the cleric’s elemental 
sphere of worship. 
Druid: The power indicates the general nature of the 
druid’s guarded lands, but not their location. 
Templar: The power identifies the sorcerer-king 
worshipped by the templar. 
The identifies the 
character as such. The psionicist knows the character’s 
devotions and faith, if any, and also that he does not 
worship to gain magical spells. 


Non-priest: power correctly 


This power cuts through most deception. A templar 
masquerading as a cleric, or a druid wishing to pass 
unnoticed as such, cannot escape identification. The 
power does not indicate to the psionicist if the character 
is dual-or multi-classed, nor does it tell the character’s 
level or alignment. 

20 - The psionicist knows the focus of worship for all 
characters within range. 

I - Until he gains another level, the psionicist cannot 
use this power on the intended individual. 
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Truthear 


Telepathy 
Level: 4 
Power Score: 14 
PSP Cost: 7/3 
Range: 0 
Area of Effect: Personal 
When a psionicist uses the truthear power, he can tell 
whether other people with open minds intentionally lie. 
He does not hear their words translated into truth; he 
merely knows whether or not speakers believe they are 
lying. 

20 - The psionicist recognises a falsehood even when 
the speaker does not. 

I - The psionicist can't use this power effectively 
against this subject for Id6 days. 


Ultrablast 


Telepathy 

Level: 7 

Power Score: I7/MAC 

PSP Cost: 13 

Range: 0 

Area of Effect: 50-foot radius 

A character using ultrablast can overwhelm and damage 
nearby psyches. To do this, he casts thought waves in all 
directions. In layman’s terms, the psionicist unleashes a 
horrid, psychic scream that penetrates all minds within 
50 feet. Victims may never be the same again. 

All characters with open minds within 50 feet of the 
psionic ultrablast must save vs. paralysation. Failure 
means they pass out for 2d6 turns. Those who pass 
out must immediately save vs. paralysation again. If 
they fail a second time, they lose all psionic power - 
this affects wild talents, psionicists, and creatures with 
psionic powers. Only psychic surgery can help them 
recover this loss. 

Although the blast does not affect the psionicist, the 
risks are great. If the power check fails he becomes 
comatose for IdIO days, so other characters may think 
he's dead. 

20 - Creatures of 3 Hit Dice or less die if they fail 
their save. 

I - The psionicist must save vs. paralysation or die. 
If he lives, he loses the use of all his psionic powers for 


2d6 days. 


Warp Blade 


Psychoportation 
Level: 2 
Power Score: 12 
PSP Cost: 3/I 
Range: 0 
Area of Effect: I weapon 
This power allows the psionicist to warp space around 
a slashing or piercing weapon, turning its edge into a 
keener blade. While this power is active, the affected 
weapon gains +I to hit and +I damage. 
20 - The weapon deals +2 to hit and +2 damage. 
I - The weapon breaks. 


Warp Shield 


Psychoportation 
Level: I 
Power Score: II 
PSP Cost: I/I 
Range: 0 
Area oj Effect: Personal 
This power allows the psionicist to warp space around 
his body, gaining protection from physical attacks. So 
long as this power is active, the psionicist gains a +2 
AC bonus. 

20 - The psionicist also receives a +I bonus to all 
saving throws against physical and energy attacks. 

I - The psionicist suffers a -2 AC penalty for Id4 


rounds. 


Watcher’s Ward 


Clairsentience 
Level: 2 
Power Score: I2 
PSP Cost: 3/I per hour 
Range: 60-foot radius 
Area of Effect: Personal 
By using this power, the psionicist attunes herself to 
her surroundings and becomes extremely sensitive to 
any disturbances. The area covered can be as small as 
a single door or as large as a circle 60 feet in radius, 
centred on the psionicist. 

If the psionicist moves out of the area after manifesting 
the power, she must re-manifest it if she wants to 
continue the watchers ward. 
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While this power is in effect, the psionicist can’t be 
surprised by the approach of any creature or force. She 
is instantly aware of any changes in the area, but does 
not automatically spot the invaders - she only knows 
that something is coming. 

20 - The psionicist instantly determines the exact 
location and type of any intruders. 

I - The psionicist believes her watch is faultless, but 
can actually be surprised normally. 


Weather Prediction 


Clairsentience 
Level: 2 
Power Score: I2 
PSP Cost: 3 
Range: 0 
Area of Effect: Personal 
This power can accurately predict weather conditions for 
the psionicist’s location. The forecast reaches 24 hours 
into the future, giving the psionicist precise knowledge of 
temperature, wind speed and direction, cloud cover, and 
any natural storms. The character also becomes aware of 
any changes in the weather pattern during that period. 
This power only predicts naturally occurring weather, 
not magically induced conditions. 
20 - The psionicist receives accurate information one 
week in advance, but for his present location only. 
I - The psionicist receives completely erroneous 
information that he believes is accurate. 


Wormhole 


Psychoportation 

Level: 9 

Power Score: 19+ 

PSP Cost: 17/8+ 

Range: 20 yards 

Area of Effect: Special 

With this power, a psionicist can open a door between 
two points, no matter how far apart they may be (at 
least theoretically). It resembles the power dimensional 
door, but on a much larger scale. The psionicist must 
open one end within 20 yards of himself, although the 
portal may have any orientation and be any size up to 
IO feet by IO feet square. If the psionicist wishes to, he 
can try to make the wormhole larger; each doubling of 
the portal’s size increases the power score by +2. 
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The other end of the wormhole will be of identical 


size and can be placed at any point the psionicist has 
ever seen. It can also be positioned at any place he can 
reference from here he currently is - for example, "IO 
miles east of where I am now" - whether or not he has 
ever actually been there. 


The distance spanned by the wormhole will affect its 
PSP cost as shown below: 


Distance Initial Cost Maintenance Cost 
100 yards I7 8/round 
1,000 yards 26 I2/round 
IO miles 32 16/round 
100 miles 40 20/round 
1,000 miles 48 24/round 
10,000 miles 60 30/round 
Interplanetary 100 50/round 


Once created, the wormhole's entrances remain 
motionless. Anything can pass through, to be instantly 
transported to the other side. The psionicist could 
conceivably transport an entire army or a mekillot 
wagon by spending enough PSPs. If an object cannot 
fit entirely within the wormholeS mouth, it cannot be 
transported. 

If the psionicist tries to use this power to transport an 
unwilling creature, the victim gains a saving throw versus 
spells to avoid being affected. 

20 - The maintenance costs are cut in half. 

I - The psionicist creates a dimensional vortex that 
transports him IOdIO miles in a random (horizontal) 


direction if he fails a saving throw versus spells. 


Wrench 


Psychoportation 

Level: 6 

Power Score: I6 

PSP Cost: II 

Range: 30 yards 

Area of Effect: I undead creature 

This power affects only which 
simultaneously on the Prime Material and another 


creatures exist 
plane of existence. This includes most undead. When 
such a creature is wrenched, it is forced entirely into 
one plane or the other, at the psionicist’s option. If the 
creature is forced out of the Prime Material Plane, it is 
trapped in the other plane for 2d6 turns. It can return 
to the Prime Material when that time has elapsed. 


Ey 


If the creature is wrenched entirely into the Prime 
Material Plane, it is trapped on that plane only long 


as the power remains active. As soon as the power 
, H H H H 
stops, the creature's dual existence is immediately re- 


established. 


Except contradicted by the Monstrous 
Compendium, a creature wrenched onto the Prime 
Material Plane suffers any or all of the following effects, 
at the DM’s option: 
e its Armour Class is penalised Id6 points 
e undead lose the ability to drain life energy 
e any magical plus required to hit the creature is 
reduced by I 
€ the creature is killed permanently if it loses all of 
its hit points. 
The DM should impose any other penalties which 


seem appropriate, considering the creature and the other 
plane involved. 
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20 - The creature is momentarily dazed by the effects 
of the power. It suffers a +2 initiative penalty in the first 
subsequent round. 

I - The creature is strengthened and gains +2 hit 
points per HD. 
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Wild Talents 


All non-psionicist characters have a psionic wild talent. 
Use these tables to determine how this talent manifests. 


Determine Power Level 


Each non-psionicist starts with at least one power of at 
least first level. There is a chance that the character 
will have more than one power and that powers will 
be higher level than first. Roll Id20. Add +I for each 
point of Stamina, Insight, and Will Bonus (non-warriors 
may use their full Stamina Bonus for this purpose). 
I-I8 
I9 Roll for one firstlevel power, then roll again on 
this table. 

Roll again on this table, but increase the level 
of the resulting power by one. 


Determine Wild Talent 


Once you have determined a power s level, roll on the 


Roll for one first-level power. 


20+ 


appropriate table below to determine the actual power. 
There are no modifiers to this roll. 

You gain enough PSPs to manifest each power twice 
per day. Your power check is d20 + your Insight Bonus. 


d% Ist-Level Powers 31-32 Control Light 25-26 Danger Sense 
OI-03 Alter Features 33-34 Create Sound 27-28 Detect Ethereal 
04-06 Animate Shadow 35-36 Daydream 29-30 Detection 
07-09 Ballistic Attack 37-38  Deflect 31-32  Detonate 
IO-I2  Catfall 39-40 Detect Moisture 33-34 Dimensional Door 
I3-I5 Cognitive Trance 41-42 Dimensional Swap 35-36 Double Pain 
I6-I8 Conceal Thoughts 43-44 Enhanced Strength 37-38 Duo-dimension 
19-21 Control Sound 45-46 ESP 39-40  Ectoplasmic Form 
22-94 Control Temperature 47-48 Fighting Trance 41-42 Enhancement 
25-97 Deceleration 49-50 Flesh Armour 43-44 Environmental Awareness 
28-30 Detect Life 51-52 Focus Forgiveness 45-46 Graft Weapon 
31-33 Detect Magic 53-54 Ghost Writing 47-48 Hallucination 
34-36 Detect Poison 55-56  Heightened Senses 49-50 Incarnation Awareness 
37-39 Detect Psionics 57-58  Hivemind 51-52 Inertial Barrier 
40-42 Detect Spirits 59-60 Intensify 53-54 Iron Will 
43-45 Displacement 61-62 Invisibility 55-56 Life Draining 
46-48 Ego Whip 63-64 Know Course 57-58 Mass Manipulation 
49-51 Empathy 65-66 Levitation 59-60 Mind Thrust 
52-54 Expansion 67-68  Magnetise 61-62  Mindlink 
55-57 False Sensory Input 69-70 Mind Blank 63-64 Momentum Theft 
58-60 Float 71-72 Mind over Body 65-66 Opposite Reaction 
61-63  [nsect Mind 73-74 Molecular Bonding 67-68  PostHypnotic Suggestion 
64-66 Know Location 75-76 Molecular Manipulation 69-70  Psionic Residue 
67-69 Martial Trance 77-78 Object Reading 71-72 Psychic Blade 
70-72  Photosynthesis 79-80 Pheromone Discharge 73-74 Psychic Messenger 
73-75 Plant Mind 81-82  Precognition 75-76 Rigidity 
76-78 Project Force 83-84  Retum Flight 77-78 Safe Path 
79-81 Reduction 85-86 Send Thoughts 79-80 Shadowform 
82-84 Reptile Mind 87-88 Sensitivity to Psychic 81-82 Share Strength 
85-87 Sense Link Impressions 83-85 Soften 
88-90 Speed Burst 89-90 Sensory Suppression 86-88 Summon Planar Energy 
91-93 Spider Touch 91-92 Slipstream 89-9I Telekinetic Flight 
94-96  Synesthete 93-94 Static Discharge 92-94 Thought Shield 
97-98 Trail of Destruction 95-96 Suppress Fear 95-97 Time Dilation 
99-00 Warp Shield 97 Telempathic Projection 98-00 True Worship 

98 Warp Blade 

d%  2nd-Level Powers 99 Watcher's Ward d% 4th-Level Powers 
0I-02 Acceptance 00 Weather Prediction 01-03 Amnesia 
03-04 Adrenaline Control 04-06 Animate Object 
05-06 Alignment Stabilisation d%  3rd-Level Powers 07-09 Appraise 
07-08 Animal Affinity 01-02 Absorb Disease IO-I2 Cannibalise 
09-10 Attraction 03-04 Accelerate 13-15 Cause Decay 
II-I2 Aura Sight 05-06 Allround Vision 16-18 Control Body 
13-14 Aversion 07-08 Animal Telepathy 19-21 Dimensional Walk 
15-16 Biofeedback 09-10 Awe 22-24 Energy Containment 
17-18 Body Equilibrium II-I2 Blink 95-97 Fate Link 

I9-20 Body Weaponry 13-14 Bone Reading 28-30 Forced Symmetry 
21-22 Chameleon Power I5-I6 Carapace 31-33 Free Action 
23-94 Chemical Simulation I7-I8 Cause Sleep 34-36 Id Insinuation 
25-26 Combat Mind 19-20 Cell Adjustment 37-39 Identity Penetration 
27-28 Compact 21-22 Concentrate Water 40-42 Immovability 
29-30 Control Flames 23-24 Create Object 43-45  Inflict Pain 


Am 


46-48 
49-5] 
52-54 
55-57 
58-60 
61-63 
64-66 
67-69 
70272 
73-74 
75-76 
77-78 
79-80 
81-82 
83-84 
85-86 
87-88 
89-90 
OO 
93-94 
95-96 
97-98 
99-00 


d% 
01-03 
04-06 
07-09 
I0-I2 
I3-I5 
I6-I8 
I9-21 
22-24 
25-27 
28-30 
31-33 
34-36 
37-39 
40-42 
43-45 


Kinetic Blast 

Lend Health 

Mental Barrier 
Metamorphosis 
Mindwreck 
Molecular Rearrangement 
Mysterious Traveller 
Phase 

Poison Simulation 
Psionic Vampirism 
Psychic Impersonation 
Radial Navigation 
Receptacle 
Retrospection 

Scrying 

Sensitivity to Observation 
Shadow Walk 
Superior Invisibility 
Suspend Animation 
Teleport Lock 
Teleport Object 
Time/Space Anchor 
Truthear 


5th-Level Powers 
Anticipatory Strike 
Complete Healing 
Control Wind 
Death Field 
Dimensional Blade 
Dimensional Screen 
Domination 
Environmental Adaptation 
Ethereal Traveller 
Gird 

Impossible Task 
Intellect Fortress 
Kinetic Control 
Mindwipe 

Nerve Manipulation 


46-48 Phase Object 
49-51 Phobia Amplification 
52-54 Pocket Dimension 
55-57  Predestination 
58-60 Probability Travel 
61-63 Probe 
64-66  Psionic Inflation 
67-69 Psychic Drain 
70-72  Repugnance 
73-75 Spatial Distortion 
76-78 Spirit Lore 
79-81 Strength of the Land 
82-84 Summon Planar Creature 
85-87 Synaptic Static 
88-90  Telekinesis 
9I-93  Telekinetic Barrier 
95-96 Teleport Trigger 
97-98 Teleport 
99-00 True Sight 

d20  Gth-Level Powers 
OI-02 Aging 

03 Aura Alteration 

04 Banishment 

05 Disintegrate 

06 Empower, Lesser 

07 Invincible Foes 

08 Overland Flight 

09 Probability Manipulation 

10 Psionic Blast 

II Psychic Restoration 

I2 Revivify 

133 Scrying Trap 

14 Subjective Reality 

WS Summon Object 

I6 Suppress Magic 

I7 Teleport Other 

I8 Time Duplicate 

119) Tower of Iron Will 

20 Wrench 
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7th-Level Powers 
Anticipatory Vision 
Astral Projection 
Dream Travel 
Empower 

Evade Blast 

Fate of One 
Kinetic Rebound 
Mindflame 
Regenerate 

Split Personality 
Switch Personality 
Time Shift 
Ultrablast 


8th-Level Powers 
Convergence 
Fusion 
Hypercognition 
Mass Domination 
Mind Bar 
Obsidian Form 
Psychic Clone 
Psychic Crush 
Stasis Field 
Telekinetic Sphere 
Teleport, Mass 
Time Travel 


9th-Level Powers 
Assimilate 

Beast Mastery 
Cosmic Awareness 
Elemental Composition 
Kinetic Cyclone 
Megakinesis 
Metafaculty 

Planar Transposition 
Psychic Surgery 
Wormhole 


‘his section contains information that is primarily 
intended for use by the DM. Much of this 


material is also of use to players, but most players 


will have little need for it on a regular basis. 


Botanical enchantment is the process of using one 
enchanted fruit to grow more. Any wizard, ranger, cleric, 
or druid can use botanical enchantment. Other classes 
who gain access to spells at higher levels (bards, thieves, 
and traders, for example) may also be able to learn this 
process, at the DM’s discretion. 

The original potion fruit must be planted unused. 
From this seed, a magical fruit tree grows in Id6 weeks. 
Once the tree is grown, a dG is rolled: on a roll of I 
or 2, two new potion fruit of the same type appear on 
the tree; on a 3-5, one new potion fruit of the same 
type appears on the tree, and on a 6 there will be no 


potion fruit on the tree. If the character using botanical 
enchantment makes a knowledge (agriculture) non- 
weapon proficiency check and tends the tree throughout 
the growing period, it will produce two potion fruit. A 
character can only tend one tree at a time. 

Regardless of how many non-magical fruit the tree 
bears, there will be, at most, two potion fruit on it. Once 
picked, there will be no additional fruit from that tree. 

If a permanency spell is cast on a magical tree, it 
grows a continuing series of potion fruit. Once the tree’s 
potion fruit is picked, a new one grows in Id6 days. The 
tree will live at least 99 years unless destroyed. 

Botanical enchantment is risky. The tree must be 
tended, watered, and pruned every day while growing, 
Any severe change in the weather, such as a drought 
or freeze, will ruin the tree and no fruit will be borne. 

Any use of defiler magic near the tree will kill it and 
render any potion fruit on it useless. Even if all goes 
well, the tree may not bear potion fruit, anyway. 
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Experience 


In the Dark Sun game world, substantial experience point awards are made available to characters, based not 
only on their defeat of monsters, but also on their role-playing use of racial and class special abilities. These latter 
awards help promote better role-playing of distinctions between races and classes. Experience for defeating monsters 
and retrieving treasure is divided normally among party members in a Dark Sun campaign and individual awards 
should be considered for every character based on the following guidelines. 

Good role-playing of the player character races in Dark Sun brings with it substantial experience point awards. 
Conversely, poor role-playing brings drastic penalties, regardless of individual class awards. 

Judgement of good role-playing ultimately lies with the DM, so he must be familiar with all the nuances of 
the Athasian player character races. Players should be careful never to forget the peculiarities of their character's 
race, and should apply these to all the role-playing situations they can. The lines of communication between the 
DM and the players should be clear to allow good role-playing and to emphasise the unique nature of Dark Sun 
campaigns. The DM may choose to increase these awards commensurate with a character's level. 


Individual Class Awards 


Action Award 

All Warriors 

Per Hit Die of creature defeated 10 XP/level 
Fighter 

Stand commanded in combat or war 50 XP/day 
Construction of defence or war-machines 100 XP/day 
Gladiator 

Per Hit Die of creature defeated in arena* 10 XP/level 
Ranger 

Spells cast 50 XP/spell level 
Track, hide, or move silently 100 XP 

Use followers in crisis 100 XP 

All Wizards 

Spells cast to defeat foes or problems 50 XP/spell level 
Spells successfully researched 500 XP/spell level 
Potion, scroll, Or magical item made XP value 
Preserver 

Maintain spellcasting secrecy 50 XP/spell level 
Defiler 

Spells cast for sorcerer-king 25 XP/ spell level 
All Priests 

Per use of granted power 100 XP 

Spells cast 100 XP/spell level 
Potion, scroll, or magical item made XP value 
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Cleric 


Use element creatively 
Sacrifice hit points to protect the land 


Druid 
Defeat defiler 


Templar 

Profit by accusing, judging, or pardoning freeman 
Profit by accusing, judging, or pardoning noble 
Profit by accusing, judging, or pardoning templar 
Advance sorcerer-king’s goals 


All Rogues 

Special ability successfully used 
Treasure obtained 

Hit Die of creatures defeated 


Thief 


Treasure obtained for patron** 


Bard 


Effective use of poison 


Trader 

Profit on a single trading mission 

(in addition to rogue award) 

For successfully furthering the goals of your 


trading house or employer 


Psionicist 

Psionics used to defeat foe or problem 
Psionics used to avoid combat 
Psionic opponent defeated 

Create psionic item 
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100 XP 
100 XP/hit point 


200 XP/HD 


150 XP 
500 XP 
750 XP 
I00-I,000 XP 


200 XP 
2 XP/cp value 
5 XP/level 


4 XP/cp value 


100 XP/HD 


5 XP/cp value 


I00-I,000 XP 


10 XP/PSP 
I5 XP/PSP 
100 XP/HD 
XP value 


* For gladiators, this award only applies to creatures slain without outside aid. The gladiator gets no experience 


points for being part of a group kill. This award, 
representing, the gladiator's subsequent glory. 


however, is added to the normal warrior award for killing foes, 


** The thief adds this XP allotment to the rogue gain for treasure obtained. 
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Further Explanations 
Fighter: The fighter’s greatest skills lie in organised 


mass warfare; conducting himself well during such times 
will gain him additional experience points. Awards 
for commanding followers only apply during critical 
situations - even during war, fighters do not gain 
experience points for spending weeks camped in reserve. 

Gladiator: The intensity of arena combat sharpens 
the senses, tests the courage, and magnifies the skills 
of gladiators. The award for combat within the arena 
therefore adds to the points given for defeating a creature 
as a warrior. The arena experience bonus only applies 
to gladiators. 

Ranger: Among the warrior class, rangers have 
the most unique abilities. Casting clerical spells and 
employing rogue skills provides experience awards. 
Awards for using followers do not, however, apply to 
everyday applications; only use of followers in life- 
threatening situations gain the ranger experience. DMs 
should not reward cowardly or greedy use of followers. 

Preserver: Preservers benefit from the normal wizard 
experience point bonuses. However, when trying to 
maintain spellcasting secrecy, success wins for the 
preserver an additional bonus. Because use of magic is 
often illegal - or at least discouraged - preservers who 
try to conceal their magic use deserve the listed XP 
bonus. 

Defiler: A defiler receives the bonuses listed for all 
wizards. When carrying out the business of the sorcerer- 
king, defilers receive an additional award for spells 
cast. The sorcerer-kings send their defilers out into the 
countryside to maintain order and terror; sorcerer-kings 
who notice a successful underling send him additional 
support. 

Cleric: The cleric’s granted powers can be very 
powerful. Should a cleric use his granted powers in 
an original way, employing his element with finesse 
and flair to overcome an obstacle, the DM may award 
bonus XP. 

Druid: The priest awards are generally adequate 
to give druid characters the experience they deserve. 
However, defeat of their arch-enemies, defilers, warrants 
a class experience award in addition to group experience. 


Templar: The conniving ways of the templar demand 


that he abuse his position for his own ends. The templar 
awards reward that deceit. Templars earn enemies every 
time an accusation or judgement is made. Victimising 
a freeman brings few or low-powered enemies. Nobles 
command greater respect and friendship; a templar who 
accuses or judges a noble can expect foes in high 
places. Assassination is a common end for templars. 

Pardoning individuals can also gain a templar valuable 
friends. Accusations, judgements, and pardons only give 
a templar XP when these acts further the templar's ends. 
Pardoning an important noble for a bribe or favour or 
accusing a stone merchant to temporarily get him out 
of the way will earn the award. Accusing, judging, and 
pardoning the general population at random - though 
perfectly acceptable to the sorcerer-kings - wont gain 
any experience for the templar. Pleasing the sorcerer- 
king is always a boon for a templar. The sorcerer-king 
grants him special attention and favours that manifest 
themselves as an experience point bonus. 

Thief: A thief in the employ of a patron generally 
does not get to keep his prizes. He does, however, gain 
an addition 4 XP award per cp taken, making such 
tasks worth a total of 6 XP per cp. 

Bard: Every use of poison gains the bard the award 
given to all rogues for successful use of an ability. 
However, bards also get points based on the level of the 
victim. Note that poisons can be used for many things: 
to weaken, to sicken, to temporarily incapacitate. Bards 
don’t necessarily always kill victims with their poisons. 

Trader: Traders do not get additional XP for using 
poison as bards do. Their true expertise lies in other 
areas. They gain bonus XP for using rogue abilities 
and/or profit made on trading expeditions, after all 
costs have been accounted for. Traders who further 
the goals of their house gain still more XP for such 
accomplishments. 

Psionicist: Not only does a psionicist gain bonus 
experience for using his powers, he also gains XP for 
avoiding combat entirely. The Way rewards those who 
live to practise it another day. Besting other psionicists 
and crafting psionic devices also reward the psionicist, 
cementing his confidence as a master of both Will and 


Way, 
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Individual Race Awards 


Action 
Aarakocra 


Use elevation to your advantage 
Avoid claustrophobia 


Dwarf 

Pursue present focus 
Ignore present focus 
Complete major focus* 


Elf 

Subtle test of trust 
Life-threatening test of trust 

Refuse animal or magical transport 
Continuous run 


Half-elf 
Observe human or elven custom 
Better a human or elf in custom 


Half-giant 
Imitate charismatic friend 
Shift alignment per influence 


Halfling 
Practice another race’s custom 


Aid another halfling 
Mul 


Heavy exertion 


Pterran 
Pursue Life Path 
Use abilities to promote Life Path 


Gain convert to Earth Mother worship 


Thri-kreen 
Per kill brought back for food 
Per creature paralysed 


Per missile dodged 
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Award 


100 XP 
50 XP 


20 XP/day 
-100 XP/day 
5,000 XP 


20 XP 

250 XP 

50 XP 

10 XP/mile 


50 XP 
250 XP 


50 XP/day 
50 XP 


50 XP 
100 XP 


50 XP/I2 hours 


50 XP/day 
100 XP 
100 XP/HD 


50 XP 
100 XP 
IO XP 


*Dwarves do not consider any mission a major focus unless it lasts at least a year. 
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Further Explanations 


Aarakocra: For the aarakocra, freedom is the essence 
of life. Aarakocra are deeply claustrophobic and avoid 
confinement whenever possible. While they must often 
suppress such desires, an aarakocra character receives an 
XP reward when they are able to indulge in these primal 
desires. Another of the race’s fundamental urges relates 
to their airborne nature. The bird-people are happiest 
when they are soaring on desert thermals. When able to 
draw on this in combat, the aarakocra feels empowered. 
Combat is not the only way an aarakocra can take 
advantage of the elevation they enjoy. Scouting and 
observation also earn this reward, as do retreats to eyries 
where foes cannot reach them. 

Dwarf: A dwarf's role-playing revolves around his focus. 
A dwarf character's focus should be agreed upon by the 
player and the DM. Examples of dwarf foci range from 
the broad (constructing a temple, protecting a village, 
quest for a lost family member) to the narrow (journey 
from one city-state to another, escort a caravan, explore 
a half-buried ruin). The pursuit of a relevant mission is 
perfectly acceptable, but relevance must be agreed upon 
in advance by player and DM. Dwarves rarely shift 
focus drastically before a project is completed, and only 
in the face of exceptional circumstances (eg, imminent 
war, assassination oj a brother, dragon attack on the 
area). Again, these exceptional circumstances must be 
agreed upon in advance by both the player and DM. 

Elf: An elfs role-playing revolves around his self- 
reliance and relationships with outsiders. Outsiders 
include anyone not of the elfs tribe - even other elves. 
Thus, an elf on Athas should not wish to gain friendship 
and trust with every character he meets; on the contrary, 
he tests the trustworthiness of outsiders who display 
some redeeming characteristics (redeeming to an elf, 
that is). Elves also perform such tests on outsiders who 
try to befriend them. Elven PCs should put outsiders 
to tests of trust or loyalty whenever possible rather than 
trust them from the onset "just because they're other 
player characters". Àn elfs trust is not easily earned. 

Subtle tests of trust include: 

€ trusting an outsider with confidential information 

e leaving a valuable item out in the open, in clear 

view, to see if the outsider takes it 

€ arranging a secret rendezvous, then making sure 

the outsider shows up at the right place and time 
€ asking the outsider to deliver a message or item. 


Life-threatening tests of trust include: 
e letting oneself get captured by gith to see if the 
outsider attempts a rescue (this is a favourite 


among elves of the stony barrens) 

e faking unconsciousness after a battle to see what 

care the outsider provides 

e = making certain part of the water supply is lost on 

a cross-desert journey, then seeing if he gets a fair 
share of what's left 

e challenging a particularly deadly enemy to see if 

the outsider stands with him or flees. 

An elf will also recognise displays of trust and loyalty 
that are not planned in advance. If an outsider fails 
one or more tests of trust, an elf player character should 
not consider him a friend and should never retest him. 
However, if a series of tests are passed, the elf player 
character can declare the outsider a friend - no further 
tests will be necessary unless the friend severely breaks 
that trust. 

With regards to self-reliance, elves never take animal 
or magical transport unless they have been too injured 
to run. Elf player characters should use running as their 
chief means of transport. 

Halfelf Seeking acceptance among humans and 
elves is important to every halfelf, though they will 
vehemently deny it. Simply observing a local custom 
of a human or elven community he is visiting gives a 
half-elf PC an experience point award. These customs 
are usually very simple, such as drinking the local ale 
with the elven chieftain or participating in a human 
wedding ritual. 

Such opportunities come up rather frequently when 
a halfelf character comes upon a new human or 
elven community. Experience point awards, therefore, 
should be received the first time the half-elf performs a 
particular custom. 

In extreme cases, a local custom may take the form 
of a contest or competition. If the half-elf character 
can get involved and perform better than any one of 
the humans or elves also participating, he receives the 
experience point award listed. If he does better than all 
of the humans or elves involved, he gains double that 
award. Examples of such contests are archery contests, 
psionic strength games, artistic competitions, and animal 
training. Winning such half-elf awards will entail a great 
deal of role-playing; if the player makes the effort, he 
should be rewarded. 
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Half-giant: Adopting the lifestyles of others gives a 
halfgiant purpose. A half-giant should seek out the 
most charismatic member of the party and imitate his 
racial and class customs. When he does so, he will gain 
an experience point bonus. Sometimes a particularly 
charismatic non-player character may attract the attention 
of a player character half-giant. The half-giant might, for 
a time, even switch sides in an adventure, during which 
time he should get his experience point bonus. When a 
half-giant character shifts his alignment according to the 
influences he is experiencing in the campaign, the DM 
should give him the experience point bonus listed. This 
can be earned every time the halfgiant properly shifts 
alignment and role-plays that shift accordingly, but no 
more than once per day. 

Halfling: Halfling curiosity demands they experiment 
with other races’ customs. When given the opportunity, 
no matter how trivial the custom, the halfling gains an 
experience bonus. This bonus includes everything from 
drinking from a caravan masters ceremonial cup for 
luck to hunting wild erdlus with elf warriors. The DM 
should grant the award only once per custom observed. 
Halflings are honour-bound to aid one another when 
in need. This award should only come when there is 
a danger of injury or loss of life to the aiding halfling. 
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Mul A muls ability to exert himself over long 
periods of time can earn him an experience point award. 
Each I2 hours beyond the first I2 that a mul exerts 
himself (such as carrying, a wounded party member, 
keeping watch, etc.) merits the listed award. Note that 
the exertion must be necessary to the adventure, a 
judgement subject to the DM’s approval. 

Pterran: For the pterrans, worship of the Earth 
Mother is central to their lives. A pterran who is able 
to win another Athasian (not known for their piety) to 
the same beliefs deserves an experience award. Similarly, 
a pterran who shows the virtues and advantages of 
his chosen Life Path wins an XP bonus. Pterrans are 
proud of their Life Paths, and grow from experiences 
that further these paths. 

Thri-kreen: A thri-kreen's natural combat abilities 
are formidable and shouldn't be overlooked in favour of 
human tactics. À player whose thri-kreen uses natural 
combat abilities will gain the awards listed. Again, 
instances must be relevant to the adventure to warrant 
an award. Each creature slain and taken back to a 
camp or nest for food also warrants an experience point 
award; the Hit Dice or relative toughness of the creature 


has no effect on the award. 
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Miscellanea 
Healing Overview Birth Tables 
Non-strenuous activity I hp per day d6 Roll Season 
Full bed-rest 3 hp per day I-2 Sun Ascending 
Full idis balna UM 3-4 High Sun 
S RT 5-6 Sun Descending 


Supervised healing with non-strenuous xl hp par day 
activity 

Supervised healing with full bed-rest +2 hp per day 
Supervised healing & herbalism with 
RURSUS fo bees 


Living Expenses 


Lifestyle Cost/Month 
Squalid 3 cp 

Poor 5 cp 
Middle-Class 50 cp per level 
Wealthy 200 cp per level 
Telepathy with Other Species 

Creature Type Power Check 
Mammal (except marsupial) -I 
Marsupial -2 
Bird -3 
Reptile, amphibian -4 
Fish -5 
Arachnid, insect -6 
Monster -7 
Plant -8 


Kreen Telepathy with Other Species 


Creature Type Power Check 
Insect -I 
Other arthropod -2 
Fish -3 
Reptile, amphibian -4 
Bird -5 
Mammal (including human) -6 
Monster -7 
Plant -8 


Exhaustion Levels 
Level Effect 


I Disadvantage on ability and non-weapon proficiency checks 
Movement rate halved 
Disadvantage on attack rolls and saving throws 
Maximum hit points halved 


Movement rate reduced to 0 


Death 
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Sun Ascending 


d% Roll Month Zodiac 
01-24 Morrow Tasker the Scorpion 
25-48 Octavus Pyrus the Wheel 
49-52 Assalia (festival week) On the cusp 
53-76 Thaumast The Dragon 
77-00 Anabasis Tyrospur 

High Sun 

d% Roll Month Zodiac 
0I-24 Hoard Scratch the Basilisk 
25-48 Flagstaad Krawler the Kank 
49-52 Zenalia (festival week) On the cusp 
53-76 Dominary Balimarash the Caravan 
77-00 Sedulous Fiddle the Beetle 


Sun Descending 


d% Roll Month Zodiac 
0I-24 Fortuary Hesper the Kenku 
25-48 Macro Saurus the Lizard 
49-52 Dessalia (festival week) On the cusp 
53-76 Fifthover Hortle the Spider 
77-00 Hexameron Sylk the Wurm 


Roll d30 for the day of the month or dI0/2 (d5) for the day of a 


festival week. 


Wizards and Familiars: A wizard communicates with 
a familiar through empathy , identical to the telepathic 
power of the same name. However, empathy between 
the wizard and a familiar does not require the psionic 
power, nor does it use PSPs. No power check is needed. 
A familiar may have additional psionic powers. There 
is a base 30% chance that a familiar is a wild talent 
(rolled at random), and a base 5% chance that it has 
powers equal to a Istlevel psionicist with 5 PSPs (the 
familiar never advances in level. A familiar with psionic 
powers gladly uses them at the behest of its wizard. 
Any Athasian creature of roughly animal intelligence 


and 2 HD or less can become a familiar. On Athas, 


these creatures are a little larger than on other worlds. 
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Rules Modifications 


The following modifications to the AD&D 2nd Edition 
rules apply to the material in this Campaign Guide and 
all products which use it. 


Armour Class 


Armour Class (AC) starts at IO and rises from there. 
To convert from standard ADGD 2e rules, subtract the 
standard AD&D AC from 20 to derive the new AC. 


THACO 


This Campaign Guide replaces THACO with an attack 
bonus. To make an attack, roll d20 and add the attack 
bonus and any modifiers. If the end result equals or 


exceeds the target's AC, the attack hits. To convert 
THACO to attack bonus, subtract THACO from 20. 


Types of Action 


Each round, a character can take a standard action 
and one bonus action. Some activities do not take 
any appreciable time at all and are referred to as free 
actions. The character may usually also move during 
the round. 


STANDARD ACTIONS 

The following activities all take a standard action. A 
character taking a standard action may only move up to 
their combat movement rate. 

e Make melee attacks with their main weapon up 
to the maximum number allowed for the character 
at their level 

e Make missile attacks (half normal rate of fire or 
full rate of fire if not moving) 

e Cast one spell Gf the casting time is one round 
or less) 

e. Charge and attack an enemy (no other movement 

allowed) 

Attempt to turn undead 
Light a torch 

Use a magical item 

Open a stuck or secret door 
Bind a characters wounds 


Search a body 


Hammer in a spike 


Recover a dropped weapon 


Bonus ACTIONS 

The following activities all take a bonus action. 
e Attack once with their off-hand weapon 
e Cast one cantrip 
e Drink a potion 
e Apply poison to a weapon 


FREE ACTIONS 
The following activities take negligible time and do not 
affect the character's ability to perform other tasks: 
e Shout warnings, instructions, or demands, but not 
conversations where a reply is expected 
e. Change weapons by dropping one and drawing 
another 
e. Drop excess equipment, such as backpacks, 
lanterns, or torches 


Combat Manoeuvres 


Hacking away at a target may not be the most effective 
tactic. Combat manoeuvres are a variety of alternative 
tactics that can be used by all characters in battle. 
Most special combat actions use the combat 
manoeuvre bonus (CMB) and combat manoeuvre 
defence (CMD) to handle the action in question. 
e CMB equals a characters attack bonus plus 
Strength To Hit bonus, plus a size adjustment. 
e CMD equals 10 plus a character's attack bonus, 
plus Strength To Hit bonus, plus Dexterity 


Reaction Adjustment, plus a size adjustment. 


CMB/CMD Size Adjustments 


Size CMB/CMD Modifier 
Tiny -2 
Small -I 
Large +I 
Huge +2 
Gargantuan +4 


To carry out a combat manoeuvre, roll d20 + CMB. 
If the result equals or exceeds the target's CMD, the 
manoeuvre is successful. 


A CMB roll takes up one of the character's attacks 
for that round. Unless specified, a CMB attack does 
not deal damage but has a special effect detailed below. 

A weapon high master may deal damage with a CMB 


check, as noted under weapon proficiencies. 


by 


DisARM 

A successful Disarm CMB check hurls the target's 
weapon 2d6 feet in a random direction. Disarming 
a two-handed weapon requires two successive Disarm 
checks in the same round. 


GRAPPLE 

A successful Grapple CMB check holds the target 
in place for one round. The target can make a CMB 
check to break free on their turn. While two characters 
are grappling, both lose their Defensive Adjustment to 
Armour Class. 

Successful subsequent Grapple checks allow the 
attacker to deal unarmed damage to their target, move 
them at half the attacker’s combat movement rate if the 
target is the same size or smaller, or continue to hold 
them in place. 

The target cannot attack while grappled. 


KNOCKDOWN/ TRIP 

Knockdown/Trip can only affect a target up to one size 
category larger than the attacker. A successful CMB 
check knocks the target prone. They must spend a 
round to stand up and can take no other actions while 
doing so. 


PARRYING 

Parrying is one type of combat manoeuvre that does not 
require a CMB check. There are two types of Parry, 
standard and expert: 

With a standard Parry, a character forfeits all attacks 
but gains a bonus to their Armour Class equal to half 
their level. Warriors add +I to this bonus. No roll is 
necessary. 

With an expert Parry, the character forfeits a melee 
weapon attack when an enemy would strike them. The 
character rolls to hit, using that weapon to Parry. If 
their roll equals or exceeds the incoming attack roll, the 
Parry is successful and the incoming attack deals no 
damage. 


PIN 

A successful Pin CMB check traps an opponent's 
weapon, preventing them from attacking with as long 
as the Pin lasts. If the Pin attempt uses a weapon, the 
attacker cannot make an attack with that weapon. The 
target must make a CMB check to free their pinned 
weapon. 


STAPLE 

A successful Staple CMB check uses a piercing weapon 
to hold a target in place without dealing damage by 
stapling their clothing or other item to a nearby surface. 


The target must make a CMB check to break free. 


SUNDER 
Sunder is an attempt to damage 8 weapon, armour, 
or other small item. On a successful Sunder CMB 
check, the item saves vs. crushing blow or is damaged. 
Weapons and shields break, armour loses one point of 
AC bonus, and other items are destroyed outright. 
Wood weapons save as thin wood. Stone or obsidian 
weapons save as rock. Bone, chitin, or ivory weapons 
save as bone/ivory. Agafari weapons save as thick wood. 
Weapons made from inferior materials cannot Sunder 
metal items. 


Called Shots 


With a called shot, a character targets a specific object, 
body part, or similar precise area, suffering a penalty 
to initiative and attack roll but enjoying some kind of 
benefit if the attack hits. 

When making a called shot, the character suffers a 
+I initiative penalty and a -4 or -8 penalty to hit. See 
below for which to hit penalty applies. 

If the attack is successful, apply the following results, 
depending on the target area: 

e Arms (-4): The target drops a held weapon or 
item, or their shield no longer provides an Arour 
Class bonus. 

e Head (-8): The target is blinded, deafened, suffers 
a -4 to all Dexterity checks, or knocked down 
(attacker's choice). 

e. Legs (4) The target must make a Dexterity 
check or be knocked down. Movement is slowed 
by 50% for I round. 

e Stun Points (-8): The target's movement is halved 
for one round and they suffer a -4 to Armour 
Class. 

e Vital Organ (-8): The attack deals maximum 
damage. 

Called shots must be announced before rolling for 

initiative. 
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The Calendar of Kings and the Merchant’s Calendar 


The Calendar of Kings 


Every city-state and merchant house has its own calendar, 
but the most commonly used is the Calendar of Kings. 
In this calendar system, the years are counted off using a 
pair of concurrently running cycles: one of eleven parts, 
the other of seven. The eleven-part, or endlean cycle is 
counted and spoken first, in the order presented below. 
The seven-part, or seofean cycle, is counted and spoken 
second. The endlean cycle is complete when Athas’ two 
moons, Ral and Guthay, meet in the heavens, resulting 
in a major eclipse that occurs every II years. The 
seofean cycle is more abstract, occurring after Agitation 
has led back to Fury in the cosmos. 


Endlean Cycle Seofean Cycle 


Ral Fury 
Friend Contemplation 
Desert Vengeance 
Priest Slumber 
Wind Defiance 
Dragon Reverence 
Mountain Agitation 
King 

Silt 

Enemy 

Guthay 


Every 77 years the cycle repeats itself, ending with a 
Year of Guthay’s Agitation and starting again with a 
new Year of Ral’s Fury. Each 77-year cycle is called a 
King’s Age. So, as the first year of a King’s Age is a 
Year of Ral’s Fury, the next year is a Year of Friend’s 
Contemplation etc. The 76th year of each King’s Age 
is a Year of Enemy's Reverence, followed by the 77th 
year, a Year of Guthay’s Agitation. 


The Messenger 


There is one final cycle, a cycle not determined by 
the minds of men. Every 45 years, Athas is visited 
by a brilliant comet called The Messenger. By night, 
one can read by the comet’s light and it can be seen 
clearly in the full light of day. Folklore holds that the 
Messenger visits the Dragon every 45 years to deliver 
important lore on the state of his realm. 


Seasons of the Sun 


Each year is made up of exactly 375 days: the exact 
time between highest suns. Athasians have no true 
seasons to govern their thinking of time, for there is no 
marked difference in temperature or weather patterns. 
However, the year is divided into three equal phases: 
High Sun, Sun Descending, and Sun Ascending. 
Highest Sun is the first day of the year, and Lowest Sun 
indicates the midpoint of the year (which, incidentally, 
occurs at midnight and is generally observed in night- 
time ceremonies). 

Days are kept track of in various ways. One scheme 
divides the year into 25 weeks of I5 days each, the 
names of those days associated with important personages 
of a particular royal house. While each city-state and 
merchant house has its own calendar, the dynastic 
merchant houses have, over the centuries, come to use a 
standardised book of days. This has evolved slowly over 
time as the need to efficiently coordinate activities with 
trading partners grew. The calendar is generally referred 
to as the Merchant's Calendar. Nibenay is the only 
city to officially adopt the Merchants Calendar, but 
its use is so widespread that it is common in all other 
city-states. 


The Merchant's Calendar 


The Merchants Calendar divides the 375-day year into 
the three 125-day seasons - High Sun, Sun Descending, 
and Sun Ascending. Each season is divided into four 
30-day months made up of six-day weeks. A five-day- 
long festival week in the middle of each season lies 
outside the confines of the months (these are known as 
Dessalia, Assalia, and Zenalia). The year begins on 
the day of Highest Sun, midway through the season of 
High Sun. 
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King’s Age Calendar 


Y I. Ral’s Fury Y 40. Mountain’s Defiance 

Y 2. Friend’s Contemplation Y 4I. Kings Reverence 

Y 3. Desert Vengeance Y 42. Silts Agitation 

Y 4. Priests Slumber Y 43. Enemy's Fury 

Y 5. Wind's Defiance Y 44. Guthay’s Contemplation 
Y 6. Dragon’s Reverence Y 45. Ral's Vengeance 

Y 7. Mountain’s Agitation Y 46. Friend's Slumber 

Y 8. Kings Fury Y 47. Desert’s Defiance 

Y 9. Silts Contemplation Y 48. Priests Reverence 

Y 10. Enemy's Vengeance Y 49. Wind's Agitation 

Y II. Guthay's Slumber Y 50. Dragon's Fury 

Y 12. Ral’s Defiance Y 5I. Mountain’s Contemplation 
Y I3. Friend's Reverence Y 52. Kings Vengeance 

Y 14. Desert’s Agitation Y 53. Silts Slumber 

Y 15. Priest’s Fury Y 54. Enemy's Defiance 

Y 16. Wind’s Contemplation Y 55. Guthay 2 Reverence 

Y I7. Dragon’s Vengeance Y 56. Rals Agitation 

Y 18. Mountain’s Slumber Y 57. Friend's Fury . 

Y 19. Kings Defiance Y 58. Desert’s Contemplation 


Y 59. Priests Vengeance 

Y 60. Wind's Slumber 

Y 6I. Dragon's Defiance 

Y 62. Mountain’s Reverence 
Y 63. King’s Agitation 

Y 64. Silts Fury 

Y 65. Enemy's Contemplation 
Y 66. Guthay’s Vengeance 


Y 20. Silts Reverence 

Y 2I. Enemy's Agitation 

Y 22. Guthay’s Fury 

Y 23. Ral's Contemplation 

Y 24. Friend's Vengeance 

Y 25. Desert’s Slumber 

Y 26. Priest’s Defiance (campaign starts) 


Y 27. Wind’s Reverence Y 67. Bals Slumber 

Y 28. Dragon’s Agitation Y 68. Friend’s Defiance 

Y 29. Mountain's Fury Y 69. Desert’s Reverence 

Y 30. King’s Contemplation Y 70. Priest’s Agitation 

Y 3I. Silts Vengeance Y 71. Wind's Fury 

12. Enemy's Slumber Y 72. Dragon’s Contemplation 
Y 33. Guthay’s Defiance Y 73. Mountain’s Vengeance 
Y 34. Ral’s Reverence Y 74. King’s Slumber 

Y 35. Friend’s Agitation Y 75. Silt’s Defiance 

Y 36. Desert’s Fury Y 76. Enemy’s Reverence 

Y 37. Priests Contemplation Y 77. Guthay’s Agitation 

Y 38. Wind’s Vengeance 

Y 39. Dragon’s Slumber Years in bold are years of the Messenger. 
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Character Creation Date: 


Campaign: 


Dungeon Master: 


Player: 


Race: Sex: 
Group: Class: 
Kit: Level: 

Armour Class 

Without Dexterity: 

Without Shield: 

To Hit/ 

Strength Damage: 

D : Reaction 
exterity Adjustment: 
D. Stamina 

Constitution Bonus: 
Insigh 
Intelligence b 
Will 
Wisdom Dur 
. Maximum 
Charisma Henchmen: 


Paralysation, Poison, or Death Magic 
Rod, Staff, or Wand 

Petrification or Polymorph 

Breath Weapon 


Spells 


Racial Abilities 


Languages Known: 


Rear: 
Touch: 


M es 


Height: 
Weight: 
Size: 


Hit Points 


~ 
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Character Record Sheet 


Eyes: 
Hair: 
Age: 


Movement Rate 


Temporary: Combat Rate: 
Maximum: Withdraw Rate: 
Ability Scores 
Weight Maximum Open Bend Bars/ 
Allowance: Press: Doors: Lift Gates: 
Missile Defensive 
Attacks: Adjustment: 
System Shock Resurrection Poison Regeneration 
Survival: Survival: Save: Rate: 
Maximum Spell Learn Maximum Spells Bonus 
Level: Chance: Per Level: Proficiencies: 
Maximum Spell Spell 
Level: Failure: 
Loyalty Reaction 
Base: Adjustment: 
Saving Throws 
Adjustments 

Physical: 

Directed: 

Insight: 

Will: 

Other: 


Special Abilities 


Class Abilities 


Proficiencies 


Weapon Non-Weapon 
Initial Slots: Free Slots: Initial Slots: Free Slots: 
Additional Slots: / Additional Slots: / 
Equipment 
Armour Weapons Clothing Mounts & Livestock Other 
Encumbrance: 
(Weight in packs: Weight in pouches: Other: ) 
Combat 
Base Attack: Combat Manoeuvre Bonus: Combat Manoeuvre Defence: 
Damage Attacks/ Range 
Weapon To Hit S/M L Speed RoF S M (-2) L (-5) 


Loot Experience Points 
Coins Other Treasure 
Beads: 
Bits: Current Experience: 
Ceramic: Need for Next Level: 
Silver: 


Gold: 


Spells per Day 
T 2 3 
Base 


Bonus 


Total 


Specialised School: 
Opposition Schools: 


Spell Immunities: 


First Second 
Fifth Sixth 
Ninth Tenth 


Major Spheres: 
Minor Spheres: 


Third 


Seventh 


Scrolls 


Fourth 


Eighth 


Components 


IO 


Psionics 


Psionic Strength Points per Day: Power Check Bonus: Mental Armour Class: 
Disciplines: Maximum Level: 
First Second Third 
Fourth Fifth Sixth 


Seventh Eighth Ninth 


Hit Dice 
I HD 
I+ HD 
2 HD 
3-4 HD 
5 HD 
5+ HD 
6 HD 


Ability 
Bribe 


Climb Walls 


Score Hit Dice 
7 HD 

8 HD 

9 HD 

I0 HD 

11+ HD 

Special** 


Score 


Base Score 


Detect Illusion 


Detect Magic 


Detect Noise 


Escape Bonds 
Find/Remove Traps 
Forge Document 
Hide in Shadows 
Move Silently 


Open Locks 
Pick Pockets 


Read Languages 


Tunnelling 


Poison Name 


Poison Class 


Points 


Assigned 


Cleric vs. Undead 


Roll d20 and compare with target score. 


Turn or command 2d6 undead if successful. 


T: Automatic turn or command. 


D: Destruction or domination. 


* Turn an additional 2d4 creatures. 


** Unique and powerful undead, free-willed undead from the 


Gray, and certain entities from the Outer Planes. 


Rogue Skills 


Dexterity Racial 
Modifier Modifier 
Poisons 
Delivery 
Method Onset Time Strength 


Armour 


Modifier 


Final Score 


Cost 


N otes 


Mr Lo 

— Background — — ——————— — 

Nationality: Lord or Owner: 

Birthplace: Patron: 

Birth Date & Zodiac: Faction Membership 
Relatives: Religion: 
| | 

Li 


Amid the barren wastelands of Athas lie the scattered while insectoid thri-kreen satisfy their taste for blood. 
city states, each in the grip of its own tyrannical Dwarves labour at projects beyond the scope of men, 
sorcerer-king. Protecting their own positions with dark and feral halflings lie in ambush for the unwary. 

magic, they demand absolute obedience. The restless Athas is a land of deadly magic and powerful 
mobs are placated with bread and circuses & ` psionics that offers no promise of glory or even 
of survival. Those who do not have 
the cunning to face life on Athas 
will surely perish - leaving 
nothing but bones bleached 
white under the blistering 


rays of the Dark Sun. 


and the arenas overflow with spectators «© 
seeking release from their harsh 3 
lives. 

The land outside the cities 
belongs to no one. Savage 
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elves race across the deserts 


ON THE SANDS OF ATHAS YOUTL FACE... 
IMPORTANT! 


. In order to explore the world of Dark Sun 
Muls - half-dwarf, half-human; specially bred for combat! you must have a copy of the 


Thri-kreen - the savage mantis-warriors of the barrens! Players Handbook and Dungeon Master's Guide. 
Half-giants - bred for tremendous size and strength! 


Gladiators - heroes of the arenas, the ultimate warriors! 
Templars - wicked priests who serve the sorcerer-kings! 
TSR, Inc. 


Ly ! 7 
Defilers wizards whose powers drain the life around them! POB 756 


120 Church End 


Lake Geneva Cherry Hinton 


WI 53147 Cambridge CB1 3LB 
USA United Kingdom 
All Dark Sun game characters begin at 3rd level! 
Ability scores that can go as high as 24! 
All PCs have one or more psionic powers! 
The new Character Tree allows players to advance 
many characters at once! 
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